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PREFACE. 


Wipx as is the field of theory which comprehends the mani. 
fold varieties of openings and endings in the game of Chess, 
its every part has been explored in modern times with so 
much skill and perseverance, that little now remains for a 
follower in this walk beyond the adaptation and arrangement 
of materials which have been garnered by his predecessors. 
The pretensions of this treatise can therefore take no lofty 
ground, Adopting the common basis founded by the earlier 
writers, Lopez, Salvio, Greco, Cozio, Lolli, &e., and super- 
adding the important discoveries brought to light in the 
works of Bilguer and Jaenisch, I haye aimed only at pro- 
lueing an instructive compendium available by the large 
majority of English players to whom those works are inacces- 
sible, In my labours of collation and compression, I have 
not, however, indolently acquiesced in the opinions of those 
distinguished authorities, but have subjected every variation 
they have given to the test of repeated investigation, and 
hence it will be found that I have occasionally deviated from 
the course prescribed by them, and ventured on a route 
which they have overlooked. For these digressions, put forth 
without the advantage of revision by other players, I may 
reasonably solicit the indulgence that should be shown to auy 
one who devotes himself to a task so difficult as that of 
devising new combinations in openings which have already 
undergone the ordeal of laborious examination by the most 
penetrating and industrious intellects. 
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iv. PREFACE. 


In.a work of this description, intended as well for the 
general a$ the scientific reader, it was thought desirable to 
adhere to the notation in common use among the players of 
this country, but in a more elaborate and expansive treatise, 
it would certainly be desirable, perhaps indispensable, to adopt 
such a modification of the system as-would admit of tabular 
demonstrations. Who that has ever attempted the wearisome 
exertion of threading his way through the ramifications of a 
leading opening from an English book, can ever forget the 
bewilderment and confusion which its endless references +0 
“Variations 1, 2, 8," and “ A, B, C," and “ Games 5, 6, and 7,” 
have occasioned him? And yet such references for the most 
part are needful, and indeed inseparable, from our method 
of recording the moves in columns, rather than on tables. 
Mindful of these obstacles to the progress of the student, I 
have been at some pains to lessen his difficulties in the present 
work. In the first place, by discarding all unnecessary varia- 
tions, and abridging, where curtailment was practicable, the 
remainder; and secondly, by distinguishing the accredited 
methods of attack and defence from the subordinate or doubt- 
ful ones. by a difference of type. Thus the reader who has 
not leisure to pursue an opening through its several deviations, 
and is content to follow the moves which have been pro- 
nounced the best, has only to play over the column of larger 
type, and may reserve for a future opportunity the study of 
the many beautiful and suggestive variations which are given 
in the smaller letter. 

By these means much of the irksomeness complained of in 
the practice of playing from book may be avoided, and I have 
hopes that the mere learner will be enabled in a short time 
to master an opening of * The Handbook,” variations and all, 
and derive not only profit but even pleasure from the task. 
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1 must not omit the present opportunity to acknowledge 
the profound obligations this volume is under to its great 
namesake “ Тһе Handbuch” of Bilguer and V. der Laza, a 
production—whether considered in reference to its research, 
its suggestiveness, or the methodical completeness of its 
arrangement,—which stands unrivalled and alone. 

Nor can I forego the gratification of tendering my warmest 
thanks to Messrs. Angas and Finley, of Durham, for their 
invaluable assistance in the shape of translations and correc- 
tions, and to my esteemed friend the Rev. H. Bolton, and to 
those gentlemen who have kindly seconded his efforts, for the 
series of exquisite problems which so appropriately concludes 
the work. 


«Н: S. ^ 
London, June, 1847. 
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INTRODUCTION. 


CHAPTER I. 


DESCRIPTION OF THE CHESS BOARD AND MEN — 
ARRANGEMENT OF THE MEN—THE KING—THE 
QUEEN—THE ROOKS OR CASTLES—THE BISHOPS— 
THE KNIGHTS —AND THE PAWNS— THEIR МОУш. 
MENTS, POWERS, METHOD OF CAPTURING AN 
ADVERSE MAN, ETC. 


Tun game of Chess, the most fascinating and intellectual 
pastime which the “wisdom of antiquity" has bequeathed 
to us, is played by two persons, each having at command 
a little army of sixteen men, upon a board divided into 
Sixty-four squares, eight on each of the four sides. Тһе 
Squares are usually coloured white and black, or red and 
white, alternately; and custom has made it an indispensable 
regulation in this country, that the board shall be so placed 
that each player has а white square at his right-hand corner.* 


Ж This arrangement is merely conventional. In the earlier ages of 
chess, the board was simply divided into sixty-four squares, without any 
difference of colour; and there is good reason for believing that tha 
Shess-men were then alike in form and size, and distinguishable only by 
an inscription or sign on each. 
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The following diagram M ORAS the board with all the 
men arranged in proper order for the commencement of a 
game i=- 
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Each player, it will be observed, has eight superior Pieces 
or officers, and eight minor ones which are called Pawns ; and 
id the purpose of distinction, the Pieces and Pawns of one 

are of a different colour to those of the other. 
Pte eight superior Pieces, on each side, are—- 


AKing » + + + 95 Cp 
A Queen е j Ы : 2 ^ - Vy ly 
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Two Rooks, or Castles : : i f E 
(as they are indiscriminately called) 


Two Bishops . NU , фея ang [2] A 
2h 


Two Knights i , ‘ r Í j 2 


And each of these Pieces has his Pawn or Foot- fil 
soldier . : ; : : : ў å 


making in all an array of sixteen men on each side. 

On beginning a game, these Pieces and Pawns are disposed 
in the manner shown on the foregoing diagram. The King 
and Queen occupy the centre squares of the first or “ royal’ 
line, as it is called, and each has for its supporters a Bishop, 
4 Knight, and a Rook, while before the whole stand the 
Pawns or Foot-soldiers in a row. (To prevent a common 
error among young players, of misplacing the King and 
Queen on commencing a game, it is well to bear in mind that 
at the outset the white King always stands on a black square, 
and the black King on a white one). The Pieces on the King’s 
side of the board are called the King’s, as King’s Bishop, 
King’s Knight, King’s Rook; and the Pawns directly in front 
of them, the King’s Pawn, King’s Bishop’s Pawn, King’s 
Knights Pawn, and King’s Rook's Pawn. The Pieces on 
the Queen's side are, in like manner, called the Queen's 
Bishop, Queen's Knight, and Queen's Rook ; and the Pawns 
before them, Queen's Bishop's Pawn, Queen's Knight's Pawn, 
and Queen's Rook's Pawn. 


MOVEMENT OF THE PIECES AND PAWNS. 


A knowledge of the moves peculiar to these several men 
is so difficult to describe in writing, and so comparatively 
easy fo acquire over the chess-board, from any competent 
person, that the learner is strongly recommended to avail 
himself of the latter means when practicable: for the use, 
however, of those who have no chess-playing acquaintance 
at command, the subjoined description will, it is hoped, 
suffice. 


BS 
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d THe Kiva. 


The King can moye one square only at a time (except in 
* Casting," which will be explained hereafter), but he can 
make this move in any direction, forwards, backwards, late- 
rally, or diagonally.* Не can take any one of the adversary'8 
men. which stands on an adjoining square to that he occupies, 
provided such man is left unprotected, and he has the pecu- 
liar privilege of being himself exempt from capture. Не is 
not permitted, however, to move into check, that is, on to 
any square whieh is guarded by a Piece or Pawn of the enemy, 
nor can he, under any circumstance, be played to an adjacent 
square to that on which the rival King is stationed. Like 
most of the other Pieces, his power is greatest in the middle 
of the board, where, without obstruetion, he has the choice of 
eight different squares. At the sides, he may play to any 
une of five, but when in the angles of the board, three squares 
only are at his command. 


ш THE QUEEN. wy 


The Queen is by much the most powerful of the forces. 
She has the advantage of moving as a Rook, in straight lines, 
forwards, backwards, and sideways, to the extent of the board 
in all directions, and as a Bishop, diagonally, with the same 
range. То comprehend her scope of action, place her alone 
in the centre of the board; it will then be seen that she has 
the command of no less than twenty-seven squares, besides 
the one she stands on. (See diagram No. 4.) 


ж The original movement of the King, or “ Rey," as he was first called 
in Europe, appears to have been very limited, since he was restricted from 
moving at all, except by the necessity of extricating himself from an 
adverse check, About the beginning of the thirteenth century, he had 
the power of playing one square directly, but was not permitted to move 
or capture angularly ; this limitation, however, lasted but a short period, 
and then the Rey had the privilege of moving and taking in any direction, 
as at present, but his range of action never extended beyond one square. 
(See an interesting article ** On the Moves and Powers of the Chessmen 
of our Ancestors,” &0,, &с,— Chess Player's Chronicle, vol. iii, p. 61.) 
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t Tue Rook. V 


The Rook, or Castle, is next in power to the Queen, He 
moves in a straight line, forwards, backwards, or sideways 
haying a uniform range, on a clear board, of fourteen squares, 
exclusive of the one he oceupies.—(See Castling, page 19.) 


A Tue Brsnor. Д 


The Bishop moves diagonally forwards or backwards, to 
the extent of the board. It follows, therefore, that he travels 
throughout the game only on squares of the same colour as 
the one on which he stands when the game begins, and that 
each player has a Bishop running on white squares, and one 
on black squares. When placed on a centre square of a clear 
board, he will be found to have a range of thirteen squares. 


e Tue Кхтонт. PY 


The aetion of the Knight is peculiar, and not easy to de- 
scribe, He is the only one of the Pieces which has the privi- 
lege of leaping over another man. Тһе movements of the 
others are all dependent on their freedom from obstruction 
by their own and the enemy's men. For example, when the 
forees are duly ranged in order of battle before the commence- 
ment of the game, the Knight is the only one of the eight 
capital Pieces which can be played before the Pawns are 
moved—kKing, Queen, Bishop, and Rook are all hemmed in 
by the rank of Pawns, which they cannot overleap; but the 
Knight, having the liberty of springing over the heads of other 
men, ean be brought into the field at once. In this case, as 
his move is one square ix a straight line, and one in an oblique 
uirection, if the King's Knight were to begin the game, he 
must be played either to King's Rook’s third square, or to 
King's Bishop's third square; and if the Queen's Knight 
commenced, he must be moved to Queen's Rook's third 
Square, or to Queen's Bishop's third square. 
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The following diagram will serve, perhaps, to make his 
action better understood. (See also pages 12 and 43, for a 
description of the powers and peculiarities of this Piece.) 

No. 2. 
BLACK. 


77 


2, 4 
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WHITE. 


In this position we have the Knight surrounded by Pawns 
in a way which would render any other Piece immoveable. A 
King, Queen, Rook, or Bishop, so encompassed by their own 
forces, could never stir until one of the men were moved to 
make an outlet; and, if thus shut in by adverse Pawns, could 
escape only by being enabled to capture one or other of them. 
But the Knight clears such impediments at a bound, and can 
here be played to any one of the eight white squares around, 
It is worth remarking, that if he is stationed on a white square 
in the centre of the hoard, he has then eight black squares at 
his choice; because, from the peculiarity of his moye, it is 
impossible for him tc spring from a white square to a white 
one, or from a black square to а black one. On placing him 
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9n any square at the side of the board, it will be seen that 
his scope of action is much diminished, and when standing on 
either of the four corners, or Rook's squares, as they are called, 
he has then only two squares to which he can leap. 


À Tur Pawn. $ 


The Pawn moves only one square at a time, and that 
straight forward, except in the act of capturing, when it takes 
one step diagonally to the right or left file on to the square 
occupied by the man taken, and continues on that file until 
it captures another man. A power has been conceded to it, 
however, in latter times, of going two steps when first played in 
the game, provided no hostile Pawn commands the first square 
over which he leaps, but, in that case, the adverse Pawn has 
the option of taking him in his passage, as if he had moved one 
step only (see the diagram, No. 9). A Pawn is the only one 
of the forces which goes out of his direction to capture, and 
which has not the advantage of moving backwards; but it has 
one remarkable privilege, by which on occasions it becomes 
invaluable, whenever it reaches the extreme square of the file on 
which it travels, it is invested with the title and assumes the ` 
nower of any superior Piece, except the King, which the player 
chooses. From this circumstance it frequently happens that 
one party, by skilful management of his Pawns, contrives to 
have two, and sometimes even three, Queens on the board at 
once, a combination of force which of course is irresistible.* 


* The regulation which enjoins a plurality of Queens is not, however, 
by any means of general prevalence. In Italy, at the present day, the 
Pawn, on reaching the 8th square, is replaced by a second Queen, 
whether the former one is on the board or not; but this was not always 
the case there, and according to Major Jaenisch, throughout the whole of 
the North of Europe, in Russia, in Scandinavia, in Germany, as well as in 
the classic Italian authors, Del Rio, Lolli, and Ponziani, the rule obtains 
that a Pawn having reached the 8th square, is exchanged for a Piece from 
among those the player has lost. Two Queens, two Bishops of the 
same colour, three Rooks, three Knights, are not permitted; and if a 
player advances a Pawn to an extreme square of the board. it must 
remain inactive till one of his Pieces is taken by the enemy, upon which 
it instantly assumes the rank of that Piece, and is brought into action 
&gain.—(See the Introductory Article on the Laws of the Game of Chess, in 
the © Analyse Nouvelle," &c., vol. i. p. 28.) 
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ON CAPTURING AN ADVERSE MAN, 


The “ Pieces,” by which title the eight superior officers are 
technically designated, in contradistinetion to the “ Pawns,’ 
all take in the same direction in which they move. ‘This act 
consists in removing the adverse Piece or Pawn from the 
board, and placing the captor on the square the former oceu- 
pied. То make this clear, we will begin TR the King, and 
show his mode of capturing an уи, man 


No. 3. 
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Supposing the above to be the position of the men towards 
the conclusion of a game, and it being either party's turn to 
play, he eould take the adverse Pawn from the board, aud 
place his King on the square it occupied ; and by doing 80, 
the King would not depart from the order of his march, which, 
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mm 
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85 we have before said, permits him to move 

direction. In each of these instances we ha ЫК ке Pawn 
in fron nt of the SOL ARIDAM would be e equ nily entitled to take 
it were it standing on any other of the eight gue imme- 
i. ely surrounding hi nage qu ys pro и" d t was Fn dut 

arded by some “other r Paw 
"fn 1e next diagram will x ibit the nie wer of the Queen in 

capturing an ener Шу, 
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Thus S dist ay e middle of the board, the r of tho 
Queen is immen She has here the option of t aking any 
one of eight men ғ ai the extremity of the board, on the squares 
н ely numbered 1, 2, 3, 4, 5, 6, 7, and 8, should her 

ne of march be unobstructed; and if these men were nearer, 
xc any of the intermediate squares, she would be equally 
enabled to take any one of them at her choice, Like all 
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the other Pieces and Pawns she effects the capture by removi 
the man from the board, and stationing herself on the уаса 
SDN 

The Roox has the same power in taking as the Queen, 
forwards, backwards, and sideways, but he cannot, like her, 
take any man diagon nal y. 


No. 5. 
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For example, place the Rook in the centre of the board, and 


ал opposing man on each of the squares numbered, and the · 


Rook has the power of taking any one of the four; and he 
has the same power if the Pieces are one or two squares closer 
to him, or immediately surrounding him, in the direction indi- 
ael by the four figures. 
The Brsmo» takes, as he moves, diagonally, either for- 
wards or backwards, his range extending, on unobstructed 
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Squares, to the extent of the diagonal line on which he 


traveis.* 
No. 6. 


1 BLACK. 
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WHITE. 


* Tn the thirteenth century, we find the Bishop, then termed Alfyn, a 
corruption from its Eastern name, al Phil, the Elephant, had its present 
diagonal movement, but was restricted in its march to the third square 
from that on which it stood; thus, supposing White’s King’s Bishop to 


stand on his own third square, he could then capture any Piece or Pawn 


standing on his Queen’s square, or Queen’s fifth square, and his King’s 
Rook’s square, or his King’s Rook’s fifth square ; but as he was not per- 
mitted to move to a greater or less number of squares, he had no power 
over an enemy which stood either closer or more removed than the third 
square, To compensate for this limited action, the A/fyn had the pecu- 
liarity bestowed on him of vaulting over another Piece in the manner 
somewhat of the Knight. For example :—place White's King’s Bishop as 
before on his own third square, with a Black Bishop at Black’s King’s 
fifth, and a Black Pawn at his Queen's fourth, in this, or any similar 
position, the White Bishop could not capture the Black one, but could 
overleap him and take the Pawn, and then be out of the range of the 
Black Bishop's action. (See the article on the Moves, &c., of the Pieces 
in the thirteenth century, before referred to.) 
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The Кмтонт, as we have seen before, moves one square 
forward and one obliquely, his action being a combination of 
the shortest move of the Rook and the shortest move of the 
Bishop. His power and method of taking an opponent's man 
will be seen from the diagram subjoined. 


No. 7. 
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WHITE. 


In this situation, in the centre of the board, he would have 
‘he power of taking any one of the men stationed on the squares 
numbered, by removing the man and placing himself on the - 
vacant square.” 
* There is no evidence we believe to о N kia 
[1 апу шшш їп perds or power, sine r: n vd a 
into Eur His move appears to be supplementary to the 
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The Pawn, as we have previously observed, is the only man 
which captures in a direction different from his line of march, 
He is permitted to move only one square forward at a time, 
and is not allowed to take any Piece or Pawn which may im- 
pede his path. If, however, he meet with any of the adverse 
force on a point diagonal, one step either to the right or left 
of the square he occupies, he is at liberty to capture that man 
and take his place on the next file; for example, — 


No. 8. 
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Suppose, at the opening of the game, White begins by playing 
King’s Pawn to King’s fourth square (see the article on Nota- 
tion, p. 16), Black may reply in the same manner with King’s 
Pawn to King’s fourth square, and neither Pawn can do 
more than remain an obstruction to the onward march of the 
other but if Black answer instead with King’s Bishop’s Pawn 
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| to Bishop's fourth, or asin the diagram, with Queen's Pawn to 
Queen’s fourth, then White, if he choose, may take the adverse 
Pawn from the board and place his own in its stead. То ex- 
emplify another peculiarity of tke Pawn, suppose White in this 
situation to prefer playing the Pawn on to King’s fifth square, 
instead of taking the Pawn, the following would be the 
aspect of the board :— 


No. 9. 
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If, now, Black choose to play King’s Bishop’s Pawn to King’s 
Bishop's fourth, White has the option of taking that Pawn м 
passing, as it is called), just as if Black, instead of playing it 
two steps, had moved it to King’s Bishop's third square only ; 
White, in fact, might arrest it in its leap over the King’s Bishop’s 
third square, take it off the board, and station his King’s Pawn 
on the said Bishop’s third square, as in an ordinary case of 
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capture, But if he omit to exercise this power at once, he is ` 
not allowed to do so after another meve has been made.* 

This privilege of the Pawn to take, in passing, another 
Pawn which attempts to advance two steps when first moved, 
1s so very imperfectly understood by young practitioners, and 
is the cause of so much error and misunderstanding among 
them, that every one should comprehend it thoroughly before 
he begins to play a game in earnest. 


* The following instructive observations on the subject of the Pawn's 
moving two steps, and his power of taking an adverse Pawn which 
attempts to pass him, are extracted from Major Jaenisch's ‘ Analyse 
Nouvelle,” &c. 

** То be able properly to judge the question relative to the taking of a 
Pawn en passant, or passar battaglia of the Italians, we must recollect 
that at the origin of the game, the Pawns advanced but one square only; 
and this is still the general usage in the East. Besides, the nature of the 
Pawn itself indicates it. It is evident, it was with the intention of aug 
. menting the value of this, the weakest but the most interesting of the 

chess forces, and to avoid by that means a languid opening, that it wax 
permitted to march two steps on the first move, when it was tacitly sup. 
posed no enemy was yet within reach. It was subsequently perceived 
that some Piece of the enemy might often command the square over which 
the Pawn leaps, and that to permit this leap was in some sort to violate 
the rights of that Piece ; but whether from generous disregard of the Pawn, 
or indulgence for its weakness, it was generally agreed to permit it this 
licence. The aspect of things changed when the question came to be 
discussed, if this violation of the rights of the attacking Piece conceded 
to the Pawn at its first move, could be equally exercised vis à vis of 
another Pawn: in other words, if the passar battaglia with regard to s 
Piece, could be tolerated with respect to a Pawn of the adversary which 
had arrived at his fifth square. Upon this point the opinions of chess- 
players were divided ; the majority of amateurs, the great players of Spain 
and Portugal at their head, (Iberia was then the classic land of chess), 
decided that the Pawn could not be permitted vis à vis of an equal, what 
was tolerated as to a Piece. That the permission of passar battaglia as to 
ап attacking Piece, could have no other object than to give animation to 
the game, in aiding the weakness of the Pawn; that this object would not 
only be unattained, but that a directly contrary effect would be produced 
if the legitimate zights of the Pawn advanced to its fifth square should be 
violated. Itis thus, at least, that we explain the motives that led the 
players of the Iberian Peninsula (according to the testimony of Ruy 
Lopez), and later those of France, England, and Germany, to establish 
the rule of taking the Pawns in passing, which heightens powerfully the 
interest of the game, in giving additional force to the Pawns, the ‘ soul 
of chess,’ as they are called by Philidor.” (Jaenisch, vol i. p. 34.) 
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CHAPTER II, 


THE NOTATION ADOPTED TO DESCRIBE THE 
MOVES OF THE MEN. 


THERE is no portion of an elementary work on Chess of во 
much importance to the learner, and none which requires 
more resolute mastering than this. 
The notation may be called the language of the game, and 
a knowledge of it is absolutely indispensable to every one 
who is himself ambitious of excelling, or who is desirous of 
appreciating the excellencies of other players. How many 
theusands of amateurs are there who have never played a 
single game or opening through from books in their lives, 
and who debar themselves from the primary source of enjoy- 
ment, and indeed improvement, which chess affords, simply 
because they will never be at the pains of acquiring the key to 
studying printed games? Others, again, have eontrived to 
pick up sufficient acquaintance with some particular system 
adopted by one writer, or in one country, to play over aprinted 
e from that notation with tolerable accuracy, but cannot 
be induced to devote the requisite time and attention for the 
attainment of any other. Now, as the method of describing 
the movements of the chess-men differs materially in different 
countries, your true chess-player will never be content till he 
nas acquired knowledge enough of these systems to decipher 
all the most important, such as those of Germany, France, and 
England, with facility. It is best to begin, however, with one 
of these, and learn that accurately first. Accordingly, we shall 
here proceed to explain only the method adopted throughout 
this country in describing the moves, &c., reserving a disserta- 
tion upon the most popular systems in use abroad for another 
part of the Treatise. " 
Having marshalled the men in battle order, as shown in the 
first diagram, you will observe that each party has two ranks 
. of men. on the first of which stand the superior Pieces, and on 
the next the eight Pawns. The eight squares which compose 
the first rank are each distinguished by the name of the Piece 
. which occupies it when the memare first arranged. ‘There are, 
therefore, the King's square, the King's Bishop's square, King's 
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Knight’s square, and King’s Rook’s square, and in like manner, 

the Queen's square, Queen's Bishop's square, Queen's Knight's 

б апа Queen's Rook's squares. Тһе files, that is, the row of 

- squares running from top to bottom of the board, are also 

named by the Pieces occupying the first square in each file. 

Thus each of the superior officers has a file or row of eight 

squares running from his end of the board to the corresponding 

Piece of the enemy, and every one of these eight squares 

takes its name from such officer. The following diagram will 
serve to show the designation of the various squares :— 


No. 10. 
BLACK. 


‘bss 0 |'bssaN o l*bss,qpo| Dss, i "явм [bs зим "bssaw MN 
id | E 
QWs sth. а Ke sath. Q Ds 8th. | Q's в, | K’s sth. | K B's sth. | К Kt's sth. 
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Q Us 7th. пе козу. QB's 7th.| Q's 7th. K's 7th. | K B's 7th. | K Kt's7th.| K R’s 7th. 
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WHITE. 


. Hereit is seen that White names every square on the board, 
in accordance with itsyawelef ii his eight 
CHT Da ne hire” 


WAX MATHIS 
клуб COCr 
BHB5/IMOTEHA 


See ect ee 
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Pieces, and that Black does the same. Hence follows an 
anomaly, Black’s first squares are White's eighth, and vice 
versd. This irregularity is avoided by the notation which was 
generally adopted in this country until lately. Thatwasfounded | 
upon the true principle of the chess-board being divided into 
two parts, one of which belonged to White and the other to 
Black. All beyond the four first squares of every file was the 
territory of the adversary. Instead, therefore, of describing a 
Piece as at “ King's sixth," or “ King's Rook’s seventh," or 
“ Queen's sixth," it was said to be at “adverse King's third," 
or “adverse King's Rook's second," or “adverse Queen's 
third,” &e. "There can be no question that this was more 
correct than the present mode, but it was thought less concise, 
and has latterly gone quite out of use both here and in France, 

Before proceeding further, it will be desirable for the 
student to familiarise himself with the respective moves of the 
Pieces, names of the squares, &e. A very little practice will 
enable him to do so, especially with the aid of any friend 
acquainted with them. Не should, in the first place, accus- 
tom himself to the setting up the men in order of battle ; after a 
few repetitions of the process, and comparing their position with 
the diagram on the second page, he will soon have no difficulty 
whateyer in arranging them correctly without referring to the 
book. It will then be well to clear the board of all but a 
single Piece, and practise with that until perfect in its move- 
ments ; another, and then another, may be added, until the 
action of every one is as familiar as the alphabet. 

Suppose, as a first exercise, you begin by placing your 
Queen оп her square (7. е., her first square), then play her to 
Q/s 5th square, then (diagonally, observe) to Q. Rook’s 8th 
square, then to King’s Rook’s 8th square, then to Q. R’s 
square, and then home again to her square, It is proper to 
mention that the directions for moving a Piece are not usually 
printed in full, and that. according to the modern abbrevia- 
tions in the present and other chess-books, these severai 
instructions would be given thus :— 

1. Q. to her sq. 


2. Q. to her 5th. 

3. Q. to her R’s 8th. 

4. Q. to K. R's 8th. 

5. Q, to her в sq. + 
6, Q. to her sq. 
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As a next exercise, put the Queen’s Bishop on his square, 
beside the Queen, and play him as follows :— 
1. а. B. to К, К 6th. 
2. ©. B. to К. B's 8th. 
3. а. B. to Q. R's 3rd. 
4. Q. B. to his sq. 
To these two Pieces now add the Queen's Knight, on kis 
own square, and play as follows :— 


1. Q. Kt. to Q's 2nd 

2. Q. Kt. to K's 4th 

3. Ө. Kt. to К. B's 6th. 
4. Q Kt. to K's 8th. 

5. Q. Kt. to Q. B's 7th. 
6. Q. Kt. to Q. Kt.'s 5th. 
7. Q. Kt. to Q. B's 3rd. 
8. Q. Kt. to his sq. 


By taking all the Pieces in succession thus, you will speedily 
obtain sufficient knowledge of their movements to commence 
the opening of a game; but before attempting this, it is need- 
ful for you to be acquainted with the technical terms in use 
among chess-players, and the code of laws which governs the 


game. 


CHAPTER П. 


TECHNICAL TERMS IN USE AMONG CHESS 
PLAYERS. 


CASTLING. 


ALTHOUGH, as a general rule, the move of the King 1s re- 
stricted to one square at a time, he has the privilege, under 
certain conditions, once in the game, of moving in conjunction 
with either of the Rooks two squares. This peculiar move- 
ment is called Castling, and, in this country, it is performed 
in the following manner :—If a player wishes to castle on his 
King's side of the board, he moves the King to К. Kt.'s sq., 
c2 
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and then places the?K’s Rook on К. B's square. If he castle 
on the Queen's side, he plays his King to Q. B's sq., and 
Q's Rook to Q's sq. The object of this compound move in 
generally to place the royal Piece in safety, and at the same 
time bring the Rook from the corner square into better play. 

The conditions under which a player is permitted to castle 
are:—Ist. The King must not be in check. 2nd. The King 
must not have moved. 8rd. The Rook must not have moved. 
4th. The King must not pass over or on to any square attacked 
by an enemy’s man. And 5th. There must be no Piece, 
either of his own or the adversary's, between the King and 
the Rook. 

In exemplifieation of the importance of castling, to escape 
from an attack, and to retort one on the adversary, see, pre- 
sently, the diagram No. 11. 


CHECK AND CHECKMATR, 


The King is said to be in check when he is attacked by any 
Piece or Pawn, for it being a fundamental law of chess that 
the King can never be taken, whenever any direct attack 
upon him is made, he must be warned of his danger by the 
ery of check, and the player is then compelled either to remove 
his King ou£ of check, or parry the check by interposing a 
man between the King and the attacking Piece, or capture 
the checking man. 

When he can do none of these three things, he is check- 
mated, and the game won by the other side, (See diagram 
No. 12, at the end of this Chapter.) When the King is di- 
rectly attacked by the Piece played, it is a simple check; but 
when the Piece moyed does not itself give check, but unmasks 
another which does, it is called a discovered check. (See dia- 
gram No, 13.) The third species of check is named the double 
check, where the King is attacked both by tře Piece moved 
and the one discovered. "Phe fourth deseription is called per- 
petual check, a case which arises when a player has two or 
more squares on which he con give check, and his opponent 
ean only parry one check by affording an opportunity for 
another. If the first player then persists in the repetition of 
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these particular checks, the game must be abandoned as 
drawr, (See diagram No. 14) 


DOUBLED PAWN. 


When two Pawns of the same colour are on the same file 
the front one is called a doubled Pawn. 


DRAWN GAME. 


When neither party can give checkmate, the game is 
drawn. ‘This may arise from several causes, as :—lst. Per- 
vetual check. 2nd. Where there is not sufficient force tc 
effect a mate, as a King and a Knight only, or a King and 
two Knights, &c., ке. 3rd. Where one party has force suffi- 
cient, but is ignorant of the proper mode of applying it, and 
thus fails to checkmate his helpless adversary within the fifty 
moves prescribed by the 22nd law. 4th. Where both parties 
persist in repeating the same move from fear of each other, 
5th. Where both parties are left with the same force at the 
end, as э, Queen against a Queen, a Rook against a Rook, 
and the like, when, except in particular cases, the game should 
be resigned as a drawn battle. And 6th. When one of the 
Kings is stalemaied, 


EN PRISE. 


When a Piece or Pawn is in a situation to be taken by tha 
enemy, it is said to be en prise. То put a Piece en prise, is to 
play it so that it may be captured. 


THE EXCHANGE. 
When a player gains a Rook for a Bishop or a Knight, it is 
termed winning the exchange. 


FALSE MOVE. 


Any illegal move, such as casting when the King has been 
moved or is in check, moving a Rook diagonally, or a Bishop 
like а Knight, ie called a false or an ** impossible" move. 
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FOOL’S MATE. 


This is the simplest of all checkmates, being accomplished 
mn two moves in the following manner:— 


WHIIR. D BLACK. 
1. K. Kt. P, to K. Kt.'s 4th. 1. K. P. to K's 4th. 
2. К. B. P. to K. B's 4th. 2. Q. to K. R’s 5th, check. 
mate, 


It eannot possibly be given by the first player. 


FORCED MOVE. 


When a player has one only legal move at command, it is 
gaid to be a forced move. 


GAMBIT. 


This word is derived from an Italian phrase in wrestling, 
and signifies a movement by which the adversary is tripped 
up. In chess, this is attempted by the first player putting 
a Pawn en prise of the enemy early in the game, by which he 
is enabled more rapidly and effectually to develope his supe- 
rior Pieces. There are several gambits, but the most impor 
tant, and one which includes many others, is the King’s gambit, 
commenced as follows :— 


WHITE. BLACK: 
1. K. P. to K's 4th. 1. К.Р. to K's 4th. 
2. K. B. P. to B's 4th. 2. P. takes К. В. P. 


The Pawn offered by the first player nere at his second 
move is called the Gambit Pawn, and when taken by the ad- 
versary the opening becomes a gambit. 

The varieties of the gambits are often designated by the 
names of tne piayers who invented or first brought them itc 
vogue—as the Muzo gampit, the Salvio gambit, the Allgaier 
gambit, the Lopez gambit; while others obtain their names 
from the opening moyes of the first player, as the King’s 
Bishop’s gambit, which begins thus :— 


WHITE. BLACK. 
1. K. P. to K's 4th. 1. K. P. to K's 4th, 
2. K. B. P. to B's 4th. 2. P. takes P. 


3, K. B. to Q. B's 4th, 
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and is so ealled because the K’s Bishop is played out at the 
3rd move instead of the K's Knight. 

There is also the Queen's gambit, of which the opening 
moves are— 


WHITE. BLACK. 
1. Q. P. to Q's 4th. 1. Q. P. to Q's 4th. 
2. Q. B. P. to B's 4th. 2. P. takes P. 


The gambits are the most brilliant and animated of all the 
openings, full of hair-breadth 'seapes and perilous vicissitudes, 
but affording an infinitude of beautiful and daring com- 
binations. 


“ GIUOCO PIANO,” 


A solid and instructive modification of the King's Knight's 
game, is of all others the most generally practised by the 
leading players. The opening moves are :— 
WHITE. BLACK. 
1. P. to K's 4th. 1, P. to K's 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. K. B. to Q. B's 4th. 3. K. B. to Q. B's 4th, 


TO INTERPOSE. 


When the King is checked, or any valuable Piece in danger 
from the attack of an enemy, you are said to interpose а man 
when you play it between the attacked and attacking Piece. 


ISOLATED PAWN. 


A Pawn which stands alone, without the support and pros 
tection of other Pawns, is termed an isolated Pawn, 


J'ADOUBE. 


A Frerch expression, signifying “І arrange." or “I re- 
place,” which is used by a player when he touches a man 
merely to adjust its position on the board, without intending 
toplay it. (See tbe 7th law.) 
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MINOR PIECES, 


The Bishop and Knight, in contradistinction to the Queer: 
and Rook, are called minor Pieces. 


THE OPPOSITION. 


An important manœuvre in playing the King, by which one 
player is enabled to occupy certain key squares, and thus 
compel the adverse King to abandon a favourable position, 


PARTY. 


From the French partie. Frequently used by modern writers 
instead of the word “ game." 


PASSED PAWN. 


A Pawn „в said to be a passed one when the adversary has 
по Pawn to obstruct its march on the same file, or on either 
of the next files to the right or left. 


PION COIFFE, OR MARKED PAWN. 


This is a deseription of odds but rarely given, and only 
when there is a vast disparity between the skill of the players. 
It consists in one party placing a cap or ring on one of his 
Pawns, and undertaking to checkmate his opponent with that 
particular Pawn. He is not allowed to Queen the Pawn, and 
if he loses it, or happens to checkmate his opponent with any 
other man, he forfeits the game. The Pawn usually capped is 
the King’s Knight's, because it can be more readily and effec. 
tually surrounded by protecting Pieces, 


TO QUEEN A PAWN, OR TO ADVANCE A PAWN TO QUEEN. 


When a player has contrived to advance a Pawn to the 
eighth or last square of the file, it assumes the rank and power 
of a Queen, or any other Pieee he chooses, and he is then said 
to have queened his Pawn. (See the 21st law,) 
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SCHOLAR'S MATE. 


A checkmate occasionally given at the opening of a game 
by a practised player to one but little tutored in the science. 
The following are the moves :— 


WHITE, BLACK. 
1. P. to K's 4th. ]. P. to K's 4th. 
2, К.В. to Q. B's 4th. 2, К. B. to Q. B's 4th, 
3. Q. to К. R's 5th. 3. Q. P. one. 
4, Q. takes К. В. P., giving checkmate, 


SMOTHERED MATE 


A checkmate which is sometimes given by Ше K.ight 
when the adverse King is hemmed in, or smothered, by his own 
forees. (See diagram No. 16.) 


STALEMATE. 


When one party has his King so circumstanced that, not 
being at the moment in check, he cannot play him without 
going into check, and at the same time has no other Piece or 
Pawn to move instead, he is said to be s/a/emated, and the 
game is considered drawn. (See diagram No. 17.) 


TAKING A PAWN EN PASSANT, OR IN PASSING. 


It has been shown before, in speaking of the action of the 
Pawn, that he is limited in his march to one square forward 
at a time, when not capturing, and one square forward 
diagonally, either to the right or left, when he takes an adver- 
sary, but that he has the privilege, on being first played in 
the game, to advance two squares, unless in so doing he pass 
а square which is attacked by a hostile Pawn; in which case 
the opponent may, at his option, permit him to make the two 
steps forward, and there remain, or may capture him in his 
passage in the same way as if he had moved but one step, 
(See diagram No. 9.) 
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THE OPERATION OF “ CASTLING.”*—(See page 19% 
No. 11. 


BLAOK, 


2 
на A p 
fi 
7 


2, 


С 


УГА 


‚ In this situation the white King is threatened with what 
is called “a discovered check," that is, his opponent, by re- 
moying the Bishop would discover check from the Queen, a 
proceeding, in the present instance, which would speedily 
involve the loss of the game to White. Not being at the 
moment in check, however, and having moved neither King 
nor Rook, and there being no intervening Piece between the 


* The practice of castling is a European innovation of comparatively 
modern origin. In the oriental nations, the birthplace of chess, castling 
is unknown, and the earliest authors upon the game in Europe, Damiano 
(1512), and Lopez (1561), have no allusion to it, but mention only the 
“leap of the King," a peculiar privilege derived from the Eastern game, 
which permits the King, on his being first played, provided he has not 
been checked, to move and even make a capture like a Knight, 


wes 
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Kiag and his own Rook, White is enabled to castle, giving 
check to the adverse King at the same time, and win the 
game easily, for Black has no square to which he can move 
his King without going into check, and is consequently 
obliged to interpose his Q. at K. B's second, or K. B's third 
square, in either ease being checkmated in two more moves, 
as you will soon be able to see. 


CHECKMATE, 
No. 12. 
BLACK. 
Г 78x47 y 
UN Bee 
АЛ VUK ^um 
* mani à m 


aa inan 


a = 
mn ^. п 


WHITE, 


The above position represents the appearance of the forces 
on each side towards the end of a game, and will assist to 
explain the application of two or three of the technical terms 
deseribed in the present Chapter, as well as to exhibit the 
King in a situation of checkmate. You already understand 
that the moves at chess are played by each party alternately; 
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in this case it is White's turn to play, and he will checkmata 
his antagonist in two moves. Place the chess-men on your 
board exactly in the order they stand ın the diagram; having 
done this, suppose yourself to be playing the White men, and 
take the Black King's Pawn with your Queen, in the manner 
‚ before shown, 7. e., by taking the Pawn from the board and 
stationing your Queen on the square it occupied. By this 
act, you not only take his Pawn, but you attack his King, 
and must apprise him of his danger by calling “ check.” 
He has now two ways only of parrying this check. It is 
clear he cannot move his King, because the only two squares 
to which he could move without going into check are occupied 
by his own men; he is forced then either to take the Queen 
with his K. B's Pawn, or to interpose the Bishop at King's 
second square. If he take the Queen with his К. B's Pawn, 
you must reply by playing your King's Bishop (which you 
will know by the colour of the diagonal oh which he travels) 
to K. Kt.’s sixth square, crying * check." Examine the 
position attentively and you will find that Black has no 
square to which he can move his King, the only vacant one 
being attacked by your Queen’s Bishop, that he has nothing 
wherewith to take the Bishop that has given check, and 
neither Piece nor Pawn with which to interpose between it 
and his King, and that, consequently, he is not only checked, 
but checkmated. In like manner, if, at his first move, instead 
of capturing your Queen, he interpose his Bishop at King’s 
second square, you immediately take the Bishop with your 
Queen, who is protected by her Bishop, and say. “ check» 
mate.” 


DISCOVERED CHECK. 


This is a striking though simple instance of the power of a 
discovered check. Arrange your chess-men as in the diagram, 
and you will find that if White has now to play, although he 
is so much inferior to his opponent in force, he can win the 
game in two moves. If indeed there were no Rook on the 
board, he would do so on the first move by playing his Rook 
to Q. B's eighth square, discovering check with the Bishop; 
Black would then be unable to interpose his Queen, because, 
in so doing, he must leave his King attacked by the Rook, 
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No. 13, 


С ш 


and he sae consequently, be checkmated at once. In the 
position under consideration, however, you must observe that 
the Bishop is attacked by the Black Rook, and if White were to 
play his Rook in a dais NN of, Black could take 


. the Bishop with his Rook, and would ultimately win the 


game, Under ems жыга ч White must play his 
Rook to K. Kt.’s sixth square, discovering check equally with 
the Bishop, and at the same time preventing his capture by 
the Rook. As Black cannot remove his King, nothing re- 
mains for him but to interpose the Queen at her Kt.’s second 
square, whereupon White takes the Rook, giving checkmate, . 
since the Queen is already occupied in parrying the Bishop's 
| check, and the King is unable to stir. 
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PERPETUAL CHECK. 


No. 14. 


This position is only a modification of the preceding one, but 
it will enable you to understand what is meant by perpetual 
check as well as the most elaborate arrangement of the men 
could do. Place the men on your chess-board according to the 
diagram, suppose yourself to be playing the white Pieces, and 


that it is your turn to move. Your adversary, you will ob- ` 


serve, has the advantage in point of force, but this is counter- 
balanced by the situation, which enables you to draw the 

me. То do this, you must first play your Queen to one of 
the three squares where she will check the King, č, e., to 
K’s 4th, Q’s 5th, or Q. B's 6th; it is indifferent which, 
say, therefore, Q. to K’s 4th (check). Black has no option, 
his King cannot move, he must interpose his Queen. If now 
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you were to take the Queen you would lose the game, on 
account of his two Pawns; but mstead of doing so, you play 
the Queen to King’s 8th sq., giving check. The black Queen 
must again interpose; you repeat the check at K's 4th, Black 
can only parry it with his Queen, and you may persist in 
giving the same two checks, ad infinitum. In such cases, the 
game is resigned as ** drawn by perpetual check." 


ANOTHER EXAMPLE OF PERPETUAL CHECK. 
No. 15. 


BLACK. 


B 


In this instance, which is gıven by Mendheim, White is 
mueh inferior to his opponent in numerical str ength, but from 
the peculiarity of the situation he is enabled to draw the 
game. Endeavour to discover how this is accomplished, 
a oe by playing the Rook to K. B’s 8th square, giving 
check, 
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SMOTHERED MATE. 
No. 16. 


BLACK. 


Г. 
=f 


This is a familiar example of smothered mate, which you 
will find can be effected by no other Piece than the Knight. 
White's first move is, Queen to her 5th square, checking. 
Black is obliged to retreat his King to the Es sq., because, 
were he to play him to his B's sq., the Q. would checkmate 
atonce. Upon the King retiring, White gives check with his 
Kt. at К. B's 7th; this brings the King back k again to Knight's 
sq., and affords to White an opportunity of giving double check, 

» which he does by moving the Knight to К. Rook's 6th, check- 
ing with both Q. and Knight; as before, the King must go to 
Rook's sq.; and now follows a beautiful moye—White plays 
his Queen down to K. A's 8th (next square to the Black 
King), giving check; the King cannot take on account of tho 
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. Knight; he is compelled, therefore, to capture with his Roos, 
and p n nur then gives the smothered mate at K. B's 7th 


squa 


STALEMATE, 
No. 17. 


anata” 


E 


Here you observe that White has the great advantage of a 
Queen against a Rook; bat with all this, and the move to boot, 
1t is impossible for him to do more o draw the game. It 

= is evident that he cannot move his Queen from the front of 
his King on account of exposing him to check with the Rook. 
If he move his King, Black takes the Queen, and the game ів + 
drawn, And lastly, if 1e take the Rook with his Queen, he 
places b adverse King in the position before described of 
stalemat 
D 
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CHAPTER IV. 


ON THE RELATIVE VALUE OF THE CHESS 
FORCES. 


Ax attempt to establish а scale of powers whereby the rela 
tive values of the several men could be estimated with mathe- 
matical exactitude, although it has frequently engaged the 
attention of scientific minds, appears to be an expenditure of 
ingenuity and research upon an unattainable object. So ever 
varying, so much dependent on the mutations of position 
which every move occasions, and on the augmented power 
which it aequires when combined with other forces, is the 
proportionate worth of this with that partieular man, that it 
would seem to be beyond the reach of computation to devise 
a formula by which it can be reckoned with precision. But 
still ar approximation to correctness has been made, and the 
result arrived at gives the following as the ultimate respec- 
tive values :— 


АИТ АРА = 1.00 
Knight .. 3.05 
Bishop .. 3.50 
Rook ...... 5.48 
Queen............. 9.94 


The Pawn, it is seen, is the least valuable of all the men, 
the Knight being worth at least three Pawns, 

The Bishops and Knights are practically considered of equal 
value, although there is a difference in the estimate here 
given. ч 

A Rook is of the value of five Pawns and a fraction, and 
may be exchanged for a minor Piece and two Pawns, Two 
Rooks may be exchanged for three minor Pieces. 

The Queen is usually reckoned equal, in average situations, 
to two Rooks and a Pawn, but towards the end of a game she 
is hardly so valuable as two Rooks. 

These comparative values may be of service to the student 
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in general cases of exchanging men, but he will find in prac- 
tice the relative worth of his soldiers is modified by so many 
circumstances of time, opportunity, and position, that nothing 
but experience can ever teach him to determine accurately in 
every case “ which to give up and which to keep.” 


CHAPTER V. 
THE LAWS OF THE GAME. 


"Var following Laws, with some trifling variations, have been 
in general use for the last fifty years. They have recently 
been revised by a committee of the London Chess Club, estab- 
lishedin 1807; and are now universally adopted by all the 
chess clubs of Great Britain. i 


T 


The chess-board must be so placed that each player has 
a white corner square nearest his right-hand. If the board 
have been improperly placed, it must be adjusted, provided 
four moves on each side have not been played, but not after- 
wards. 

TE 


If a Piece or Pawn be misplaced at the beginning of the 
game, either player may insist upon the mistake being 
reetified, if he discover it before playing his fourth move, but 
not afterwards. 


ПІ. 


Should а player, at the commencement of the game, omit 
to place all his men on the board, he may correct the 
omission before playing his fourth move, but not afterwards. 


IV. 


If a player, undertaking to give the odds of a Piece or 
Pawn, neglect to remove it from the board, his adversary, after 
four moves have been played on each side, has the choice of 
proceeding with or recommencing the game, 

" n2 


CD 
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ү. 


When no odds are given, the players must take the first 
move of each game alternately, drawing lots to determine 
who shall begin the first game. If a game be drawn, the 
player who began it has the first move or the following 
one. 


ME 


The player who gives the odds has the right of moving 
first in each game, unless otherwise agreed. Whenever a 
Pawn is given, it is understood to be always the King's 
Bishop's Pawn. 


VII. 


A Piece or Pawn touched must be played, unless at the 
moment of touching it the player say ** J’adoube,” or words 
to that effect : but if а Pisce or Pawn be displaced or overturned 
by accident, it may be restored to its place. 


VU, 


While a player holds the Piece or Pawn he has touched, 
he may play it to any other than the square he took it from ; 
put, having quitted it, he cannot recall the move. 


IX. 


Should a player take one of his adversary's Pieces or Pawns, 
without saying '*J'adoube," or words to that effect, his 
adversary may compel him to take it; but if it cannot be 
legally taken, he may oblige him to move the King; should 
nis King, however, be so posted that he cannot be legally 
moved, no penalty can be inflicted. : 


X. 

Should a player move one of his adversary's men, hic 
antagonist has the optior of compelling him— st, to replace 
the Piece or Pawn and move his King; 2nd, to replace the 
Piece or Pawn and take it; 8rd, to let the Piece or Pawn 


remain on the square to which it had heen played, as if the 
move were correct, 
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ХІ, 


If a player take one of his adversary's men with one of his 
own that cannot take it without making a false moye, his anta- 
gonist has the option of compelling him to take it witha Piece 
or Pawn that can legally take it, or to move his own Piece 
or Pawn which he touched, 


XII. 


Should a player take one of his own men with another, 
his adversary has the option of obliging him to move either. 


XIII. 


If a player make a false move, 7. e., play a Piece or Pawn 
to any square to which it cannot legally be moved, his 
adversary has the choice of three penalties; viz., 1st, of com- 
pelling him to let the Piece or Pawn remain on the square 
to which he played it; 2nd, to move correctly to another 
square; 8rd, to replace the Piece or Pawn and move his 
King. 


XIV. 


Should a player move out of his turn, his adversary may 
choose whether both moves shall remain, or the second be 
retracted. 


XV. 


When a Pawn is first moved in a game, it may be played 
one or two squares; but in the latter case the opponent has 
the privilege of taking it e» passant with any Pawn which 
гош have taken it һай it been played one square only. A 
Pawn cannot be taken en passant by a Piece. 


XVI. 
A player cannot castle in the following cases i= 


i. If the King or Rook have been moved. 

2, If the King be in cheek. 

3. If there be any Piece between the King and Rook. 

4, If the King pass over any square attacked by one of the 
adversary s Pieces er Pawns. 
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Should a player castle in any of the above cases, his adver. 
sary has the choice of three penalties; viz., lst, of insisting 
that the move remain; 2nd, of compelling him to move the 
King; 3rd, of compelling him to move the Rook. 


XVII. 


If a player touch a Piece or Pawn that cannot be moved 
without leaving the King in check, he must replace the Piece 
or Pawn and move his King; but if the King cannot be 
moved, no penalty can be inflicted. 


XVIII. 


If a player attack the adverse King without saying 
* Check,” his adversary is not obliged to attend to it; but if 
the former, in playing his next move, were to say ‘ Check," 
each player must retraet his last move, and he that is under 
check must obviate it, 


XIX. 


If the King has been in check for several moves, and it 
eannot be ascertained how it occurred, the player whose 
King is in check must retract his last move and free his 
King from the check; but if the moves made subsequent to 
the check be known, they must be retracted. 


XX. 


Should a player say **Check," without giving it, and his 
adversary, in consequence, move his King, or touch a Piece 
or Pawn to interpose, he may retract such move, provided 
his adversary have not completed his last move. 


XXI. 


Every Pawn which has reached the eighth or last Square 
on the chess-board, must be immediately exchanged for a 
Queen or any other Piece the player may think fit, even 
though all the Pieces remain on the board. It follows, there- 
fore, that he may have two or more Queens, three or more 
Rooks, Bishops, or Knights, 
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XXII. 


If a play remain, at the end of the game, with a Rook 
and Bishon against a Rook; with both Bishops only; with 
Knight and Bishop only, &е., he must checkmate his adver- 
sary in fifty moves on each side at most, or the game will 
be considered as drawn; the fifty moves commence from 
the time the adversary gives notice that he will count 
them. The law holds good for all other checkmates of Pieces 
only, such as Queen, or Rook only, Queen against a Rook, 
C., е, 


XXIII. 


If a player agree to checkmate with a particular Piece or 
Pawn, or on a partieular square, or engage to force his adver- 
sary to stalemate or checkmate him, he is not restricted to 
any number of moves. 


XXIV. 
A stalemate is a drawn game. 


XXV. 

Tf a player make a false move, castle improperly, &e., &e., 
the adversary must take notice of such irregularity before he 
touches a Piece or Pawn, or he will not be allowed to inflict 
any penalty, 


XXVI. 


Should any question arise, respecting which there is no 
law, or in case of a dispute respecting any law, the players 
must refer the point to the most skilful disinterested bystan- 
ders, and their decision must be considered as conclusive. 


[I cannot permit the present opportunity to pass without expressing 
a hope that the time is not far distant when the advancing intelligence of 
chess-players will prompt their leading authorities in Europe to unite for 
the purpose of abolishing the several crude collections of ambiguities 
which are now received as the ** Laws of Chess," and to establish in their 
Stead one general and comprehensive code of regulations, in the interpre- 
tation of which there shall be neither doubt nor difficulty, and which shall 
be worthy of the period and of a gczne which aspires almost to the dignity 
of science. | 
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Cuarrer VI. 


GENERAL RULES AND OBSERVATIONS, 


CONCERNING THE KING. 


Tt is mostly advisable to castle the King pretty carly in 
the game, and to do so on the King’s side, because he is less 
subject to an attack, and better able to repel one on that sido 
than the other—nevertheless, it frequently happens, that a 
player by castling on the Queen’s side, is enabled to make a 
formidable assault on the adverse King, by throwing forward 
his King’s flank Pawns. When the Queens are exchanged 
off carly in the,game, it is often well to move the King to 
K. B’s 2nd square, and in that way bring the Rooks into play 
instead of castling, because there is then less danger to the 
King, and he may become a valuable auxiliary during the 
remainder of the fight. In castling, move the King before 
you touch the Rook. 

Be fearful, when castled on the King’s side, of permitting 
an adverse Knight to gain safe possession of your King’s 
Bishop's 4th square, and remember that it is seldom prudent 
in an inexperienced player to advance the Pawns on the side 
his King has castled. 

Be cautious of playmg your Queen in front of your King. 
Never subject yourself to a discovered check. Tt is better when 
check is given to your King to interpose a man that attacks 
the checking Piece than with one that docs not. Beware of 
giving useless checks to your adversary’s King, but when 
by checking, you can oblige him to move, and thus deprive 
him of the right to castle, it is generally good play to do so. 
]t is sometimes useful to give a series of checks, and even 
sacrifice a Piece, to force the King into the middle of the 
board, where he may be subjected to the attacks of your other 
men. 

Do not in all cases take an enemy's Pawn whieh stands before 
your King,—it may serve sometimes as a protection to him ; 
and bear in mind that towards the termination of a game 
especially when the superior Pieces have been taken off the 
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field, the King should be made to compensate for his previous 
inactivity, by being busily engaged. The fate of the game is 
then dependent for the most part on the skill displayed in the 
management of the King. 


CONCERNING THE QUEEN. 


The Queen is so powerful and important a Piece at chess 
that she should rarely be employed to defend or attack any 
point if you can do it as well with a subordinate. 

It is not good to play the Queen out into the game at the 
beginning, because she can be attacked by inferior Pieces, and 
is compelled to retire with the loss of many moves. 

Be eareful, too, when about to capture a distant Pawn or 
Piece, that you do not remove your Queen too far from the 
immediate point of action. A clever player will often permit 
you to win a Pawn with the Queen, that he may prevent her 
returning in time to rescue your King from bis attack. The 
power of the Queen is wonderfully greater when she is aided 
and protected by other Pieces than when she goes forth unsup- 
ported; it is generally injudicious, therefore, to make an attack 
with her unless in combination with some other of your forces. 


CONCERNING THE ROOK. 


The Rook is a most important officer, yet few players even 
among the best avail themselves sufficiently of his power. 
He has seldom much scope for action in the early part of tho 
e,gagement, but when the field is thinned no time should be 
losv ın bringing him into action. You should then endeavour 
to double your Rooks, that is, to place them one before the 
other on the same file: in this situation, mutually sustaining 
one another, their potency on a clear field is equal to the 
Queen’s. 

It is usually good play to get command of an open file, that 
is to say, a file which is occupied by no other man, by stationing 
a Rook at one end of it. When you haye thus gained 
possession of the file, should your opponent try to dispossess 
you of it, by playing one of his Rooks on the same file, itis 
frequently better to defend with your other Rook than to take 
his or remove your own. You will ofteu embarrass your ad- ' 
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versary, too, if you can manage to post a Rook on his second 
rank, say at your King's 7th or Queen's 7th square, In this 
position he generaliy maxes an attack on the Pawns unmoved, 
and compels the enemy tv lose time in defending them, while 
you can bring more forces into action. 

One of the strongest reasons for playing out your Pieces 
early in the battle, is, that while at home they are not only 
themselves inactive, but they utterly retard the movements of 
your Rooks. In an unskilfully developed game it is a common 
occurrence to see the victory won before the defeated player's 
Rooks have ever moved. 


CONCERNING THE BISHOP. 


When the game is opened by each party with King’s Pawn 
to King's 4th square, ће King’s Bishop is somewhat superior 
to the Queen’s, because it can be sooner brought into play, and 
may be made to bear immediately on the King’s weak point, 
his Bishop’s Pawn. It is desirable therefore generally to ex- 
change your Queen's Bishop or Queen's Knight for the ad- 
versary's King's Bishop. "The King's Bishop should rarely or 
3ever be played to the Queen's 3rd square before the Queen's 
Pawn is moved. His best position, as we have remarked 
ibove, is to Queen's Bishop's 4th square, where he attacks 
the opponent's King's Bishop's Pawn. If your antagonist 
then challenges an exchange of Bishops by moving his Queen's 
Bishop to King's 3rd square, it is nof always prudent to 
accept it, because although you may double the Pawns on his 
King's file, you at the same time afford him an open range for 
his King's Rook when he has eastled. The best play in such 
a case is, therefore, to retreat your King's Bishop to Queen's 
Knight's 8rd square. 

Be careful, as a general rule, in an open game, not to move 
your Queen’s Pawn one square before you bring out the King’s 
Bishop, as by so doing you leave him but the King’s 2nd 
square on which to move, and there his position is defensive 
rather than attacking. " 

If strong in Pawns towards the conclusion of the game, en- 
deavour to get rid of the enemy’s Bishops, because they can 
impede the march of your Pawns more readily than either the 
Rooks or Knights. 
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When the other men are exchanged oif, and you remain 
with a Bishop and two or three Pawns, it is often proper to 
keep your Pawns on squares of a different colour to those on 
which your Bishop travels, as he can then prevent the opposing 
King from approaching them. If, however, you have the 
worst of the game, it is mostly better then to keep them on the 
same colour as the Bishop, that he may defend them. 

Supposing you have Pawns only at the end of a game, and 
the DNUS has a Bishop, it is generally advisable to move 
the Pawns as soon as possible to squares of a different colour 
to the diagonals he moves on. 

Do not indiscriminately exchange your Bishops for Knights, 
or vice егей. Two Bishops at the finish of a game are stronger 
than two Knights, and one Knight generally more useful than 
a single Bishop. 


CONCERNING THE KNIGHT. 


The Knight is at once the most striking and most beautiful 
of all the Pieces. The singularity of its evolutions, by which 
it is enabled to overleap the other men and wind its way into 
the penctralia of the adverse ranks, and if attacked leap back 
again within the boundary of its own, has rendered it the 
favourite Piece of leading players in every country. 

The assault of the Knight is more subtle and dangerous 
than that of any other Piece, because he attacks without 
putting himself en prise, and his attack ean never be resisted 
by the interposition of another man. 

At the commencement of a game, the best place for the 
King's Knight is at A. B’s 8rd sq.; it there attacks your 
adversary's K’s Pawn, if it has been moved two squares, and 
offers no impediment to the playing out your King’s Bishop, 
and prevents the adversary from placing his Queen on your 
King Rook’s 4th sq., where she would often be a source of 
restraint and danger to your King. Many persons prefer 
playing the К. Kt. to K's 2nd at the second move, from the 
mistaken notion that the K. B's P. should be moved before 
the Knight is played to Bishop's 9rd; this is an error, and 
generally leads to a very bad game. 

When you have brought out your Q. Kt. to B's 3rd, її 
is frequently advisable, at a proper opportunity, to get him 
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round. by K's 2nd sq. to the A. At.’s 9rd, where he exercises 
a very important influence, by threatening, whenever the 
square is left unguarded, to post himself on A. B's 5th. 

A. Knight with three or four Pawns, at the end of a game, 
has an adyantage over a Bishop with an equal number of 
Pawns, because he can leap from white to black, and thus 
attack the Pawns on either coloured squares, whereas the 
Bishop can attack them only when they moye on squares of 
the colour of his diagonals. In similar circumstances, how- 
ever, he is not so useful in defending as a Bishop or a Rook, 
since if forced to remove he ceases to defend, while the Rook 
or Bishop may retreat and still protect, 


CONCERNING THE PAWNS. 


Struck by the scope and power of the higher Pieces, young 
players commonly overlook the homely Pawns, or déem them 
searcely worthy of regard, and are amazed to learn that the 
combinations of these simple elements are among the most 
refined and. arduous studies of the science. Yet such is the 
fact, and without a thorough comprehension of their quiet but 
remarkable predominance in almost every circumstance of the 
game, it is impossible for any one to attain a high degree of 
excellence. 

It is generally advantageous for your Pawns to oceupy the 
middle of the board, because when there they greatly retard 
the movements of the opposing forces. ‘The King’s Pawn 
and Queen’s Pawn, at their fourth squares, are well posted, 
but it is not easy to maintain them in that position, and if 
you are driven to advance one of them, the power of both is 
much diminished. It is well, therefore, not to be too cager 
to establish two Pawns abreast in the centre until you are 
fully able to sustain them there. 

When you have two Pawns abreast, the King and Queen's, 
for instance, at their fourth squares, should the adversary 
attack one of them with a Pawn, it is occasionally better to 
advance the Pawn that is attacked another step, than to take 
the Pawn. 

The Pawns, however, should seldom be far advanced, unless 
they can be properly sustained by the Pieces. Pawns at their 
fourth squares are therefore mostly more powerful than at 

„ their sixth 
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The King’s Bishop’s Pawn haying no support but that of 
the King, is usually the point to which the first attack is 
directed, and more than ordinary care should be taken to 
preserve it. It is rarely good play to move the King’s 
Rishop’s Pawn to Bishop's 3rd early in the game. 

As a general rule, it is not advisable to move King's 
Knight’s Pawn or Queen’s Knight’s Pawn early in the game. 
The former played to K. Kt.’s 3rd square will often allow 
your adversary to play his Queen’s Bishop to your King’s 
took’s 3rd square, a dangerous move when you have castled 
on King's side. 

After castling, itis gencrally proper not to move the Knight's 
Pawn that is before your King, until you are obliged. 

In a diagonal line of Pawns you should endeavour to pre- 
serve the Pawn at the head of them. Pawns, when united, 
have great strength ; but when separated, their power is 
sensibly lessened. 

A passed Pawn is mostsy serviceable when supported by 
another Pawn. 

A doubled Pawn is not in all cases a disadvantage, espe. 
cially if it is united with other Pawns. The worst kind of 
doubled Pawn is one on a Rook’s file ; while the most adyan- 
tageous is the King’s Bishop’s Pawn doubled on the King’s 
file, because it strengthens your middle Pawns and opens a 
file for your King's Rook. 

The Pawn being less important than a Piece, it is usually 
better to defend with it than with a Piece. For the same vea- 
son it is likewise better to protect a Pawn with a Pawn 
than with a Piece. No Piece can interpose between the attack 
of a Pawn, it can therefore frequently check the King with 
great advantage. 

Be cautious generally of advancing the Pawns far on either 
- side, till you see on which your opponent castles; and re- 
member, when approaching the end of a game, where you 
have Pawns, or even a Pawn, against a minor Piece, that you 
may win, but that your opponent, except in very rare cases, 
eannot, and that two Pawns,in any situation ean protect 
themselves against the adverse King. 

We shall conclude the present Chapter with an attempt to 
define mathematically the action and powers of the chess- 
men, taken from “The Chess-Player's Chronicle," vol. ii, 
р. 383- 
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MATHEMATICAL DEFINITIONS OF THE MOVES AND 
POWERS OF THE CHESS-MEN. 


"Ге moves and attacking powers of the several Pieces are determinod 
by line, direction, and limit. 

The lines of movement and attack on the chess-board are threefold, 
viz. :— ‘ 

1. The sides of squares. 

2. The diagonals of squares. 

3. The diagonals of parallelograms of six squares, i. e., 3 by 2. 

The directions of movement and attack are fourfold—forward, bach» ~ 
ward, lateral, and diagonal, 

The limits of movement and attack are threefold :— 

1. When confined to adjacent squares, 

2, Extending over the whole board. 

3. Confined to the opposite squares of parallelograms, 3 by 2. 

The lines of movement and attack are coincident for all the Pieces 
except the Pawns, whose line of motion is one square forward along the 
side, and their line of attack one square forward diagonally. 

The Krne@’s line of motion and attack is one square in every direction 
forward and backward, lateral and diagonal. ý 

The QuxEx's line of motion and attack are all along both the sides and 
the diagonals of squares in every direction, to the extremity of the board : 
thus combining those of the Rook and Bishop. 

Yhe Roox's line of motion and attack is alon 
every direction, to the extremity of the board, 

The Brsuor's line of motion and attack is along the diagonals of 
squares in every direction, to the extremity of the board. 

The Kyieut’s line of motion and attack is along the diagonals of 
parallelograms, 3 by 2, in every direction, to the opposite square. 


g the sides of squares ia 


Снлртек VII, 


MAXIMS AND ADVICE FOR AN INEXPERIENCEL 
PLAYER. 


"Гусев is nothing that will improve you so much as playing 
with good players; never refuse, therefore, when any one 
offers you odds, to accept them: you cannot expect a pro- 
ficient to feel much interest in playing with you upon even 
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terms, and as you are sure to derive both amusement and 
instruction from him, it is but fair that he should name the 
conditions. It will soon happen that you yourself will be 
able to give odds to many amateurs whom you meet; when 
this is the case, avoid, if possible, playing them even, or you 
are likely to acquire an indolent, neglectful habit of play, 
which it will be very difficult to throw off. When you 
cannot induce such players to accept odds, propose to play 
for a small stake; and they will soon be glad to take all the 
advantages you can offer. Be always careful, before begin- 
ning a game, that the men on both sides are properly 
arranged. 

Never permit your hand to hover over the board, or indeed 
to approach it, until you have completely made up your mind 
what Piece to move ; a contrary habit begets a feeling of 
indecision that is fatal to success. Play invariably according 
to the laws of the game, neither taking back a move your- 
self, nor allowing your opponent to recall one. Do not 
exhibit impatience when your adversary is long in making 
his move. His slowness is a tacit compliment to your 
skill, and enables you to play with proportionate quick- 
ness, because while he is meditating on his next step you 
can take advantage of the time to consider what shall be your 
rejoinder ; besides, it is absolutely necessary for every one 
desirous of excelling at chess to play slowly. Mr. Lewis 
aptly remarks, “It is no doubt desirable to play well and 
quickly, but I scarcely ever knew a very good player who was 
not also a slow one; and indeed, how can it well be other- 
wise? A fine player examines occasionally from five to 
twenty or more moves on each side: can this be done in a 
moment? It is easy enough to play quick against inferior 
play; but against equal and very good play one cannot play 
quick without losing.” 

Learn to play indifferently either with the white or black 
men. Do not play too many games at a sitting—and never 
suffer the loss of a game to occasion you much disquietude. 
Think of how many thousand games a Philidor must have 
lost before he attained his highest excellence ; besides, the loss 
of one well-fought game with a fine practitioner will do more 
towards your improvement than the gain of ten light 
skirmishes with weaker players than yourself. Endeavour to 
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play all your Pieces equally well. Many young players have 
a predilection for a particular Piece, as the Knight or the 
Queen, and lose both time and position in trying to prevent 
exchanges of their favourite. In opening your game, endea- 
vour to bring your superior officers into action speedily, but 
avoid all premature attacks. ‘Take care not to play a Piece 
to a square where it impedes the action of another, and 
beware of venturing an unsupported Piece in the adversary's 
ame. 
If subjected to a violent attack, you may often disconcert 
our opponent by compelling the exchange of two or three 
ieces. When, however, you are about to exchange officers, 
you must calculate not only their ordinary value, but their 

eculiar worth in the situation in question; for example, a 
Rook is generally more valuable than a Knight or a Bishop; 
but it will happen, that by exchanging a Rook for one of 
the latter you may greatly improve your game. 

It is mostly good play to exchange the Pieces off when you 
are superior in power, so that when you have the odds of a 
Piece given to you by a finished player, yon should endeavour 
to exchange as often as you can consistently with safety. 

When an exchange of two or more Pieces appears inevitable, 
look closely to see whether it is better for you to take first or 
to compel your opponent to do so. When one of the enemy 
is completely in your power, do not be too cager to make the 
capture—there may perhaps be a move of importance which 
you can make before you take hım. Beware also of snatching 
hastily a proffered man, it may be only given asa bait to catch 
a more important advantage from you. 

Tf at the end of a game you remain with Pawns against a 
Knight and find it difficult to evade his repeated checks, re- 
collect that by placing your King on the same diagonal as the 
Knight, with but one intervening square between them, that 
you cannot again be checked under three moves. 

When you have lost a game which has eost you great atten. 
tion, it is agood practice to play it over afterwards in private, 
and endeayour to discover where the error occurred through 
which your opponent gained his first advantage. This custom 
will improve both your memory and your play. 

Comparing small things with great ones, never forget that in 
chess, as in modern warfare, one of the most important 
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stratagems is the art of gaining time upon the enemy. In this 
respect, as indeed in many others, the broad principles which 
are laid down by the highest military authorities as the basis of 
operations in a campuign are applicable to the management 
of your forces on the chess field. From the Zraité de Grand 
Tactique of General Jomini, we gather that the art of war, as 
exemplified by Buonaparte, consisted in the proper application 
of three combinations—first, the art of disposing the lines of 
operation in the most advantageous manner; secondly, in a 
skilful concentration of the forces with the greatest possible 
rapidity upon the most important point of the enemy’s line of 
operations; and thirdly, that of combining the simultaneous 
employment of this accumulated force upon the position against 
which it is directed. No player of great skill can fail to see 
that we have here the key to the basis of offensive movements 
in the battle of chess. Nor, to carry on the parallel, are the 
principles which direct defensive operations on the grander 
field in any degree less capable of application. “Tt is an 
acknowledged principle,” says another able writer on the sub- 
ject, “that the base of a plan of attack should form the best 
possible line of defence ; and this fundamental rule cannot be 
violated with impunity, since nothing is more embarrassing 
than a sudden transition from offensive to defensive operations, 
when false measures or an unfortunate turn of affairs may have 
overset the plans of an assault." 

With every allowance for the amazing disparity in the im- 
portance of the individuals and the magnitude of the objects at 
stake, there is an analogy observable, too, in the abilities requi- 
site for the command of armies and the perfectly first-rate 
mancuvring of the mimic warriors of the chess-board. The 
commander of an army must possess not less a profound 
acquaintance with the general principles which regulate the 
conduct of a long and tedious campaign, than with those that 
are called into requisition in actual conflict. He must be 
able equally to arrange the plan of preliminary operations—to 
act at once and with decision in cases of the most pressing 
emergency, and on the occurrence of the most unforeseen 
events—to judge of the importance of a position and of the 
Strength of an intrenchment—to discover from the slightest 
indications the designs of the enemy, while his own are im- 
penetrable--and at the same time to preside with unshaken 
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self-possession over the tumult of the battle-field, and the 
raging fury of an assault. The qualifications of а really 
finished chess-player, however less in degree, are somewhat 
similar in kind. То a perfect mastery of the difficult art of 
selecting and occupying, with the utmost rapidity, a “good 
position,” he must add a thorough knowledge of all the com- 
plicated varieties of stratagems and snares which he is called 
upon alternately to invent and to defeat, Не must, in short, 
to some extent, display the same energies on the smaller scale 
which are so indispensable on the grander one. 

Marshal Saxe, a great general, (and an enthusiastic lover 
of chess by the way) in his summary of the attributes required 
in a commander-in-chief, gives him genius, and courage, and 
health. The first of these qualities is unquestionably called 
for in the highest order of chess skill; and if by courage is 
implied, not so much mere physical bravery as entire self-pos- 
session, promptitude of decision, and undaunted perseverance ; 
and by health is meant the preservation of a sound mind, to 
which a sound body is so important an adjunct, then indeed 
both courage and health will be found to exercise a powerful 
influence upon the success of the chess-player, as well as upon 
the fortunes of a Marlborough or a Wellington. 

These comparisons might be extended to more minute par- 
sieulars, but the general analogy observable may suffice to 
show you that great mental activity is called into requisition, 
and much attention and perseverance are necessary for the 
attainment of the highest excellence, even in the strategy of 


chess-playing. 


CHAPTER VIII. 


ON THE SEVERAL OPENINGS OR BEGINNINGS OF 
GAMES. 


Burore proceeding to the consideration of the various methods 
of commencing the game, it is advisable for you to recur to the 
preceding Chapters, which treat of the arrangement of the 
men—-the moves of the men—their relative powers—the 
vechnienl terms in use among players—and the laws of the 
game, When you have familiarized yourself with these, it 
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will be time for you to direct your attention to that most im- 
portant feature in the game of chess—the art of opening the 
game. 

There are several modes of beginning the game, but the 
following are the principal :— 

Ist. Each player begins by moving his King's Pawn tc 
King’s Ath square, and the first player then moves King's Knight 
to King’s Bishop's 8rd square. This is called the King’s 
Knight's opening. 

2nd. Each player commences by moving his King’s Pawn 
to King’s 4th square, and then he who has the first move playe 
King's Bishop to Queen's Bishop's Ath square. 'This is known 
as the King’s Bishop's opening. 

3rd. Euch player opens with King’s Pawn to King's 4th square, 
and the first plays Queen's Bishop's Pawn to Bishop s 3rd square. 
This is termed the Queen's Bishop's Pawn’s opening. 

4th. Each player begins with King's Pawn to King's 4th 
square, and the first follows with King's Bishop's Pawn to 
Bishop's 4th square. This is called the King’s gambit. 

Of these four openings on the King’s side there are many 
modifications, of which each has its appropriate appellation ; 
there are also several openings began on the Queen’s side, all 
of which will be duly treated of in the following pages; but 
the four above-named are those most generally practised, 
and with them you should be thoroughly conversant before 
advancing further. 


CHAPTER IX. 
PRELIMINARY GAME. 


Preparatory to the investigation of the several openings 
treated of in the following Chapters, it may not be uninstructive 
to give a short game which shall exhibit the application of 
some technical phrases in use at chess, and at the same time 
Show a few of the most prominent errors into which an inex- 
perienced player is likely to fall. 
tn this game, as in all the analyses which follow, the reader 
will be supposed to play the White Pieces and to have the first 
‚ Roye, although, as it has been before remarked, itis advisable 
Е 2 
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for you to accustom yourself to play with either Black or 
White, for which purpose it is well to practise the attack, first 
with the White and then with the Black Pieces, 
WHITE. BLACK. 
1. K's P. to K's 4th.* 1. K's P. to K's 4th. 
When the men are first arranged in battle order, it is scen 

that the only Pieces which have the power of moving are the 
Knights, and that to liberate the others it is indispensably 
necessary to move a Pawn. Now, as the King's Pawn, on 
being moved, gives freedom both to the Queen and to the 
King's Bishop, it is more frequently теп at the beginning 
of the game than any other. You will remember, in speaking 
of the Pawns it was shown that on certain conditions they 
have the privilege of going either one or two steps when they 
are first moved. 

2. K's B. to Q. B’s 4th. 2. K's B. to Q. B's 4th. 


Thus far the game illustrative of the King’s Bishop's opening 
is correctly began. Each party plays his King's Bishop thus, 
because it attacks the most vulnerable point of the adverse 
position, viz., the King’s Bishop's Pawn. 

з. Q. B's Pawn to B’s 3rd. 3. Q's Knight to B's3rd. 
In playing this Pawn your object is afterwards to play 
Queen's Pawn to Queen's 4th square, and thus establish 
your Pawns in the centre ; but Black foresees the intention 
and thinks to prevent its execution by bringing another 
Piece to bear upon the square. " 

4. Q's Pawn to Q's 4th. 4. Pawn t "s 

5. Q. B's Pawn takes Pawn, 5. K's B. tales. fon’ 
Here you have played without due consideration. Black's 
third move of Queen’s Knight to Bishop’s 8rd square was a 
bad one, and afforded you an opportunity of gaining a striking 
advantage, but omitting this, you have enabled him to gain a 


* This is a slight departure from the notation commonly adopted by 
modern chess authors in England, who describe the moves of the Pawns 
by the number of steps they make, as King’s Pawn two squares, Queen's 
Bishop's Pawn one square: a method, however, which is found em- 
barrassing in tne case of two Pawns on the same file. The present mode 
is not liable to this objection, and appears to be equally expressive and more 
consistent and uniform with the description of the movements of the 
Pieces. 
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valuable Pawn for nothing. Observe, now, your reply to his 
third move was good enough, (4. Queen’s Pawn to Queen’s 
4th square), but when he took your Pawn with his, instead of 
taking again, you ought to have taken his King’s Bishop's 
Pawn with your Bishop, giving check: the game would then 
most probably have gone on thus :— 

5. К?з В. takes K. B's Pawn (ch.) 5. К. lakes Bishop. 

6. Queen to IK. R's 5th (check). 6. K. to his B's square, 

7. Queen takes K’s Bishop (check). К 

In this variation, you see Black has lost his King's Bishop's 

Pawn, and what is worse, has lost his privilege of castling, by 
being forced to move his King; and although for a moment he 
had gained a Bishop for a Pawn, it was quite clear that he 
must lose a Bishop in return by the check of the adverse Queen 
at King’s Rook’s 5th square. It is true that he need not 
have taken the Bishop, but still his King must have moved, 
эпа White could then have taken the King's Knight with his 
Bishop, having always the better position. 


But now to proceed with the actual game :— 
6. K's Kniglitto K. B's 3rd. 6. Queen to К. B's 3rd. 


Bringing out the Knight is good play; you not only threaten 
to win his Bishop, but you afford yourself an opportunity of 
eastling whenever it may be needful. Black would have 
played better in retiring the Bishop from the attack to Queen’s 
Knight’s 3rd square than in supporting it with the Queen. 


7. Knight takes Bishop. 7. Queen takes Knight. 


Both parties played well in their last moves. You rightly 
took off the Bishop, because supported by the Queen hemenaced 
your Queen's Knight's Pawn, and Black properly retook with 
his Queen instead of the Knight, because having a Pawn 
ahead, it was his interest to exchange off the Queens. 


8. Q’s Knight to Q’s 2nd. 8. K's Knight to B's 3rd. 


You played correctly here in not exchanging Queens, and 
uso in protecting your Bishop and your King's Pawn, both of 
which were attacked by the adverse Queen; but all this might 
have been done without impeding the movements of any ot 
your Pieces, by simply playing Queen to King's 2nd sq.; 
as it is, the Knight entirely shuts your Queen's Bishop from 
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the field. Black properly brings another Piece to the attack 
of your King's Pawn :— 
9. K. B's Pawn to B's 3rd. 9. Q's Knight to King's 4th. 

Tn protecting the King's Pawn with your K. Bishop's Pawn, 
you are guilty of a very common error among young players ; 
as you improve, Мек will find that it is rarely good play to 
move the K. Bishop’s Pawn to the third square—in the pre- 
sent instance, for example, you have deprived yourself of the 
power of castling, at least for some time, since the adverse 
Queen now commands the very square upon which your King, 
in castling on his own side, has to move. Black’s last move is 
much more sensible. He again attacks your Bishop, and by 
the same moye brings his Q’s Knight into co-operation with 
the King’s, on the weak point of your position :— 

10. Pawn to Q. Kt.'s 3rd. 10. Q. takes Queen's Rook. 

This is a serious blunder indeed. In your anxiety to save the 
threatened Bishop, which you feared to withdraw to Q. Kt.'s 
9rd sq.. on account of the adverse Knight's giving check at 
your Queen's 3rd square, you have actually left your Q’s 
Rook en prise / Black takes it, of course, and having gained 
such an important advantage, ought to win easily. 

11. Castles, (7. e., plays K. to 11. Q's Kt. takes Bishop. 

his Kt.'s sq., and Rook 
to K. B.'s sq.) 

12. Kt. takes Kt. 12. Castles. 

13, Q. to her 2nd. 13. Q. B's Pawn to B's 4th. 
Your last move is very subtle; finding the mistake that Black 
had committed in not retreating his Queen directly after win- 
ning the Rook, you determine, if possible, to prevent her 
escape by gaining command of all the squares she can move 
to, Seeing the danger, Black throws forward this Pawn to 
enable him, if possible, to bring the Queen off, by playing her 
to her Sth sq., giving check. 

14. Bisnop to Q. Kt.'s 216. 14. Q. takes Q. R’s Pawn. 


This move of the Bishop 1s well timed; it does not, to be 

sure, prevent the Queen from escaping for a move or two, but 

it gives you an attack, and very great command of the field. 
15. Q. to К. Kt.'s 5th. 15. Knight to K.'s sq. 

Very well played on both sides. By playmg the Queen to К. 

Kt.’s 5th, you threatened to win his Knight by at once taking 
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it with your Bishop, which he could not retake without open- 
ing check on his King. Instead of so moving, you migh: 
have played the Knight to Q. Rook's 5th sq., in which case, 
by afterwards moving the Rook to Q. Rook’s square, it would 
have been impossible for his Queen to get away. 

16. Q. to King's 3rd. 16. K. R’s Pawn to R's 3rd. 


You prudently retreated your Queen to guard her Knight's 
Pawn, which it was important to save, on account of its pro- 
tection to the Knight. Black played the King R’s Pawn to 
prevent your Queen returning to the same post of attack. 

17. К. Ws P. to R’s 3rd. 17. K. to his R's sq. 


Here are two instances of what is called “lost time” at chess, 
neither move serving in the slightest degree to advance the 
game of the player. That you should have overlooked the 
opportunity of gaining the adverse Queen was to be expected. 
Similar advantages present themselves in every game between 
young players, and are unobserved. 

18. K. B's Pawn to B's 4th. 18. Q; Kt.'s Pawn to Kt.'s 3rd. 


Again you have failed to see a most important move; you 
might have taken the K. Rook's Pawn with your Queen, 
giving check safely, because Black could not take your Queen 
without being in check with your Bishop. All this time, too, 
your opponent omits to see the jeopardy his Queen is in, and 
that as far as practical assistance to his other Pieces is con- 
cerned, she might as well be off the board. 

19. К. Kt.'s Pawn to Kt.’s 4th. 19. Q. Kt.’s Pawn to Q. Kt.'s 4th, 


Your last move is far from good. By thus attacking your 
Knight, Black threatens to win a Piece, because upon playing 
away the Knight you must leave the Bishop unprotected. 

20. Pawn to K. Kt.'s 5th. 20. Pawn takes Knight. 


Although your Knight was thus attacked, it might have been 
saved very easily. In the first place, by your taking the adver- 
sary's Q. B's Pawn, threatening to take his King's Rook, on 
his removing which, or interposing the Q/s Pawn, you could 
have taken the Pawn which attacked your Knight; or, in the 
second place, by moving your Queen to her 2nd square. In 
the latter ease, if Black ventured to take the Knight, you 
would have won his Queen by taking the K. Kt.’s Pawn with 
your Bishop, giving check, and thus exposing.his Queen tọ 
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yours, Black would have been obliged to parry the cheek, 
either by taking the Bishop or removing his King, and you 
would then have taken his Queen. ‘This position is very 
instructive, and merits attentive examination. 

21. B. to Q. B's 3rd. 21. Pawn takes Q. Kt.’s Pawn, 

22. Pawn to K, R’s 4th. 22. Pawn to Q. Kt.'s 7th. 
In such a position, the advance of your King's flank Pawns is 
a process too dilatory to be very effective. 

23. Pawn to K. B's 5th. 23. Pawnto Q. Kt.'s 8th, becom- 

ing a Queen. 

Now the fault of your tortoise-like movements with the Pawns 
becomes fatally evident. Black has been enabled to make a 
second Queen, and has an overwhelming force at command. 


24. Rook takes Queen. 24. Queen takes Rook (check). 


You had no better move than to take the newly-elected Queen, 
for two Queens must have proved irresistible. 


25. King to his Kt.'s 2nd. 25. Kt. to Queen's 3rd. 
26. К. Kt.'s Pawn to Kt.'s 6th. 26. P. takes Pawn. 
27. P. takes Pawn. 27. Bishop to Q. Kt.'s 2nd. 


Here you have given another remarkable instance of lost 
opportunity. At your last move you might have redeemed 
nll former disasters by eheckmating your opponent in two 
moves. Endeavour to find out how this was to be accom- 


plished. 
28. К. Кв Pawn to R's 5th, 28. Knight takes King's Pawn. 
29 Bishop to King's 5th. 29. Kt. to К. Kt.'s 4th (disco- 


vering check). 

Up to Black's last move you had still the opportunity of 
winning the game before mentioned. 

30. King to Kt.'s 3rd, 30. K's Rook to B's 6th (ch.) 

31. King to R's 4th. 31. Q. to K. Bisnop's 4th. 
At this point you were utterly at the mercy of your antago- 
nist, but fortunately he wanted the skill to avail himself pro- 
perly of his vast superiority in force and position, or he might 
have won the game in half a dozen different ways. 

32. Q. takes Rook. 32. Q. takes Queen, 

33. B. takes К. Kt.'s Pawn(ch.) 33. King takes Bishop. 


This was your last chance, and its success should serve to 
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convince you that in the most apparently hopeless situations 
of the game there is often a latent resource, if we will only 
have the patience to search it out. By taking the Bishop, 
Black has left your King, who is not in check, no move without 
going into check, and as you have neither Piece nor Pawn 
besides to play, you are stalemated, and the game is DRAWN. 

If thoroughly aequainted with the information contained in 
the preceding Chapters, you may now proceed to the consi- 
deration of the openings; before you do this, however, it is 
necessary to apprise you that without a great abridgment of 
the notation adopted in the foregoing game, it would be im- 
possible to compress within the limits of this work one-third 
of the variations which are required to be given. The fol- 
sowing abbreviations will therefore be used throughout the 
remainder of our HANDBOOK :— 


ОИТ ои ате, for King. 

а. .. .. Queen. 

К. ... Rook. 

B ^. Bishop. 

Kt.. ,. Knight. 

B .. Pawn. 

зд. . .. Square. 

айу. .. adversary's. 
e.t... .. check or checking. 
АРИ счете discovering check. 


The word “square” is only used to distinguish the first 
row of squares on which the superior Pieces stand at the com- 
mencement—thus, we say, Kt. to K’s 2nd, and omit the word 
Square; but if the Kt. were played to K's first square or Rs 
first square, the move would be described not as Kt, to K's or 
R’s first square, but “ Kt. to K's ог R’s square," 


END OF BOOK L 


SYNOPSIS OF BOOK II. 
The following are the specific appellations given to the most important 
varieties of attack and defence which are included under the generic 
denomination of the Krine’s KNIGHT’S OPENING. 


Tux DAMIANO GAMBIT:— 


P.to K's 4th. K. Kt. to B's 3rd, 
1. Р. to K’s 4th. ^* P, to К. B's 3rd. 


PHILIDOR’S DEFENCE:— 5 


P. to K's 4th. 9 K. Kt. to B's 3rd. 
* P. to. K's 4th. * P. to Q's 2rd. 


1 


PrrROrr'5 DEFENCE :— 


Р, to K's 4th. 2 K. Kt. to B's 3rd. 
* P. to K's 4th. * K. Kt. to B's 3rd, 


1 


"(Tux COUNTER Слмвіт IN THE KNiGHT's OPENING :— 


1 P, to K's 4th. 9 K. Kt. to B's 3rd. 
* P. to K's 4th. * P. to K, B's 4th. 


Тнк Grvoco Piano:— 


1 P. to K's 4th. 9 K. Kt. to B's 3rd. 3 K. B. to Q. B's 4th 
* 9, to K's 4th. * Q. Kt. to B's 3rd. * K. B. to Q. B's 4th. 


CAPTAIN Evans’ GAMBIT :— 


1 P. to K’s 4th. 9 K. Kt. to B’s 3rd. 3 K. B. to Q. B's 4th, 
' P. to K's 4th. ~ Ө. Kt. to B's ard. * K. B. to Q. B's 4th. 


4. P. to Q. Kt.'s4th. + 


Tur Two Kniewrs’ DEFENCE :— 


1 P. to K's 4th. 9 К. Kt, to B's 2rd. K. B. to Q. B's 4th. 
* P. to K's 4th. * Q. Kt. to B's 3rd. 9. K. Kt. to B's 5rd. 


Tug Kwrcur's Game or Ruy Lorez :— 


1 P. to K's 4th. 9 K. Kt. to B's 3rd. K. B. to Q. Kt.’s 5th. 
' P. to Кз 4th. “* Q. Kt. to B's 3rd. 3. mo 


Tur Quenn’s Pawn’s Game, ов Scorcy GAMBIT :— 


1 Р. to K's 4th. 9 K. Kt. to B's 3rd, 3 P. to Q's 4th, 
* P. to K's 4th. ^* Q. Kt. to B's 3rd. Ч 
AND 


Tug QuxxN's Brsnor’s Pawn's GAME IN THE KNrGmr's OPENING *— 


1 P. to K’s 4th. 2 K. Kt. to B's 2rd, 3 Р, to Q. B's 3rd. 
* P. to Кв 4th, * Ө. Kt. to B's 3rd, 5 


BOOK П, 


The Minges Bnight’s Opening. 


CHAPTER І. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K's 4th, 
2. K's Kt. to B's 8rd. 


- Your second move gives the name to this opening, which is 
one of the most popular and instructive of all the various 
methods. of commencing the game. The Kt., it will be 
observed, at once attacks the adverse Pawn, and the defence, 
recommended by the best authors and the leading players of 
Europe, is for Black to reply 2. Q’s Kt. to B's 3rd. Не has, 
however, many other ways of playing, and as the examination 
of these comparatively simple variations will serve to prepare 
you for the more complex and elaborate combinations of the 
best defences, it will be advisable to consider them previously. 
In the first place, then, Black may sustain his Pawn by 
vlaying— 

1. P. to К. B's 8rd. 

9. K's B. to Q’s 8rd. 

3. Q. to K. B's 3rd. 

4. Р. to Q's 3rd. 
or, in the second place, he may leave it unprotected, and 
play— _ 

5. K's Kt. to B's 3rd. 
. 6. K's B. to Q. B's 4th. 

7. P. to K. B's 4tk. 

8. P. to Q’s 4th. 
He has thus eight different modes of play at his command, 
besides tne move of Q’s Kt. to B's ота, in answer to your 
second move of K's Kt. to B's 3rd. Баеп of these will form 
the subject of a separate game. 
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GAME THE FIRST. 


WHITE. BLAOK, 
1. P. to K's 4th. 1. P. to K's 4th. 
2. Кв Kt. to B's 3rd. 2. P. to K. B's 3rd.* 
8. Kt. takes K's P. 3. P. takes Kt. 


After this capture of the Knight, Black’s game is hopeless, 
His best move is 8. Q. to K’s 2nd, as will be shown here. 
after. 

4. Q. to K. Is 5th (ch.) 4. P. to K. Kt.'s 3rd. 
This is his best move; if instead of it he play K. to his 2nd, 
vou obtain a speedy victory ; thus, — 

4. K. to his 2nd. 
5. Q. takes K's P. (ch.) 5. K. to B's 2nd. 
6. B. to Q. B's 4th (ch.) 6. P. to Q's 4th (best) 


7. B. takes Q's P. (ch.) 7. K. to Kt.'s 3rd. 
8. P. to K. R's 4th. 8. K's B. to Q's 3rd. 
9. P. to К, R’s 5th (ch.) 9. К. to Кв 3rd. 
10. P. to Q's 4th (dis. ch.) 10. P. to К. Kt.'s 4th. 
11. P. takes P. (in passing, 11. K. takes P 
dis. ch.) 
And you give mate in two moves, 
5. Q. takes K's P. (ch.) 5. Q. to K's 2nd. 
6. Q. takes R. 6. K's Kt. to B's 8rd. 
He might also play— 


6. Q. takes P. (ch.) 
7. K. to Q's sq. (best) 7. P. to Q's 4th. 
8. B. to Q. Kt.’s 5th (сћ.) 8. К. to Q's sq. (best) 
9. R. to K's sq. 9. Q's B. to Kt.'s 5th (ch.) 
10. P. to К. B's 3rd. 
And you win easily. 


7. P. to Q’s 4th (best) 7. Q. takes P. (ch.) 
8. Q's B. to K's 3rd. 8. Q. takes Q. B's P. 

He had better have returned with his Q. to K's 2nd again. 
9. Q. takes Kt. 9. Q. takes Q. Kt.'s P. 


10. K's B. to Q. B's 4th. 10. K's B. to Q. Kt.'s 5th (en.) 
Here, too, it would have been prudent for him to check with 
the Q., and then bring her to the succour of the King. 


* This move occurs in the old work of Damiano, who gives some inge- 
nious variations on it. Lopez, and later authors, have hence entitled it 
“ Damiano’s Gambit.” 

+ Better than taking the Kt. with Q., on account of Black’s check, 
with Q's B. at K. Kt.'s 5th, by which he would draw the game. 
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11. Q’s Kt. to Q’s 2nd. 11. Q. takes R. (ch.) 
12. K. to his 2nd. 12. Q. takes K's R., 
and you give mate in two moves. 

The foregoing variations are dependent on Black's taking 
the Kt., which is very bad play. His proper move, under the 
circumstances, is 3. Q. to K's 2nd, as in the following 
example :— 

WHITE. BLACK. 


1. P. to K's 4th. 1. P.to K's 4th. 
9. K's Kt. to B's 3rd. 2. P. to К. B's àrd. 
3. K's Kt. takes Р. 3. Q. to Кв 2nd. 
4. K's Kt. to B's 3rd (best) 4. P. to Q’s 4th. 


It would be bad play to check with your Q. at К. R’s 5th 
after his 1:0ve of 8. Q. to K’s 2nd, because he would inter- 
pose the K. Kt.'s P., and if you took this Pawn with your 
Knight, he might first take K's P. (ch.), with his Queen, and 
hen eapture your Knight with her. 


5. P. to Q's 8rd. 5. P. takes К P. 

6, P. takes P. 6. Q. takes P. (ch.) 

7. B. to K's 2nd. 7. Qs B. to К. B's 4th, 
8. Kt. to Q's 4th. 8. Q’s Kt. to B's 8rd. 
9. Kt. takes B. 9. Q. takes Kt. 

10. Castles. 10. B. to Q/s 3rd. 


11. B. to Q's 3rd. 
You have an excellent position. 


GAME THE SECOND. 


WHITE. BLACK, 
1. P. to Кв 4th. 1. P. to K's 4th. 
9. Кв Kt. to D's 8rd. 2. K's B. to Q/s 8rd. 


This mode of defending the Pawn is highly objectionable, 
because it imprisons both the Queen's Pawn and Bishop. 
3. B. to Q. B's 4th. 3. K's Kt. to B's 3rd. 
4. P. to Q’s 4th. 4. Q’s Kt to B's 3rd. 


If he take the K's P. with the Kt., you must win a Piece; for 
example,— ; 
4, Kt. takes K’s P. 
5. P. takes P. 5. B. to Q. B's 4th. 
6, Q. to her 5th. 6. B. takes К. B's P. (ch. 
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7. K. to his 2nd, 7. Castles. 
8. Q. takes Kt. 8. B. to Ө, Kt. s 3rd, 
9. Kt. to K. Kt.'s 5th, 


Followed by R. to B's sq., and the attack must be irresistible, 
5. P. takes K's P. 5. B. takes P. 


If instead of this he take the P. with Kt., your advantage is 
more speedy and decided. (e. у.) 


5, Kt. takes P. 


6, Kt. takes Kt. 6. B. takes Kt. 

?. P. to К. B's 4th. 7. B. to Q's 3rd. 

8. P. to K's 5th, 8. Q. to K's 2nd. 

9. Q. to K's 2nd. 

And you gain a Piece. 

6. K's Kt. to his 5th. 6. Castles. 
7. P. to K. B's 4th. 7. B. to Q's 5th. 
8. P. to K's 5th. 8. Q. to K’s 2nd. 


If in place of 8. Q. to K's 2nd, he retire the Kt., you win by 
playing ће Q. to К. R’s 5th. 
9. Q. to K's 2nd. 9. K's Kt. to K's sq. 

10. B. to Q’s 5th. 10. K'sB.toQ.Kt.'s 3rd. 
By moving the B. to Q’s 5th, you threatened to take off the 
Kt., and then to play Q. to K’s 4th, offering mate or to win 
the Bishop. 

11. Q's Kt. to B's 8rd. 11. P. to K. Кв 8rd. 


In reply, you may now play P. to К. R’s 4th, having a capital 
game. If instead of 11. Р. to R’s 3rd, he play 11. Q’s Kt. to 
Q’s 5th, you move 12. Q. to her 3rd, then B. to Q’s 2nd, and 
finally castle on the Q/s side. If, however, in lieu of that 
move he play 11. B. to Q. R’s 4th, you can move 12. B. to 
Q's 2nd, and presently castle on the Q’s side; and lastly, if 
he play 11. К. to R’s sq., then you take your Queen to IX. R's 
5th, and he cannot save the game. 


GAME THE THIRD. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K's 4th, 
2. K's Kt. to B's 9rd 2. Q. to K. B's 3rd. 


tt is seldom good to bring the Q. into play early in the game, 
wiziess lor some decisive biow, because she is so easily assail- 
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able by the opponent’s minor Pieces, and in attacking her he 
brings his forces into action. 
9. K's B. to Q. B's 4th. 3. Q. to K. Kt.s 3rd. 


Black now attacks two undefended Pawns, but he can take 
neither without ruinous loss to him; for suppose on your 
playing P. to Q’s 3rd, to protect the K's P., he ventures to 
take the K. Kt.'s P., you immediately take the K. B's P. with 
your Bishop (ch.). lfhe then take the Bishop with his King, 
ou attack his Queen with your Rook, and on her retiring to 
s 6th, you win her by K's Kt. to his 5th (ch.). On the 
other hand, you can leave the King's Pawn, and castle safely. 
4, Castles. 4. Q. takes K's P 
5. K's B. takes. B’s P. (ch.) 5. K. to Q/s sq. 
Tt is quite obvious that he would lose his Queen by the cheek 
of the Knight, if he took the Bishop, and if, instead of moving 
the K. to Q’s sq., he places him on K's 2nd, the following 
moves will show that you win without much diffieulty :— 
. K. to his 2nd. 


єл 


6. R. to K's sq. 6. Q. to K. B's 5th. 

7. R. takes P. (ch.) 7. К. takes B.* 

S. Р, to Q's 4th. 8. Q. to К. B's 3rd. 

9. Kt. to his 5th (ch.) 9. K. to Kt.'s 3rd. 
10. Q. to her 3rd (ch.) 10. К, to R’s 4th. 
11. P. to К, Kt.'s 4th (ch.) 


And checkmate next move. 

6. Kt. takes K's P. 6. K's Kt. to B's 3rd. 
If he take the Kt., you will play R. to K's sq., compelling him 
either to take it with his Q. or be mated. 

7. K's R. to K's sq. 7. Q. to K. B's 4th. 

8. K's B. to K. Kt.'s 6th. 8. Q. to К 3rd. 

9. Kt. to B's 7th (ch.), and gains the Queen. 

At this opening, when Black, as above, plays Q. to K. B's 8rd, 
for his second move, you may also get a good game by playing 
for your third move 8. Q’s Kt. to B’s 3rd, instead of 3, K's B. 
to Q. B's 4th. 

* If 7. К. to B's 3rd, you reply with P. to Q's 4th, attacking the @, 
with your Q's B., and then with P, to R's 3rd, winning her, 
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GAME THE FOURTH. 


Puinrpon's DEFENCE. 


WHITE. BLAOK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. К. Kt. to B's 8rd. 2. P. to Ов 3rd. * 


This way of defending the K's P. is less objectionable than 
any of the three preceding ones, but it is not so good zs 
2. Q. Kt. to B's 3rd. 


8. P. to Q’s 4th. 8. P. to K. B's 4th. 


Your third move is the best you can make at this point, 
although you may also play 3. К. B. to Q. B's 4th without 
disadvantage. (e. g.) 


* Damiano’s defence to the К. Kt.'s opening was 2. Q. Kt. to B’s 3rd, 
the very move adopted by the best players and recommended by the chief 
authors of the present day. His successor, Ruy Lopez, rejected this 
defence, considering that White by playing 3. K's B. to Q. Kt.’s 5th 
obtained an advantage; and he proposed instead for Black's second move 
2. P. to Q’s 3rd. As this move, however, consigns the K's Bishop to a 
long inaction, later analyses have in turn discarded the P. to Q's 3rd, 
and returned again to the move of Damiano. In the year 1749 Philidor 
published his ** Analyse du Jeu des Echees;’’ and he there maintains, that 
2. P. to Q's 3rd is not only a good move, but that it gives the second 
player so strong a game as to render unadvisable White's second move of 
K's Kt. to B’s 3rd. Philidor's opinion is grounded upon the belief that 
Black is enabled to establish his Pawns in the centre. His third game 
involves this partieular defence, but in the subsequent editions of his 
** Analyse, &c.,"" 1777 and 1790, he observes himself that this third game is 
faulty. It is in reference to this game, in a note to which Philidor takes 
occasion to censure the playing 2. K’s Kt. to B's 3rd by the first player, 
that the celebrated Modenese says: “ е bold assertion that it is bad 
at the second move to play K's Kt. to B's 3rd square, always surprised 
me, seeing that the author attempts to prove this by a worse move on the 
part of the second player, who is made to defend the King’s Pawn with 
the Queen's Pawn, instead of with the Q’s Kt., as the most approved writers 
recommend. І call this move worse, inasmuch as it confines the King's 
Bishop, which cannot speedily be placed in any attacking position, which 
it would be at Q’s B’s 4th sq.5 and because it often happens that you are 
obliged to advance the Q’s Pawn two squares, for which object you must 
here employ two moves, when one only might have sufficed. And, lastly, 
because by defending with the Q’s Kt. at B's 3rd sq. you bring a Piece 
into play, in a situation to act much better than it could be expected to do 
at its own square, Hence it is seen in practice, that he who defends at 
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3. K's B. to Q. B's 4th. 3. P. to Q. B's 3rd. * 
. P. to Q's 4th (best) 4. P. to Q's 4th. 
5 

6 


ue 


. P. takes Q's P. . P. to K's 5th. 
€. Kt. to K's 5th. у. Р, takes Р. 

7. B. to Q. Kt.’s 5th (ch.) 7. В. to Q's 2nd. 
8. Kt. takes В. 8. Kt. takes Kt. 


The game is equal: and hence it will presently be apparent that your 
3rd move of P. to Q's 4th is better for you than 3. K. B. to Q. B's 4th. 


4 Q’sP. takes P. 4. К. B's Р. takes Р, 
5. Kt. to К. Kt.'s 5th. 5. P. to Q's 4th. 

6. P. to K's 6th. 6. Kt. to К. IVs 8rd. 
П Р.К. B's 9rd. 7. Q. Kt. to B's 8rd. 


Your move of 7. P. to K. B's 3rd is invented by Von H. der 
Laza. Instead of it, Lewis recommends you to check with 
your Q. at К. R’s 5th, then retreat the Queen to K. Кв 2rd, 
and afterwards play 9. P. to Q. B's 4th. II. der Laza says, 
however, that Black may in that case, after 7. P. to K. Kt.’s 
8rd and 8. Q. to K. B's 8rd, move, 9. P. to Q’s 5th, and 
equalize the positions. 

If Black, in answer to your 7th move, play 7. Кв P. 
takes P., or 7. K's B. to K's 2nd, the following moves will 
show that you gain an advantage. 


In the first place, 
7. K's P. takes B's Р, 
8. Q. takes B's P. 8. R. to K. Kt.'s sq. 
9. Q's Kt. to B's 3rd (best) 9. P. to Q. B's 3rd. 
10. Q. to K. B’s 7th (ch.) 10. Kt. takes Q. 
11. P. takes Kt. (ch.) 
Taking the R., and becoming a Q. next move. 


In the second place, 


7. K's B. to K's 2nd. 
8. P. takes K's P. 8. B. takes Kt. 
9. Q. to R’s 5th (ch.) 9. P. to К. Kt.'s 3rd. 


— - 


the second move his King’s Pawn with Q's Pawn has at least a weak and 
constrained game for along time. For reasons akin to these, the same 
move, when recommended by Lopez, was condemned by the celebrated 
academies of chess at Naples, who adopted that of the Q’s Kt,; and I am 
satisfied in my Treatise to follow in their steps,” 

* Far better than 3. P. to К. B's 4th, as advised by Philidor. For 
the result of which, see the Variation of Game the Seventh, at page 97. 


Е 
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10. Q. takes B. 10. Q. takes Q. 
11. B. takes ©. 11. Kt. is moved. 


12. P. takes Q's P. 
And you ought to win. 


Black may with advantage, we believe, play 7. K. B. to 
Q. B's 4th, instead of either move given by Der Laza. 
8. B. to Q. Kt.'s 5th. 8. Q. to her 8rd. 
9. Q. Kt. to B's 3rd. 9. Q. B. takes K's P. 
If you play 9. B. P. takes P., the game becomes very 
critical for both, and you do not obtain any marked supe- 
riority. 
10. K. Kt. takes B. 10. Q. takes Kt. 
You might also play 10. Q’s Kt. takes K's P. and still obtain 
the better position. For example :— 


10. Q's Kt. takes K's P. 10. Q. to K's 4th (best) 
11. P. to K. B's 4th. 11. Q. to K. B's 4th. 
12. Q's Kt. to К. Kt.’s 3rd. 12. Q. to К. Kt.'s 3rd. 
13. Q. to K's 2nd. 13. K. to Q's 2nd, 
14. B. takes Kt. (ch.) 14. P. takes B. 
And you have the superior situation. 
11. Q. takes Q’s P. 11. ©. takes ©). 
12. Kt. takes Q. 12. Castles. 


18. P. takes K's P. 
You have a Pawn more than Black, and a better position, 


» 


VARIATION OF THIS ATTACK, 


Commencing at Whites 7th move. 
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in this position, instead of playing 7. P. to К. B's 3rd, as 
advised by H. der Laza, or Q. to K. R’s 5th, by Lewis and 
others, you may move 7. Q. Kt. to B’s 3rd, which leads to 
many brilliant and difficult strokes of play. , 


WHITE. BLACK. 
7. Q’s Kt. to B’s 3rd. 7. P. to Q. B's 8rd. 


This is considered by all the leading writers Black’s best 
move. If he play instead 7. К. B. to Q. Kt.’s oth, the result 
is clearly in your favour. (е. g.) 

7. K's B. to Q. Kt.'s 5th. 
8. Q. to K. R’s 5th (ch.) 8. K. to B's sq. 


9. Kt. to К. B's 7th. 9. Q. to K's sq. 
10. Q. takes Q's P. 10. Kt. takes Kt. 
11. P. takes Kt. 11. Q. to Q. B's 3rd. 


12. K's B. to Q. B's 4th, 
And you retain the P. and have a fine position. 


In reply to his seventh move two methods of play are at 

your command. 
In the first place, 
8. К. Kt. takes К. Ks P. 8. Q. B. takes K's P. 
(best) 
If he take the Kt. you check with your Q. at К. R’s 5th, and 
win easily. 
9. Kt. takes K's B. 9. K. takes Kt. 
10. Q. Kt. takes K's P. 10. Kt. to К. Kt.'s 5th. 
11. К. Kt. to K. Kt.'s 5th, with 
the better game. 


In the second place, 
8. K's Kt. takes K’s P. 8. P. takes Kt. 
The sacrifice of the Kt. here forms the subject of some of 
the very interesting games which were published a few years 


back under the title of ** A Selection of Games actually played 
by Philidor and his contemporaries, &c., by С. Walker." 


9. Q. to К. R’s 5th (eh.) 9, P. to K. Kt.'s 3rd, 
10. Q. to K's 5th. 10. К. К. to Kt.'s sq. 
ll. B. takes K's Kt. 11. B. takes B. 

12, Q. К. to Q's eq. 12, Q. to K's 2nd. 


r2 
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The move now given to White oy Bilguer, Von H. der 
Laza, and. other leading authors, and which is also played in 
the games above mentioned, is 18. K. В. to Q. B's 4th, 
whereupon Black replies with 13. K. B. to Kt.’s 2nd, then 
takes the Kt. (ch.), and gets a decided advantage. There 
is another move, however, for you, 13. Kt. takes K's P., the 
value of which appears to have been never fairly tested, 
although the variations springing from it give rise to some 
beautiful play. 

13. Kt. takes K's P. 18. Q's B. takes Р. 


This appears to be his best move; 18. K's B. to Kt.'s 2nd ів 
obviously bad, on account of 14. Kt. to Q’s 6th (ch.), and 
when the King moves to B’s sq., 15. Q. to K. B's 4th (ch.). 
If, instead of taking Pawn with the Bishop, he play 13. Q. 
takes P., the following moves show clearly that the game is in 
your favour. 
13. Q. takes K's P. 
14. Q. to her 4th. 14. Q. to K's 2nd. 


(if he play 14. B. to К. Kt.'s 2nd, you check, first at. Q’s 8th, then at 
Q. B's 7th, and then, whether he interpose the Kt. or Q. or B., by play- 
ing B. to Q. B's 4th, you win; if 14. К. бо B's sq., you can attack his 
Q. with the Bishop, and have an irresistible game} 

15. B. to K’s 2nd. 


Castling afterwards, and with his King so exposed, you must win. 


He has the choice, however, at his 14th move, of another not very obvious 
mode of playing, which seems to prolong his defence considerably : this is, 


14. P. to Q. Kt.'s 4th. 

By this move your threatened check at Q's 8th becomes useless, because 
it cannot in this case be followed at the proper moment by B. to Q. B's 
4th. "The correct reply for you now appears to be)— 

15. B. to K's 2nd. 15. B. to Q's 2nd. 


(This, or Kt. to Q's 2nd, is his best move, but in every case you gain a 
Piece in return for the one before given up, with a Pawn more, aud ax 
seast an equal position.) 

16. B. to К. Kt.’s 4th, 16. Q. to K's 2nd, 
17. Castles. 17. B. takes B. 
18. Kt. to Q's 6th (ch.) 18. K. to B's sq. 
19. Q. takes B. 

You sfterwards atteck the Ө. with your К. R., and nothing can withstand 

your position. 


KING'S KNIGHT'S OPENING. 69 


14. К, to Q’s 6th. 14. 9. B. to К. Вв 4th. 
(the winning move.) 

If instead of this, he play 14. K. to B's 2nd, you take the В. 
with the Rook, and if the Q. retake, play B. to Q. B's 4th, 
winning his Q. next move. If he move 14. В. to К, B's 2nd, 
you win his Q. and B., or mate in three moves. If he play 
14, B. to Q’s 2nd, you can check with the Kt., should he then go 
with his K. to B's sq., you take К. R’s P. (cb.), (he cannot take 
the Kt. without losing his Q.), then again check at B's 6th 
with the Kt., then take Q. with Q. (ch.), and К. with Kt. (ch.), 
winning the K’s Bishop, and remaining with equal Pieces, a 
better situation, and two Pawns more than he has. But if 
he play 15. К. to Q's sq., instead of to B's sq., your best 
move apparently is, to exchange Queens, then take the Rook 
with the Kt. (ch.), and afterwards taking the K's B., have a 
Pawn more, and a better position. In lieu, however, of mov- 
ing the Bishop, cither to K. B’s 2nd or to Q’s 2nd, he may 
play it to Q’s 4th, in which case you simply take it with your 
Rook, winning a Piece if he take Q. with Q.; or, if he prefer 
to take the R., you check with your Kt. at B’s 6th, then 
exchange Queens, afterwards winning both K’s R. and Bishop, 

15. Kt. to B's 6th (ch.) 15. K. to B's sq. (best) 

16. R. to Q’s 8th (ch.) 16. K. to B's 2nd. 
Should he take the R. you answer with 17. Kt. takes K. R's 
P. (ch.), and then B. to Q. B's 4th (ch.). 

17. B. to Q. B's 4th (ch.) 17. B. to K's 3rd (best) 

18. Kt. takes R., and wins. 
Or you may exchange Queens and Bishops, and then take the 
Rook. 

VARIATION OF THE DEFENCE IN THIS OPENING, 


Beginning at Black's 8rd move. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. К. Kt. to B's 3rd. 2. BP. to Gis ord: 
3. P. to Q's 4th. 8. K. Kt. to B’s 8rd. 


This third move of Black’s is much less dangerous for him 
than the one recommended by Philidor of 8. P. to K. B’s 4th, 
Which has just been examined; but even this gives him an 
irksome, defensive position for very many moves, 
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4. Q. B. to K. Kt.'s 5th. 4. Q. B. to К. Kt.'s 5th. 


He may also play 4. P. takes P. ; but that too would be ad- 
vantageous to you; for example,— 


' 4. P. takes P. 
5. Q. takes P. 5. B. to K’s 2nd, 
6. Q's Kt, to B's 3rd. 6. Castles. 


7. Castles, on Q's side, 
Having a better position than he has. 


5. P. takes K's P. 5. B. takes Kt. 
6. 9. takes В. 0. P. takes P. 
7. Q. to her Kt.'s 8rd. 7. P. to Q. Kts 8rd. 


If instead of-this he play 7. Q. Kt. to Q’s 2nd, you equally 
reply with 8. K. B. to Q. B's 4th. 


8, K. B. to Q. B's 4th. 8. Q. to Q/s 2nd. 

9. B. takes Kt. 9. P. takes В.} 
10. Q’s Kt. to B's 3rd. 10. K’s B. to К. Kt.'s 2nd, 
11. Q's К. to Q's sq. 11. Q. to K's 2nd. 


12. B. to Q. Kt.'s 5th (ch.) 12. P. to Q. B's 8rd. 


If he move his King you can play 13. Q. to her 5th, and have 
a winning situation. 

18. Kt. to Q’s 5th, 
with an excellent game. 


ANOTHER VARIATION OF THE DEFENCE, 


Beginning also from Black's 8rd move. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K's Kt. to B's 9rd. 2. P; to Q/s 8rd. 
8. P. to Q’s 4th. 8. Q’s B. to K. Kt.'s 5th. 


There is one other defence he may adopt here besides this 
and the two moves before analyzed, viz., 5. P. takes P., 


which deserves examination. 
3. P. takes P. 


4, Q. takes P. 4. Q's Kt. to B's 3rd. 
5. К B. to Ө. Kt.’s 5th. 5. Q's B. to Q's 2nd. 
6. Q. to Q's sq. 6. Kt. to K's 4th. 


„Не сап pla; 6, Kt. to his 5th, and you must reply with 7. K's B, to 
Q. B's 4th.) 
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7. Kt. takes Kt. 


And whether he take Kt, or B., by playing your Q. to her 5th, you gain 
at least a Pawn. 
4, P. takes P. 4. D. takes Kt. 
5. Q: takes B. 5. P. takes P. 


Bilguer and IT. der Laza prefer P. takes B. for your 5th 
' move, following it up thus :— 
5. P. takes B. 5. Q's P. takes P. 
6. Q. takes Q. (ch.) 6. K. takes Q. 
7. P. to K. B's 4th, &c. 
Taking with the Queen, however, appears to me a stronger 
move, although in either case the advantage is on your side. 


6. B. to Q. B's 4th. 6. Q. to К. B's 3rd. 
7. Q. to her Kt.’s 3rd. 7. P. to Q. Kt.’s 8rd, 
8. Q’s Kt. to B's 3rd. 8. P. to Q. B's 8rd. 
9. Castles. 9. B. to Q’s 3rd. 

10. P. to K. B's 4th. 10. P. takes P. 


You may now obtain a capital attack by playing 11. P. to 
K's 5th, and if he take the P. with B., moving your Kt. to 
K's4th; or, if he take with Q., you may take К. B's P. with 
B., giving check, and have an excellent game. 


11. Q’s B. takes P. 11. B. takes B. (best) 


If he give check with Q., instead of taking the B., you retreat 
the King, his best move is then to take B. with B.; you need 
not at the moment retake, but rather play B. takes К. B’s P. 
(ch.), and you will thus get an overpowering attack. 

12. P. to Кв oth. 12, B. takes К.К P. (ch.) 


If instead of this move he play Q. to К. R’s 3rd, you may 
first take К. B's P. (ch.), and then play P. to К. Кїз 8rd; 
but the attack perhaps is hardly so vigorous or secure as that 
obtained by first advancing the P. to K's 5th. 


SUMMARY OF THE FOREGOING VARIATIONS IN PHILIDOR'S 
DEFENCE. 

The result of the preceding analysis serves to prove that 
Q’s P. one, as the second move of Black, is not a tenable 
defence; since, play as he ean afterwards, if the best moves are 
adopted by the first player, he will always have a very in- 
Seeure ог а very constrained game. 
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GAMES 
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ILLUSTRATIVE OF THE PRECEDING ANALYSES, 
(From the CAess- Player's Chronicle.) 


l. 


WHITE. 
. P. to K's 4th. 
, K’s Kt. to B's 3rd. 
P. to Q's 4th. 
. P. takes K's P. 
. Kt. to Kt.'s Sth. 
, P. to К. B's 4th. * 
7. P. to Q. B's 4th. 
8. Q's Kt. to B's 3rd. 
P. to K. R's 4th. 
K's Kt. to R's 3rd. 
. Q's Kt. to Q. R’s 4th. 
. B. to Q's 2nd. 
Q. takes B. 
P. to Q. B's 5th. 
P. takes P. (in passiug) 
. P. to Q. Kt.'s 3rd. 
B. to K's 2nd. 
. K's Kt. to his sq. 
K's R. to his 2nd. 
. Q. to her Kt.'s 2nd. 
B. to K. B's 3rd. 
Castles on Q's side. 
P. takes K's R. 
P. to Q. R’s 3rd. 
. К. to Q. Kt.'s sq. 
26. Q. to Kt.'s 4th. 
27. Q. to K. B's 4th. 
298. Q. takes K's Kt. 


Game I,—(By Philidor.) 


BLACK. 
P. to K's 4th. 
P. to Q's 3rd. 
P. to K. B's 4th. 
К. B's P. takes K’: P. 
P. to Q's 4th. 


. K's B, to Q. B's 4th. 
. P. to Ө. B's 3rd. 


K's Kt. to K's 2nd. 


‚ P. to К. Кв 3rd. 

. Castles. 

. B. to Q. Kt.'s 5th (ch.) 
. В. takes B. (ch.) 

. P. to Q's 5th. 

. P. to Ө. Kt.'s Ath. 


15. Q. К Р. takes P. 


27. 


). Q's B. to K’s 3rd. 

. Kt. to K. B's 4th. 

. K's Kt. to Kt.'s 6th. 
. P. to K's 6th. 

. P. to Q's 6th. 

. K's К. takes P. 

. К?з R. takes Kt. 


Q's R. takes P. 


. R. to Q. B's 5th (ch.) 


R. to Q. B's 7th. 


j. Q's Kt. to R's 3rd. 


Q. Kt. to B's 4th. 


And Black mates in two moves. 


0. GAME IJ.—Between Messrs. Attwood and Wilson, conter. 


poraries of Philidor. 


wure, (Mr. A.) 
1. P. to K's 4th. 
2. K's Kt. to B's 3rd. 


1. 
2. 


BLACK, (Mr. W.) 
P. to K’s 4th. 
P. to Q’s 3rd. 


а 


% This із uot the proper move; ne should play 6. Р, to K's 6t, 
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B. P. to Q's 4th. 3. P. to K. B's 4th. 


Е 4. Q’s Р. takes Р. 4, К. B's P. takes P. 

5. Kt. to Kt.'s 5th, 5. P. to Q's 4th. 

6. P. to K's 6th. 6. K's Kt. to R's 3rd, 

7. Q's Kt. to B's 3rd. 7, P. to Q. B's 3rd. 

8. K's Kt. takes K's P. 8. P. takes Kt. 

9. Q. to K. R's 5th (ch.) 9. P. to К. Кїз 3rd. 
10. Q. to K's 5th. 10. R. to K. Kt.'s sq. 
11. B. takes Kt. 11. B. takes B. 

12. R. to Q's sq. 12. Q. to K's 2nd. 

13. K's B. to Q. B's 4th. 13. K's B. to Kt.'s 2nd. 
14. Q. takes K's P. 14. K's R. to B's sq. * 
15. Q's Kt. to his 5th. 15. P. takes Kt. 

16. B. takes P. (ch.) 16. Kt. to B's 3rd. 

17. B. takes Kt, (ch.) 17. P. takes B. 

18. Q. takes Q. B's P. (ch.) 18. Q's B. to Q's 2nd. 
19. Q. takes R. (ch.) 19. Q. to her sq. 

20. P. takes B. (ch.) 20. K. to his 2nd. 


21. Q. checks, and wins. 


3 , Qamer III.—M. De la Bourdonnais plays without seeing the 
Chess-board, against M. Boncourt. 


white. (M. De la B.) BLACK. (M. B.) 
1. P. to K's 4th. l. P. to K's 4th. 
2. K's Kt. to B's 3rd. 2. P. to Q's 3rd. 
3. K's B. to Q. B's 4th. 3. P. to K. B's 4th. 
4. P. to Q's 3rd. 4. P. to Q. B's 3rd. 
5. Q's Kt. to B's 3rd. 5. K's B. to K's 2nd. 
6. Castles. 6. K's Kt. to B’s 3rd. 
7. Q. to K's 2nd. 7. P. to Q. Kt.'s 4th. 
8. K's B. to Q. Kt.'s 3rd. 8. P. to Q. Kt.'s 5th. 
9. Q's Kt. to Q's sq. 9. К. B's Р. takes P. 
10. P. takes P. 10. Q's B. to R’s 3rd. 
11. K's B. to Q. B's 4th. 11. B. takes B. 
12. Q. takes B. 12. P. to Q’s 4th. 
13. P. takes P. 13. P. takes P. 
14. Q. to K's 2nd. 14. P. to K's 5th. 
15. K's Kt. to Q's 4th. 15. Q. to her 2nd. 
16. Q's Kt. to K's 3rd. 16. Q's Kt. to B's 3rd. 
17. Kt. takes Kt. 17. Q. takes Kt. 
18. Kt. to K. B's 5th. 18. K's B. to his sq. 
19. Q's В. to К° 3rd. 19. Q. to her 2nd. 
20. Kt. to Q's 4th. 20. K's B. to Q's 3rd. 
921. P. to К. B's 4th. 2]. Castles on K's side, 
22. P. to K. R's 3rd. 22. P. to K. R’s 4th. 


* Black should have taken the Kt. with his Bishop (ch.), 
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23 QsR. to Q’s sq. 
24, P. to K. B’s 5th. 
25. P. to Q. B's 4th. 
26. P. takes P. 
27. P. to Q. B's 4th. 
28. В. takes B. 


23. 
24. 
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K's B. to Q. B's 4tn. 
Q's К. to K's sq. 


. P. takes P. en passant, 
. Q's R. to K's 4th. 

. B. takes Kt, 

. R. takes P. 


29. R. takes В. 29. Q. takes R. 
30. В. takes Kt. 30. Q. takes B. 
31. P. takes P. 31. Q. to K's 4th. 
32. P. to Q's 6th. 32. P, to K's 6th. 


33. P. to Q's 7th. 
34. Q. to her B's 4th (ch ) 


34. 


‚ К. to Q's sq. 


K. to R's 2nd. 


35. R. to Q's 5th. 

36. K. to R's 2nd. 

37. Q. to her B's 5th. 
38. Q. takes K's P. 
39. R. to K's 5th. 

40. P. to K. Kt.'s 3rd. 


35. Q. to her R's 8th (ch.) 

36. P. to K. Kt.'s 3rd. 

37. Q. to К. B's 3rd, 

38. R. to K. B's sq. 

39. Q. to her 3rd. 

40. R. to К. B's 2nd, 
Drawn game. 


GAxx IV.—Between Mr. Buckle and Captain Kennedy, 


WHITE. (Capt. K.) BLACK. (Mr. B.) 

1. P. to K's 4th. 1. P. to K’s 4th. 

2. K's Kt. to К. B’s 3rd. 2. P. to Q’s 3rd. 

3. P. to Q's Ath. 3. P. takes P. 

4. Q. takes P. 4. K's Kt. to B's 3rd. 

5. Q's B. to К, Kt.'s 5th. 5. K's B. to K's 2nd. 

6. Q's Kt. to B's 3rd. 6. Castles. 

7. Castles. 7. Q's Kt. to B's 3rd. 

8. Q. to Q's 2nd. 8. Q's B. to K's 3rd. 

9. K's Kt. to Q's 4th. 9. Q's Kt. takes K's Kt. 
10. Q. takes Kt. 10. P. to Q. B's 4th. 


11. Q. to Ө» 2nd. 

12. P. to Q. R's 3rd. 
18. Q's B. takes Kt. 

14. Kt. to Q's 5th. 

15. R. takes Q. 

16. R. takes B. 

17. B. takes Q. Kt.'s P. 
18. P. to Q. R’s 4th. 
19. B. takes Q. R’s P. 
20. K. to Q’s 2nd. 

21. B. to Q. Kt.'s 5th. 
22. P. to Q. B's 3rd. 
23. K's R. to Q. Kt.'s sq. 
£4, P. to К. B's 3rd. 


Q. to Q. R’s 4th. 


. P. to Q. Kt.'s 4th. 

. K's B. takes B. 

. Q. takes Ө. 

. Q's B. takes Kt. 

. K's R. to Q's sq. 

- Өз К, to Q. Kt.'s sq. 
. P. to Ө. Кв 3rd. 


B. takes Q. Kt.'s P. (oh. 


. Q's R. to Q. Kt.’s 5th. 
. Q's R. takes К P. 

. P. to Q. B's 5th.* 

. B. to Q. R's 6th. 

. Qs К. to К. R's 5th. 


* The only move he has to save the Bishop, 
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25. P. to K. R’s 3rd. 25. K's R. to Q. Kt.'s sq. 
26. K's R. to K's sq. 26. К. to К. B's sq. 

27. K's R. to K's 4th. 27. R. takes R. 

28. K. B's P. takes R. 28. K. to K's 2nd. 

29. К. to Q's 4th. 29. R. to Q. B's sq. 

30. R. takes Q. B's P.* 30. R. takes R. 

31. B. takes R. 31. P. to K. R's 4th. 

32. P. to Q. R’s 5th. 32. P. to К. Кв 5th. 

33. P. to Q. Rs 6th. 33. B. to Q. B's 4th. 


And after many more moves the game was declared drawn. 


Ly « Gamer V.—Between Mr. Horwitz and Mr. Staunton. 


ware. (Mr. S.) BLACK. (Mr. H.) 

1. P. to K's 4th. 1. P. to K's 4th. 

2. K's Kt. to B's 3rd. 2. P. to Q's 3rd. 

3. P. to Q’s 4th. 3. P. takes P. 

4. Kt. takes P. 4. K's Kt. to B's 3rd. 

5. Q's Kt. to B's 3rd. 5. K's B. to K's 2nd. 

6. K's B. to K's 2nd. 6. Castles. 

7. P. to K. B's 4th. 7. P. to Ө, B's 4th. 

8. K's Kt. to B's 3rd. 8. Q's Kt. to B's 3rd. 

9. Castles. 9. Q's B. to К. Kt.'s 5th. 
10. Q's B. to K's 3rd. 10. P. to Q. R’s 3rd. 
11. P. to Q. R’s 3rd. 11. B. takes Kt. 
12. B. takes B. 12. Q's R. to Q. B's sq. 
13. Kt. to K's 2nd. 13. Q. to her B's 2nd.t 
14. Kt. to K. Kt.'s 3rd. 14. K's R. to K's sq.§ 
15. P. to Ө. B's 3rd. 15. Q's R. to Q's sq. 
16 Q. to her B's 2nd, 16. B. to his sq. 
17. Q's R. to Q's sq. 17. P. to Ө. Kt.'s 3rd. 
18. P. to Q. Kt.'s 4th. 18. Q's Kt. to Ө. Е 2nd. 
19. P. to Q. B's 4th. 19. P. takes Kt.'s P. 
20. P. takes P. 20. P. to Q's 4th.|| 


* This Pawn ought to have been taken with Bishop. 

+ With the hope of planting his Kt. at Q’s 5th. 

X Intending presently, if an opportunity occur, to play Q’s Kt. to Q's 
5th, and, after the exchanges, take Q. B's P. with his Q. 

§ Had he played the Kt. over to Q's 5th, before protecting the B., he 
would have lost at least а Pawn. 

|| The exchange of Pawns, with the subsequent advance of this Pawn, 
appears, at first sight, a skilful conception, and one that must turn the 
scale in favour of the second player. Upon examination, however, it turns 
out to have been made without any consideration of the move White had 
in store, which renders the whole combination worse than nugatory. 
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21. Q. to K. B's 2nd.* 21. Q's Kt. to Q. B's sq.t 
22. Q. B's P. takes Q's P. 22. B. takes Kt.'s P. 

23. P. to K's 5th. 23. K's Kt. to Q's 2nd. 
24. P. to Q's 6th. 24. Q. to Kt.'s sq. 

25. B. to Q. B's 6th. 25. P. to К. Kt.'s 3rd. 
26. Kt. to K's 4th. 26. R. to K's 3rd. 

27. Q. to K. R’s 4th. 27. Q's Kt. to Q. R's 2nd, 
28. B. takes K's Kt. 28. R. takes B. 

29. Kt. to K. Kt.'s 5th. 29. P. to K. R/s 4th. 

30. Kt. takes R. 30, P. takes Kt. 

31. P. to K. B's 5th. 31. P. to Q. R's 4th. 

32. P. takes K's P. 32. R. to K. Kt.'s 2nd. 


33. P. to K's 7th. 
And Black resigns. 


* This rejoinder was certainly not foreseen by Black when he played on 
the Q's Pawn. 

+ He would have got an equally bad position by taking the К?з P. with P. 

ў As the sacrifice of the Q's Kt. at this crisis had many advocates when 
the game was over, it may be well to examine briefly the consequences of 
that move. Suppose, then, instead of “ Р. to К. Kt.'s 3rd," that Black 
had played— 

25. Q's Kt. takes Q's P. 
White then has several ways of playing. 
IN THE FIRST PLACE. 


26. B. takes K’s Kt. 20. Q's R. takes B. 
27. K. to R’s sq. 27. Q's R. to K's 2nd. - 
28. P. takes Kt. 28. R. takes B. 


29. P. to Q's 7th, winning easily. 
y 
IN THE SECOND PLACE. 


26. R. takes Q's Kt. 26. B. takes R. 
27. P. takes B. 27. Q. takes P. 
28. B. takes Kt. 28. R. takes B. 


29. B. takes P., and White ought to win. 
IN THE THIRD PLACE. 


26. P. takes Q's Kt. 26. R. takes В. 
27. Q. takes R. 27. B. to Q. B's 4th. 
28. Q's R. to Q's 4th. 28. Kt. to К. В'5 3rd. 
29. K's R. to Q's sq. 29. R, takes P. 
30. Kt. to K. B's 5th. 30. В. takes R. 


31. R. takes B., retaining a Piece more than Black. 


\ Ti he support the Q's R., Whito may at ones take off the Kt 
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' CHAPTER II 


GAME THE FIFTH, 


Perrorr’s DEFENCE. 


WHITE, BLACK. 
1 P. tone 4n 1. P; to K's 4th: 
2. K's Kt. to B's 8rd. 9. K's Kt. to B's 8rd. 


This mode of defence is touched on by Damiano, and has 
been examined, subsequently, by Lopez (1584), pp. 119, 125; 
Selenus, pp. 25, 267; Соло (first edition), 212, 214, 312; 
Greco (Hirshel’s edition), p. 86; Ponziani (1782), p. 108; 
Lolli, pp. 183,184; Allgaier, tab. iii.; Lewis (first edition), pp. 
25, 81, (second edition) 8, 82; Treatise (1844), pp. 111—115; 
Walker (1841), p. 46; (1846), pp. 46—50 ; but never received 
the consideration it was entitled to until Mr. Petroff, the 
celebrated Russian player, introduced it again a few years 
baek. It has since undergone a complete analysis at the hands 
of Major Jaenisch, who for some time recommended it as 
Black’s best move, an opinion, however, which he lately quali- 
fied, believing now that it gives him a somewhat inferior 
position to his opponent. 


3. P. to Q's 4th. 8. P. takes P. 


Your third move was suggested by Mr. Petroff. It is perhaps 
less attacking, Major Jaenisch observes, than taking the K's P. 
with the Kt. (as in Variation IIL), but it leads to many 
beautiful variations. In reply, Black in place of taking P. 
with P., may take it with the Kt. (See Variation I.) 


4. P. to Кв Sth. 4. Kt. to K's 5th (best) 


He may here play Kt. to Q’s 4th, or Q. to K's 2nd; if the 
latter, the following moves are likely to oceur :— 

4. Q. to K's 2nd. 

5 


5. Q. to K's 2nd (best) 5. K's Kt. to Q's 4th. 
6. Kt. takes P. 6. P. to Q's 3rd. 
7. P. takes P. 7. Q. takes Q. (ch.) 
8. B. takes Q. 8. K's B. takes P. 
9. Castles. 9. Castles. 
10. Р. to Q. B's 4th. 10. K's Kt. to K. B's 5th. 


11. K's B. to his 3rd. 11. P. to Q. B's 3rd. 
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12. Q’s Kt. to B’s 3rd. 12. Q’s Kt. to Q’s 2nd. 
13. Q's Kt. to K’s 4th. 13, K's B. to Q. B's 2nd. 


And the game is quite even, 
5. Kt. takes P. 5. P. to Q's 3rd (best, 


Instead of taking the Pawn with your Kt., you may play 
5. K's B. to Q’s 3rd. (See Variation IL) Не might also 
play 5..P. to Q’s 4th, or б. В. to Q. B's 4th, without danger. 


6. P. takes P. . 6. K's B. takes P. 
7. K's B. to Q. B's 4th. 7. K's B. to Q. B's 4th. 
8. Q’s B. to K's 3rd. 8. Castles. 
Instead of this move he might take the Kt. 
9. Castles. 9. Q’s Kt. to Q’s 2nd. 


The game is equal. 
VARIATION I, 
Commencing at Black's 8rd move. 
WHITE. BLACK. 


1. P. to K's 4th. 1. P. to K's 4th. 

2, K. Kt. to B's 3rd. 2. K. Kt. to B's 311, 
8. P. to Q’s 4th. 3. Kt. takes P. 

4. K's B. to Q’s 3rd. 4. P. to Q/s 4th. 

5. Kt. takes K's P. 5. Kt. to Q/s 8rd. 


Black may play 5. P. to Q. B's 4th, and the result would ba 
an even game. 


6. P. to Q. B's 4th. 6. P. takes P. 

7. K's Kt. takes P. 7. Q’s B. to K's 8rd. 
8. Kt. to K's 3rd. 8. B. to K's 2nd. 

9. Castles. 9. Castles. 


You have the move, and somewhat the advantage of position, 


Улвглттох Il., 
Beginning at White's 5th move. 


WHITE. BLACK. 
1. P. to K’s 4th. |. P. to K’s 4th. 
9. K. Kt. to B's 8rd. 2. K. Kt. to B's 8rd, 
8. P. to Q’s 4th. 3. P. takes P. 


4. P. to K's 5th. 4. Kt. to K's 5th. 


KING’S KNIGHT'S OPENING. 79 


In the former example you now took the P. with the Kt., 
perhaps your best moye, but the following may also be played 
without harm :— 


5. K's B. to Q’s 3rd. 5. K’s Kt. to Q. B’s 4th, 
6. Kt. takes P. 6. P. to Q/s 8rd. 

7. P. takes P. 7. K's B. takes P. 

8. Castles. 8. Castles. | 


It would not be a good move for Black, instead of castling, to 
take your K. R’s P. (ch.), and then to take the Kt., on 
account of your check with the B., which would leave his Q. 
exposed to capture. 


VARIATION IIL, 
Beginning at White's 8rd move. 


WHITE. BLACK. 
i. P. to K’s 4th. 1. P. to K’s 4th. 
2. K’s Kt. to B's 8rd. 2. K's Kt. to B's 3rd. 
8. Kt. takes K's P. 3. Kt. takes P. 


Black may now adopt the defence given in Cozio, and whick 
has latterly been brought into vogue by Jaenisch, viz., 
8. P. to Q’s 3rd. (See Variation IV. 

4. Q. to K's 2nd. 4. Q. to K's 2nd. 


If he retreat the Kt. instead of this move, you evidently win 
his Q. by playing your Kt. to Q. B's 6th (dis. ch.). 


5. Q. takes Kt. 5. P. to Qs 3rd. 
6. P. to Q’s 4th. 6. P. to К. B's 3rd, 
7. P. to K. B's 4th. 7. Ов Kt. to Q’s 2nd 


If he take the Kt. you gain a Pawn. (e. g.) 
7. Q's P. takes Kt. 
8. B's P. takes P. 8. P. takes P. 
9. Q. takes P., &c. 
8. Q’s Kt. to B's 3rd. 8. Сув P. takes Kt. 


He may, however, take with the Bishop's Pawn, but the resuli 
is also in your favour, as the following moves will show :— 
8. К. B's Р, takes Kt, 
9. К. B's P. takes P. 9. P. takes P. 
10. Q's Kt. to Q's 5th. 10. Kt. to K. B's 3rd. 


(If instead of this he move 10. Q. to her sq., you take P. with P.) 
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11. B. to Q. Kt.'s 5th (ch.) 11. P. to Q. B's 3rd. 


12. Kt. takes Kt. (ch.) 12. P. takes Kt. (best) 
13. B. takes P. (ch.) 13. К, to Q's sq. (best) 
14. Q's B. to Q's 2nd. 14. P. to Q. R's 4th.* 
15. Castles on Q’s side. 15. P. takes B. 

16. Q. takes Q. B's P. 16. Q's К, to his 3rd. 


(If he play 16. Q's B. to Kt.'s 2nd, you take the Q. Кв P. with youi 
Bishop (ch.), and follow that by 17. P. takes K's P. (dis. ch.), and 
win.) 


17. B. takes P. (ch.) 17. R. takes B. 

18. P. takes P. ER ch.) 18. B. to Q's 2nd. 

19. P. to K's 6th. 19. B. to К. R's 3rd (ch.) 
20. K. to Kt.’s sq. 20. К. to 9. R's 2nd. 

21. К. takes В. (ch.) 21. R. takes R. 


22. P. takes R. 
Winning the other К, also, or giving immediate mate. 


9. Q’s Kt. to Q’s 5th. 9. Q. to her 31d. 
10. Q/s Р. takes P. 10. P. takes P. 
11. P. takes P. 11. Q. to her B’s 3rd. 


If he take the P. with his Q., you exchange Queens, and then 
gain the Q's R. by 12 Kt. takes Q. B's P. (ch.). If he tak: 
the P. with the Kt., you win the Kt. by 12. Q’s B. to K. B's 
4th. 

12. K's B. to Q. Kt.'s 5th. 12. Q. to her B's 4th. 


Tt is quite elear that by taking the Bishop Black loses his 
Queen. 
18. P. to Q. Kt.’s 4th. 


Winning the Q. At his 12th move, Black might prolong the 
game by playing 12. Q. to К. Kt.’s 8rd, but in that case you 
would take 13. Q. B's P. with the Kt. (ch.), then take Q 
with Q., and afterwards Q’s R. with Kt. 


VARIATION IV., 
Beginning at Black! s 3rd move. 


WHITE. BLACK, 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K's Kt. to B's 3rd. 2. K's Kt. to B's àrd. 
3. Kt. takes K's Р. 3. P. to Q’s 3rd. 


* Better than taking the Bishop, 


EING'8 KNIGHT'S OPENING. 81 


This defence is found in Cozio, p. 312, but it was reserved for 
Jaenisch to exhibit the full importance of its bearing upon the 
opening. (See Palaméde (1842), pp. 107, 108, and ** Analyse 
des Ouvertures,” vol. ii.) 


4. Kt. to K. B's 8rd. 4. Kt. takes K's P. 
5. P. to Q’s 4th. 5. P. to Q/s 4th. 


Your move of 5. P. to Q’s 4th, is considered by Jaenisch ax 
«he best. If instead you play 5. Q. to K's 2nd, the adversary 
also moves б. Q. to K's 2nd, and the positions are strictly 
equal. 


6. K's B. to Q’s 8rd. 6, K's B. to K's 2nd. 


Black's 6th move is commended by Jaenisch.—If he play 
6. P. to Q. B's 4th, you reply with P. to Q. B's 4th. If 6. 
К. В. to Q’s 3rd, the following moves will demonstrate that 
the opening is in your fayour. 
6. K. B. to Q's 3rd. 
7. Castles. 7. Castles. 


8. P. to Q. B's 4th. 8. Q. B. to K's 3rd. 
9. Q. toher B’s 2nd. 9. P. to K. B's 4th. 


“In the careful and elaborate analysis of this opening presented by Major 
Jaenisch, your move of 9. Q. to her B's 2nd, preparatory to playing 
her to Kt.'s 3rd, appears to have been overlooked. It first occurs in 
the admirable game won by the Pesth club, in correspondence with the 
Paris club ; and its success in that case has doubtless had its effect in 
modifying the opinion M. Jaenisch at first entertained of the defence.) 


10. Q. to her Kt,’s 3rd. 
And you have a very fine game. 


These moves form the opening of the game alluded to, which will be 
found complete at the end of this Chapter. 


7. Castles. 7. Q. Kt. to B's 8rd. 
8. P. to Q. B's 4th. 8. Q. B. to Кв 3rd. 
9. P. to О. Ев 8rd. 9. Castles. 


You aré now enabled to play Q. to her B's 2nd, and obtam а 
good attacking situation. ' 
The foregoing variations of this opening are chietly taken, 
from Jacnisch’s analysis. "Those which follow are derived 
from the masterly work of Bilguer and Н. der Laza 
G 
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ANOTHER VARIATION, 
Beginning at the 3rd move of White. 


WHITE. BLACK, 
1, P. to Кв 4th. 1. P. to K’s 4th. 
2. K. Kt. to B's 3rd. 2. К. Kt. to B's 3rd. 
3. K. B. to Q. B's 4th. 3. Kt. takes P. 


You may also play 3. Q. Kt. to B's 3rd, t: which Black would 
respond with 3. K. B. to Q. Kt.'s 5th, and the result, after a 
few moves, would be an even game. In reply to your 3rd 
move of K. B. to Q. D's 4th, if Black play 3. Q. Kt. to B's 3rd, 
the opening is resolved into a position of the “Two Knights’ 
Game,” where it is brought about by 

1. P. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's àrd. 

3. K. B. to Q. B's 4th. 3. К. Kt. to B's 3rd. 
In this situation, by moving 4. K. Kt. to his 5th, you obtain the advan- 
tage, as will be shown in the examination of the “ Two Knights’ Game." 


4. Q. to K's 2nd. 4. P. to Q/s 4th. 


Yf you play 4. Kt. takes K. P., Black answers with 4. P. to 
Q/s 4th, and, upon your retreatmg the B. to Q. Kt.’s 3rd, he 
moves Q. to K. Kts 4th, having the better game, as will be 
seen in the analysis of the King's Bishop's game, where the 
same position occurs from 

i. P. to K's 4th, 1. P. to K's 4th. 


2. К.В. to Q. B's4th. 2. К. Kt. to B's 3rd. 
3. К. Kt. to B’s 3rd. 3. Kt. takes Р, 


&c., &c. 
5. Kt. takes K. P. 5 K. B. to Q. B's 4th (best) 
6. P. to Q’s 2rd. €. B. takes K. B. P. (ch.) 


Your move, 6. P. to Q’s 3rd, is better than castling. If he 
take with Kt. instead of the B., the following moyes will 
show the advantage you must gain. 
6. Kt. takes К. B. P, 
7. Kt. to Q. B's 6th (dis, ch.) 7. K. to Q's 2nd. 


8. Kt. takes Q. 8. R. to K's sq. " 
9. Q. takes R. (ch.) 9. К. takes Q. 

10. B. takes Q. P. 10. Kt, takes R., 

11. Kt. takes К. В, Р, 11. Kt. to K. B's 7th. 


12. P. to К. R’s 3rd. 
And the Kt, cannot escape without loss, 
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Instead, however, of taking the K. B. P. either with Bishop 
or Knight, Black can play 6. Q. P. takes B., a move which 
is given by Bilguer and Н, der Тала, but hardly followed 
up with their customary acumen. (See Variation A.) 


7. K. to Q’s sq. (best) 7. B. to Q. Кїз 8rd. 
He might likewise castle at his 7th move, and if you played 
8. K. B. to Q. Kt.'s 5th, move B. to Q’s 5th. 

8. Kt. takes K. B. P. 8. Q. B. to К. Kt.'s 5th. 
If he take the Knight with his King, you capture his Knight 


and win without much trouble. (е. P» 


8. K. takes Kt. 


9. Q. takes Kt. 9. Q. B. to K's 3rd. 
10. R. to B's sq. (ch.) 10. K. to his 2nd. 
11. B. to К. Kt.’s 5th (ch.) 11. K. to Q's 2nd. 
12. K. B. takes Q. P. 12. Q. takes Q. B. 
13. Q. takes B. (ch.) 18. K. to Q's sq. 


14. B. takes Ө. Kt. P. 
And you must win of ccurse. 


9. Kt. takes Q. 9. B. takes Q. (eb.) 
10. K. takes B. 10. Kt. to K. B's 7th. 
11. К. to K. B's sq. 11. P. takes B. 

12. Kt. to K's 6th. 19. P. takes P. (ch.) 
18. P. takes P. 13. K. to his 2nd. 
14. Kt. takes K. Kt. P. 14. R. to К. Kt.'s sq. 


You might also have taken the Q. B. P. with your Kt., and 
upon his taking it with B. have taken Kt. with R., but the 
move in the text seems preferabie. 


15. Kt. to K. B's 5th (ch.) 15. K. to his 3rd. 
16. Q. B. to K’s 8rd. 16. D. takes В. 


If he take the Kt. P. with Rook instead of taking the 
Bishop, you can take B. with B., and on his capturing the B., 
play Kt. to K's 3rd, winning a Piece. Не may, however, take 
the Kt. with his King, whereupon you take Kt. with Rook 
(ch.), then exchange Bishops, and have a Pawn more and а 
superior position. 


17 Kt. takes В, 17. Kt. to К, Kt.’s 5th, 


The positions are equal, but you have a Pawn more, 
а о 
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Variation (A.) 
Beginning at Black's 6th move, 


WHITE. 


In the previous example, the consequences of Black's 
taking the К. B. P. at his 6th move, both with B. and Kt., 
were shown; it remains to be seen whether he may not acquire 
a better game by simply taking the B. with Q. P. at this point. 

WHITE. BLACK, 
6. 9. P. takes B. 
7. Q. takes Kt. T. Castles. 
8. Q. takes doubled Р, 8. Q. to K's 2nd. 
9, P. to K. B's 4th. 9. Q. Kt. to B's 3rd. 

10. Q. to K's 4th. 

Thus far the moves are those laid down by Bilguer and H 
der Laza. They now make Black take’ the Kt. with Kt., the 
Queens are exchanged, and the game dismissed as equal. Tt 
would appear, however that if Black, instead of exchanging 
Knights, play 10. K. R. to K's square, he may obtain a very 
embarrassing attack. In reply, you must not 11. take Kt. 
with Kt., or he wins your Queen. 

The most feasible move for you apparently is K. to Q’s square, 
or Q. Kt. to Q’s 2nd. (See the next Variation.) К. to В 
square is obviously bad. Suppose in the first place you play 

11. K. to Q’s sq. 11. Q. to K. R’s 5th. 
He now threatens a dangerous check with his Q. B. at K. Kt’s 
5th. If you try to escape the consequences by playing 12, Р. 
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to К. Kt.’s 3rd, the subjoined moves show he ought to win 
the game. 
12. P. to K. Kt.'s 8rd. 12. Q: to К. R.'s 4th (ch.) 


Should you interpose the Q. at K. B's 3rd, he wins a Piece 
by taking the Knight with Rook; if you play Q. to K's 2nd, 
he equally gains the Knight by exchanging Queens, and then 
moving P. to K. B's 3rd; and if you move K. to Q/s 2nd, the 
following is likely to be the termination :— 

18. K. to Q’s 2nd. 18. Kt. takes Kt. 

14. P. takes Kt. 14. К. takes Р. 

Winning easily. 

Instead, however, of playing 12. P. to K. Kt.'s 8rd, yeu 
might at that moment move Q. Kt. to Q/s 2nd. 

12. 9. Kt. to Q’s 2nd. 12. Q. to K. R’s 4th (ch.) 
18. Q. Kt.to К. B's 8rd (best) 18. Q. B. to К. Kt.'s 5th, 
and now, play as you can, Black must gain a decided advantage 

by taking ће К. Kt. with Kt., &e. 


YARIATION, 
Beginning at White's 11th move. 


BLACK, 


11. Q's Kt. to Q's 2nd. 11. Q. to K. К’ 5th (ch. ) 
12. P. to K. Kt.'s 3rd. 12. Q. to K. К 4th, 

18. Q. Kt. to K. B's 8rd. 18. Q. B. to K. D's 4th. 
14. Q. to K's 2nd (best) 14. Q. В. to К. Kt.s 5th 
15. K. R. to B's sq. 15. Q. Kt. to Q’s 5th. 


And Black must win. 
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GAMES 
ILLUSTRATIVE OF THE PRECEDING ANALYSES. 


(From tne Chess- Player's Chronele.) 


6, Gamu T.—Played by correspondence between Paris and Рез. 


warre., (Pesth.) BLACK. (Рагіѕ,) 

1. P. to K’s 4th. 1. P. to K's 4th. 

2. K's Kt. to B's 3rd. 2. K's Kt. to B's 3rd.* 

3. K's Kt. takes K's P. 3. P. to Q's 3ra. 

4. K's Kt. to B's 3rd. 4. Kt. takes K's P. 

5. P. to Q's 4th. 5. P. vo Q's Ath, 

6. K's B. to Q's 3rd. 6. K's B. to Q's 3rd, 

7. Castles. 7. Castles. 

8. P. to Q. B's 4th. 8. Q's B. to K's 3rd. 

9. Q. to her B's 2nd.f 9. P. to К. B's 4th. ў 
10. Q. to Q. Kt.'s 3rd.$ 10. Q's P. takes P. 


* The reply to Pesth’s second move was the occasion of a very animated 
discussion in the French camp, which terminated in the abrupt secession 
of M. Deschapelles from their councils. This distinguished player was 
opposed, justly we think, to the adoption of K. Kt. to B's 3rd, a move 
newly brought into vogue by the Russian amateurs, MM. Petroff and 
Jaenisch, and which their subsequent analyses have condemned; but in- 
stead of recommending the acknowledged and well-tried answer, ** Q. Kt. 
to B's 3rd," he strangely enough insisted on the substitution of another 
bizarre move, “Р. to К. B's 4th,” still more prejudicial to the interests of 
the second player. After a good deal of controversy, in the course of 
which the veteran proffered to play the defence single-handed against the 
whole Commission, the majority decided in favour of “ К. Kt. to B's 
3rd," and M. Deschapelles quitted the club. An able analysis of the 
disputed move was afterwards published by the Committee, and left no 
doubt of their propriety in rejecting it. 

T There is nothing like actual play for testing the value of new sugges- 
tions. In the elaborate examination of this pet opening by M. Jaenisch, 
the present move, which is a very probable and a very important опе, ap- 
pears to have been quite overlooked. М. Jaenisch makes the first player 
move Q. to her Kt.'s 3rd at once. 

$ If this be the best move left for Black, their Monarch totters already, 

§ These moves result from a profound investigation of the opening, 
The sort of coup de repos, to await the advance of the enemy’: К. B. P., 
was a master touch, 


и. 
12. 


13. K's Kt. to his 5the 13. Q's B. to K. B's 4th. 
14. Q's Kt. to B's 3rd. 14. Q. to her 2nd. 

15. Q. takes Q. 15. Q's Kt. takes Q. 

16. K's Kt. takes K's P. 16. K's B. to Q. B's 2nd. 
17. K's R. to K's square. 17. Q's R. to Q. Kt.'s square, 
18. K's R. to K's 2nd. 18. Kt. to Ө. Kt.'s 3rd.t 
19. K's Kt. to Q. B's 5th. 19. K's B. to Q’s 3rd. 
20. K's Kt. to K's 4th. 20. K's B. to Q. B's 2nd.§ 
21. К Kt. to Q. B's 5th. 21. K's B. to Q's 3rd. 
22. K's Kt, to K's 4th. 22. K's B. to Q. B's 2nd. 
23. K's Kt. to Q. B's 5th. 23. K's B. to Q's 3rd. 
24. K's Kt. to K's 4th. 24. K's B. to Q. B's 2nd. 
25. K's Kt. to Q. B's 5th. 25. K's B. to Q's 3rd. 
26. K's Kt. to K's 4th. 26. K's B. to Q. B's 2nd. 
27. K’s Kt. to Q. B's 5th, 27. Q's B. to Q's 6th, 
28. K's R. to K's 3rd. 28. Q's B. to his 7th. 

29. K's Kt. to K's 6th. 29. R. to K. B's 2nd, 

30. Kt. takes В. 30. R. takes Kt. 

31. K's R. to K's 2nd.|| 31. B. to Q's 6th. 

32. Q's B. to K. B's 4th. 32. B. takes R. 

33. B. takes R. 33. R. to K's square. 

34. B. takes Kt. 34. P. takes B. 

35. R. to K's square, 35. B. to K. R’s 4th. 

36. R. takes R. (ch.) 36. B. takes R. 

37. Kt. to K's 4th. 37. P. to Q. Kt.’s 4th. 
38. P. to Q. R's 2rd. 38. B. to K. Kt.'s 3rd. 
39. P. to К. B's 3rd. T 39. K. to K. B's 2nd. 

40. K. to B's 2nd. 40. K. to his 3rd. 
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Q. takes Q. Kt.’s P.* 
K's B. takes K’s Kt. 


P. to Q. B's 3rd. 
K. B's P. takes B. 


* This and many moves to come form connecting links in the admirable 
combination of the Hungarians, and were evidently foreseen when the Q. 
was played to her B's 2nd. 

T Is there anything better to be done by Black at this juncture? B. to 
Q. B's square would compel the Queen to take the Rook. But cui доло? 
Could she then be caught? We doubt it. 

t With the view to plant the Kt. at Q's 4th. 

5 The same moves, Kt. to Q. B's 5th and В. to Q. B's 2nd, were 
persisted in for weeks by both parties. Pesth having the first game vir- 
tually won, were content to draw this without further trouble. In the 
end, Paris, as they must lose equally whether they drew or lost the present 
party, decided on venturing another move. 

|| All this denotes an admirable insight of the position. White see 
clearly that every exchange now strengthens the advantage they have 
acquired. 

T Not only protectingsthe Kt. but affording a speedier route for tho 
King to sustain his Pawns. 
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41. K. to his 3rd. 

42. P. to K. Kt.'s 4th. 
43. Kt. to Q. B’s 3rd (ch. 
44. P. to K. B's 4th. 
45. P. to K. B's 5th. 
46. Kt. to K's 4th (ch.) 
47. К. to К. B's 4th 
48. K. to his 5th. 

49. P. to K. R's 4th. 
50. P. to K. Kt.'s 5th. 
51. P. takes P. 

52, P. to К. Kt.'s 6th.} 


. P. to К. R's 21d. 
. K. to Q's 4th. 


43. K. to Q's 3rd. 


- B. to K's square. * 


45. Q's B. to Q's 2nd, 


. K. to his 2nd. 


47. B. to K's square. + 


. B. to K. B's 2nd. 
. B. to Q's 4th. 
. P. takes P. 


51. B. to К, Kt.’s squarc, 


Paris surrendered. 


1l Game IT.—Skilfully conducted Partie played in 1837, by 


M. Petroff, against three Russian Amateurs in couneu 


together. 

white. (M. Petroff.) BLACK. (Amateurs.) 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K's Kt. to B's 3rd. 2. K's Kt. to B's 3rd. 
3. P. to Q's 4th. 3. Kt. takes K's P. 
4. K's B. to Q's 3rd. 4. P. to Q's 4th. 
5. Kt. takes K's P. 5. K's B. to Q's 3rd. 
6. Castles. 6. Castles. 
7. P. to Q. D's 4th. 7. P. to K. B's 4th. 
8. P. to K. B's 4th. 8. P. to Q. B's 3rd. 
9. Q's B. to K's 3rd. 9. Q's B. to K’s 3rd. 


10. P. takes Q's P. 

11. Q's Kt. to B's 3rd. 

12. Q's К. to Q. B's square, 
13. B. takes Kt. 

14. Q's Kt. to his 5th. 

15. Kt. takes В. 


. P. takes P. 


11. Q's Kt. to B's 3rd. 


. K's К. to B's 3rd. 5 
. K. B's Р. takes В. 
. Kt. to K's 2nd. 

. Q. takes Kt. 


* В. to Q’s 6th would permit the White to play their Q. Xt.'s P. one 
square, with advantage. 

T The Black have no resource left, 

t Longer resistance would be frivolous and vexatious, and the French- 
men with good grace resign. 

§ This unfortunate counter sttack is admirably taken advantage of by 
M, Petroff, 
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16. P. to K. Kt.’s 4th. 
17. P. to К. B's 5th.t 
J8. B. to K. Kt.'s 5th. 
19. B. to K. R's 6th 
20. Q. to her 2nd.§ 
21. К, takes R. 

22. P. takes P. 

23. Q. to К. Kt.'s 2nd (c..) 
24. R. takes Kt. 

25. R. to B’s 6th. 

26. Q. to К. Kt.'s 3rd, 
27. P. takes Q. 


16. P. to K. Kt.'s 3rd.* 
17. P. takes P. 

18. K's R. to B's square. 
19. K's К. to Q. B's square. 7 
20. Q. to her square. 

21. R. takes R. 

22. Kt. takes P. 

23. K. to R's square, 

24. Q. to К. Kt.'s squere 
25. B. to K. R's 6th. 

26. Q. takes Ө. 


On this move, the Amateurs abandoned the game, 


FIRST DEFENCE. 


WHITE, 
20. Q. to her 2nd. 
21. R. takes R. (ch.) 
22. P. takes P. 
23. Q. to K. Kt.'s 5th (ch.) 
24. P. takes Kt. 
25. R. to K. B's 7th. 
26. K. to B’s 2nd. 
27. K. to his 3rd. 


BLACK. 

20. Kt. to К. Kt.'s 3rd, 
21. R. takes R. 
22. Kt. takes Kt. 
23. Kt. to Kt.'s 3rd, 
24. Q. to her 2nd. 
25. R. checks. 
26. К, to B's 7th (ch.) 

Lost game. 


SECOND DEFENCE. 


WHITE. 
20. Q. to her 2nd. 
21. Q. to Kt.'s 5th (ch.) 
22. Kt. takes Kt. 
23. Kt. to K 's 7th (dble. ch.) 
24, P. takes K. B's P. 
25. P. takes B. (dble. ch.) 
26. Q. to Kt.'s 4th (ch.) 
27. B. checks. 
28 R. to Q. B's square (ch.) 
29, В. takes К. 


BLACK, 
20. R. takes R. 

21. Kt. to Kt.'s 3rd. 

22. R. to Q. B's 2nd (best) 
23. K. to B's 2nd. 

24. Q. takes Kt. (best) 

25. K. takes P. 

26. K. to Q's 3rd. 

27. K. to Q. B's 3rd. 

28. K. to Kt.'s 4th. 


And wins, 


i aema e 


«They do not appear to have had a better move. 


+ Well played. 


X It would have been better to leave the Rook е» prise, and advance the 


Pawn to King’s Bishop’s 5th. 


§ After this move, the game of Black was beyond redemption; but as 
the situation is interesting, we shall give in two variations the two systemt 
of defence which seem preferable, beside that actually adopted. 
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$ Game IIL-—Between Von. Н. der Laza and Major 


Jaenisch. 
waite. (V. Н. L) BLACK. (M. J.) 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd. 2. K's Kt. to B’s 3rd, 

3. Kt. takes K's P. 3. P. to Q's 3rd. 

4. Ks. to К. B's 3rd. 4. Kt. takes K's P. 

5. P. to Q's 3rd. 5. Kt. to K. B's 3rd, 

6. P. to Q's 4th. 6. P. to Q's 4th. 

7. P. to K. R’s 3rd. 7. K's B. to Q's 3rd. 

8. Q's B. to K's 3rd. 8. Castles. 

9. K's B. to K's 2nd. 9. Q. to K's 2nd. 
]0. P. to Q. B's 3rd. 10. P. to Q. B's 4th. 
11. Q. to her B's 2nd. 11. Q's Kt. to B's 3rd. 
12. Q's Kt. to Q's 2nd. 12. Q's B. to K's 3rd. 


13. Q's P. takes P. 
14. B. takes B. 


. K's B. takes P. 
. Q. takes B. 


15. Q's Kt. to his 3rd. 15. Q. to her Kt.'s 3rd. 
16. Castles on K's side. 16. Q's R. to Q. B's square 
17. Q. to her 2nd. 17. K's R. to Q's square. 


18. Q's R. to Q's square. 


41. К. takes Q. Kt.'s P. 


. P. to Q. Rs 3rd. 


19. K's R. to K's square. 19. K's R. to Q's 2nd. 
20. K's B. to Q's 3rd. 20. Q's R. to Q's square. 
21. Q's Kt. to Q's 4th. 21. Q's R. to K's square. 
22. K's R. to K's 2nd. 22. K's R. to K's 2nd. 
23. Q’s R. to K's square. 23. P. to K. R’s 3rd. 

24. Q. to K. B's 4th. 24. Q's Kt. to Q’s square. 
25. B. to K. B's 5th. 25. Q. to her B's 4th. 

26. K's Kt. to K's 5th. 26. B. takes B. 

27. Q's Kt. takes B. 27. Kt. to K's 3rd. 

28. Kt. takes R. (ch.) 28. R. tokes Kt. 

29. Q. to K. B's 5th. 29. P. to Q's 5th. 

30. K's R. to Q. B's 2nd. 30. P. to Q's 6th. 

31. Q. takes Q's P. 31. Q's Kt. to K. B's 5th, 
32. Q. to her 4th. 32. Q. takes Q. 

33. P. takes Q. 33. K's Kt. to Q's 4th. 
34. P. to Q. R’s 3rd. 34. P. to K. Kts 4th. 
35. Kt. to К. B's 3rd. 35. К. takes R. (ch.) 

36. Kt. takes R. 36. К. to Kt.’s 2nd. 

37. К. to Q. B's 5th. 37. P. to Q. Kt.'s 3rd. 
38. К, to B's 6th. 38. Q's Kt. to K's 3rd. 
39. R. to Q's 6th. 39. K's Kt. to K. B's 5th, 
40. Kt. to Q. B's 2nd. 40. K's Kt, to Q's 6th, 


And Black surrendered, 
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CHAPTER III. 


GAME THE SIXTH, 


WHITE. BLACK, 
'. P. to K's 4th. 1. P. to K's 4th. 
2. K's Kt. to B's 31d. 2. КВ. to Q. B's 4th. 


This mode of answering your second move is very poor and 
inefficient, and affords you an opportunity of bringing your 
Pieces into action speedily. 


8. Kt. takes K’s P. 8. Q. to K's 2nd. 
4. P. to Q/s 4th. 4. B. to Q. Kt.'s 3rd. 


He has three other ways of playing at his choice, 4. B. to 
Q’s 3rd, 4. P. to Q’s 3rd, and 4. P. to K. B's 8rd, each of 
which shall be briefly examined. In the first place, suppose—- 
. B. to Q’s 3rd. 

. P. to K. B's 3rd. 

. Q. takes P. (ch.) 

7 . Q's Kt. to B's 3rd.* 

8. K's B. to Q's 3rd. . Q. takes Q's P. (ch.) 

9. Q's B. to K's 3rd. . Q. to her 4th. 

10. B. to K. Kt.'s 6th (ch.), and you take the Q. next move, 


In the second place,— 


5, Kt. takes K. B's P. 
6. Q's B. to K’s 3rd. 
7. P. takes B. . P. takes P. 

8. Q. to К. R’s 5th (ch.) . K. to B's sq. 

9. Q. takes doubled P. (ch.), and you have a fine game. 


5. P. to K. B's 4th. 
6. Kt. to Q. B's 4th. 
. K. to B's 2nd. 


Cowon ctu 


. P. to Q’s 3rd. 
‚ Q. takes K's P. (ch.)} 
.. К. takes Kt. 


СО л Съ ct 


The third yariation consists in his playng— 


4. P. to K. B's 3rd. 
5. Q. to K. R's 5th (ch.) 5. P. to К, Кєз 3rd. 


6. Kt. takes Kt.'s P. 6. Q. takes K's P. (ch.) 
7. K. to Q’s sq. 7. Q. takes Kt. 
8. Q. takes B. 


You have much the better game. 


* He might also take К. B's P. with his B., but the result would be in 


your favour. 
T If he take the Kt. with Q., you take his В. with P., and have a P. 
more and a better position, 
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Having seen the results of these methods of play, we may 
now proceed with the original game, from which we deviated 
after the 4th move. 


5. K's B. to Q. B’s 4th. 5. K's Kt. to B's 2rd. 
6. B. takes B's P. (ch.) 6. K. to B's sq. 
7. B. to Q. Kt.'s 8rd. 7. Kt. takes K's P. 


8. Castles, 
and you have an excellent position. 


GAME THE SEVENTH. 
COUNTER GAMBIT IN THE Knicn1’s OPENING. 


WHITE. BLACK, 
1. P. to K’s 4th. Т. P; to K's 4th: 
2. К. Kt. to B's 3rd. 9. P. to К. B's 4th.* 


Your best move is now to take the Pawn with the Kt.; but 
you may also play advantageously K's B. to Q. B's 4th. If, 
instead of either of these moves, you take the Pawn with 
K's Pawn, Black will have the better game. 


3. K's Kt. takes P. (best) 9. Q. to K. B's 3rd (best) 


* In the admirable German treatise on the openings, began by Von 
Bilguer and ultimately so well concluded by Von H. der Laza, the 
following remarks are made upon this opening, which there is desig- 
nated “Тнк Counter GAMBIT IN THE KNIGHT'S GAME." “During 
the summer of the year 1839, five of the best chess-players in Berlin, 
amongst whom were Von Bilguer, the deceased author of this work, and 
Von H. der Laza, its editor, agreed to meet weekly, and to select this 
opening as the subject of their investigations," (‘The most important 
variations resulting from these inquiries will be found in the present 
Chapter.) . . . . “Тһе principal authors who have turned their 
attention to this début are,—Lewis, lst Ed. (1842) pp. 84, 88; Lewis's 
Treatise, pp. 117, 122, 236, 239; Walker (1841), p. 186; Greco 
(Hirshell), pp. 112, 116; Cozio, i. pp. 280, 285, 288, 350, 353; Cozio, 
ii. pp. 342, 350, 354; Ponziani (1782), p. 105, and in the Palaméde of 
1843, pp. 19, 26, with the specific title of ‘Gambit en second. " М. 
Deschapelles, in the match by correspondence between Paris and Pesth, 
had recommended the move 2. P. to K. B's 4th as the best defence 
against K’s Kt. to B’s 3rd of the first player. It was, however, rightly 
rejected by the committee, and K’s Kt. to B’s 3rd adopted instead. 

The idea of this game is traceable to Damiano, but Greco appears to 
be its true elaborator. 
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If he play 3. Q. to K's 2nd, the subjoined moves show you 


will get the advantage :— 
3. Q. to K's 2nd. 


4. Q. to K. R’s 5th (ch.) 4. P. to К. Kt.'s 3rd. 
5. Kt. takes Kt,’s P. 5. Q., takes K's Р, (ch.) 
6. B. to K's 2nd (best) 6. K's Kt. to B's 3rd, 
7. Q. to R's 3rd (best) 7. P. takes Kt.* 

8. Q. takes R. 8. Q. takes K. Kt.'s P, 
9. К. to К. B's sq. 9. K. to B's 2nd. 

10. Q. to R’s 4th, 
With the better game, 

4 P. to Q’s 4th. 4. P. to Q’s 3rd. 
He may also take the K's P. with P. (See the Fourth Varia- 
tion.) 

5. Kt. to Q. B's 4th. 5. P. takes K's P. 

6. Q. Kt. to B's 3rd. 6. P. to Q. B's 3rd, 


or First Variation. 
This sixth move of Black gives rise to some extremely deli- 
cate manceuvring, in which, without the greatest exactness on 
White's part, he may lose a Knight. 


7. Q’s Kt. takes K's P. (best) 7. Q. to K's 3rd. 
8. Q. to K's 2nd. 8. P. to Q's 4th. 
9. Q’s Kt. to Q’s 6th (ch.) 9. K. to Q/s 2nd. 
If he play 9. K. to Q’s sq., these moves are likely to follow :— 
9. K. to Q's sq. 
10. Q's Kt. takes Q. Kt.'s P. (ch.) 10. K. to Q. B's 2nd. t 
11. Q. takes Ө. 11. Q's B. takes Q. 
12. K's Kt. to Q. R's 5th. 12. К. to К?з 3rd (best) 
13. Q's B. to Q's 2nd. 13. Q's Kt. to Q's 2nd. 


14. P. to Q. Kt.'s 4th, 
And afterwards Q’s Kt. to B's Sth, with a superior game. 


Observe here, that it is far from indifferent which Kt. you 
check with. If you play 9. K’s Kt. to Q’s 6th (ch.), he may 
move К. to Q’s sq. You reply with 10. Q's B. to К. Kt.'s 
5th (ch.); he then moves K. to Q. B's 2nd, and wins one of 
the Knights. At your 10th move, however, instead of checking 
with the B. you may play 10. Q’s Kt. to K. Kt.’s 5th; Black 


* If R. to Kt.'s sq, White replies with Q. Kt. to B’s 3rd, or Q. P 
to Q's 3rd, and then Kt. to K. B's 4th. 
T If he play otherwise the Knight will secure a retreat, 
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cannot then take the other Kt. on account of 11. Kt. to B's 
7th (ch.), winning the Queen, but he would take your Q. 
with Q. (ch.), and the game would probably go on thus :— 


11. B. takes Q. 11. B. takes Kt. 

32. Kt. to K. B's 7th (ch.) 12. K. to his 2nd, 

13. Kt. takes К, 13. Q's B. to K's 8rd, 
14. B. to Q's 3rd. 14. K's Kt. to B's 3rd. 


15. Kt. to K. Kt.'s 6th. 15. P. takes Kt, 
16. K's B. takes P., and 


White ought not to win. 


10. Q’s Kt. to K. B's 7th. 10. Q’s P. takes K's Kt. 
11. Q. takes Q. (ch.) 11. К. takes Q. 

12. K's B. takes P. (ch.) 12. K. to his 2nd. 

18. Kt. takes R. 18. Q’s B. to K's 8rd, 
14. K's B. to Q’s 8rd. 14. K's Kt. to B's 3rd. 
15. Сув B. to К. Kt.'s 5th. 15. Q's B. to K. Kt.'s sq. 


16. Castles, with a fine game. 


Should he, for his 15th move, instead of Q’s B. to K. Kt’s 
sq. play P. to К. Kt.'s 3rd, you may give up tke Knight for 
the era Pawns; but in the present position the Knignt need 
not be lost, 


FIRST VARIATION, 


Beginning at Black's 6th move. 


BLACK. 
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WHITE. BLACK, 
6. Q’s B. to K. B's 4th. 
7. P. to K. Kt.'s 4th. 7. Q's B. to К, Kt.’s 3rd. 
8. K's B. to Kt.'s 2nd. 8. P. to 9, B's 8rd. 
9. B. takes K's P. 9. B. takes B. 
10. Q’s Kt. takes B. 10. Q. to K's 3rd, 
11. Q. to K's 2nd. 11. P. to Q’s 4th. 


12. K's Kt. to Q’s 6th (ch.) 
If now Black take the Knight with his Bishop, you retake 
with the Q’s Kt. (ch.), then exchange Queens, and win the 
Q. Kt.’s P. He may, however, move 12. K. to his 2nd, 
whereupon you check with К?з Kt. at К. B's 5th, and after. 
wards liberate your other Kt. 


SECOND VARIATION, 
Beginning at Black's 6th move. 


Arrange the men according to the preceding diagram again, 
WHITE. BLACK. 
6. K’s Kt. to K's 2nd. 
7. P. to Q’s 5th: 7. Q. to К. Kt.’s 3rd. 
І at his 7th move he play Q's B. to К, B's 4th, you again 
attack the B. with K. Kt.’s P., and then play K’s B. to Kt.’s 
2nd. 
8. Q. to her 4th. 8. Q’s B. to K. B's 4th. 
9, Q’s Kt. to his 5th, gain- 
ing à Pawn. 
THIRD YARIATION, 
From Black's 6th move.—(See preceding diagram.) 


WHITE, BLACK., 
6. Q. to K. Kt.’s 3rd. 
7. P. to K. B's 3rd (best) 7. K’s Kt. to B’s 8rd, 
8. P. takes K’s P. 8. Kt. takes P. 
9. Q. to K's 2nd. 9. Qv'sB. to K. B's 4th, 
10. K's Kt. to Q’s 2nd. 10. Q’s Kt. to B's 3rd. 
11. K's Kt. takes Kt. 11. Kt. takes Q’s P. 


12. Q. to her 3rd, having won 
a Piece. 
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Black’s error in this last variation is not taking the К. B's 
P. with P. at his 7th move. If he take the P. you still have 
2 considerable advantage in position, but he avoids the loss of 
any of his men, (е,7.) 

7. P. takes К. B's Р, 
8. Q. takes P. 8. K's Kt. to B's 3rd, 
9. K's B. to Q's 3rd. 9. Q. to K. Kt.’s 5th. 
10. 9. to K’s 3rd (ch.) 10. В, to K's 2nd. 
11, Castles, with the bet- 
ter game. 


FOURTH VARIATION OF THIS GAME, 


Beginning at Black's 4th move. 


WHITE. BLACK. 


1. P. to K's 4th. 1. P. to K's 4th. 

2. K's Kt. to B's 3rd. 2. P. to К. B's 4th. 
9. Kt. takes K's P. 8. Q. to K. B's 8rd. 
4. P. to Q's 4th. 4. P. takes K's P. 
5. K's B. to Q. B’s 4th. 5. P. to Q. B's 3rd. 


If instead of this, he move 5. K’s Kt. to K's 2nd, the game is 
likely to proceed thus :— 
5. K's Kt. to K's 2nd. 
6. Q's Kt. to B’s 3rd. 6. Q. to К. B's 4th, 
7. Q’s Kt. to his 5th, 7. Q's Kt. to R’s 3rd. 
8. K's Kt. to B's 7th, 


Winning at least the Rook, for if he attempts to save it, he must lose the 
Q. by 9. Kt. to Q's 6th (ch.), &c. 


6. B. to B's 7th (ch.) 6. K. to his 2nd. 


Should he move the K. to Q’s sq., you can take the Kt., and 
if he retake with his R., play 9. Q's B. to К. Kt.'s 6th, 
winning the Q. in two moves. 


7. P. to K. Кв 4th. 7. P. to К. Кв 8rd. 
8, Q. to К. R’s 5%. 8. K. to Q’s 3rd. 
9. Ө B. to К, Kt.'s 5th 9. Р, takes В, 


10. Q. takes R., 
and you have an easy game 
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ANOTHER VARIATION, 


Beginning at the 8rd move of White. 


WHITE. BLACK, 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K's Kt. to B's 9rd. 2. Р.о К. B’s 4th. 
3. K's B. to Q. B's 4th. 8. P. takes K's P. 


Black might also play 9. P. to Q’s 3rd, and the position 
would be the same, as in one of the modifications of “ Phi- 
lidor's defence of the Knight's Opening."—In that case the 
game would probably be followed thus :— 

3. P. to Q's 3rd. 
4. P. to Q's 4th (best) 4. P. takes K's P. 
(If he take the Q's P. instead, you play 5. K. Kt. to his 5th, and have a 
much better game than he has.) 
5. Kt. takes P. 5. P. takes Kt. 
(1f the Kt. is not taken, you have evidently an excellent position.) 
6. Q. to К. R's 5th (ch.) — 6. К. to Q's 2nd. 
(By interposing the K. Kt. P. he would lose his Rook, and if he played 
the King to his 2nd, you checkmate him in two moves.) 
7. Q. to K. B's 5th (ch.) 7. К. to Q. B's 3rd. 
8. Q. takes P. at K's Sth. 8. P. to Q. Кз 3rd. 
(This is his only move to avert immediate mate.) 
9. P. to Q's 5th (ch.) 9. K. to Kt.'s 3rd. 
(If he move the K. to B's 4th, mate follows in four moves.) 
10. B. to K's 3rd (ch.) 10. B. to Q. B's 4th. 
(Should he play 10. P. to Q. B's 4th, you take the P. in passing, &nd 
then move Q. Kt. to B's 3rd, secure of the game.) 
11. B. takes B. (ch.) 11. K. takes B. 
12. P. to K. Kt.'s 4th (ch.) 12. K. takes P. 
(If he take the Bishop, you may mate him in four moves.) 
13. Kt. to Q'a 2nd. 13. P. to Q. Kt.'s 4th. 
(If 13, K. t D's 4th, he will be mated in three moves.) 
14. R. to Ki s sq. (ch.) 14. K. to R’s 4th. 
(It is indifferent where he plays.) 
15. Q. to her 4th, 15. Q. to her 3rd. 
15, Kt. to Kt.'s 3rd. (ch.) 
And you win, 
4. Kt. takes P. 4. Q. to K. Kt.’s 4th, 


You would play badly at move 4, in taking the K's Kt. with 


your Bishop. (e. g.) 
Xx 
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4. B. takes Kt. 4. R. takes B. 
5. Kt. takes K's P. 5. Q. to К. Kt.'s «th. 
6. Kt. to his 4th. 6. P. to Q's 4th. 
And he has the better position. 
5. Kt. to K. B's 7th (best) 5. Q. takes K. Rz.'s P. 


instead of 5. Kt. to B's 7th, you might play P. to Q's 4th, 
and if he took ће К. Kt.'s P., move Q. to К. R’s 5th (ch.) 
having a strong attack. 

6, R. to K. B's sq. 8. P. to Q/s 4th. 

7. Kt. takes R. 7. P. takes B. 
if you take the Q’s P. with B., instead of capturing the Rook, 
Black, as the annexed moves prove, will. haye the better 
game. 


7. B. takes Q's P. 7. Q's B. to K. R’s 6th. 
8. Q. to K's 2nd. 8. K's Kt. to B's 3rd. 
9. K's B. to Q. B's4th (best) 9. Q's Kt. to B's 3rd. 
10. Kt. takes R. 10. Q's Kt. to Q's 5th. 
And Black should win, 
8. Q. to К. R’s 5th. (ch.) 8. P. to К. Кїз 8rd. 
9. Q. takes K. R’s P. 9. Q’s B. to K's 8rd. 


10. Q. takes K. Kt.'s P. (ch.) 10. Q. takes Q. 
11. Kt. takes Q. 
and you have “the exchange" and a Pawn advantage. 

The foregoing examples will suffice to show that in this 
opening you obtain a decided superiority by answering Black’s 
9rd movo, P. to K. B's 4th, either with 3. K's Kt. takes K's 
Р. or 3. K's B. to Q. B's 4th. But the result is not so clearly 
in your favour, if in place of one of these moves you substi 
tute 3. P. takes K. B's P., as you will see by the following 
variations. 


VARIATION OF THIS GAME, 


Beginning at White's 8rd move. 


WHITE. BLACK. 
1. P. te K’s 4th. 1. P. тов, 
2. K. Kt. to B's 8rd. 2. P. to K. B's 4th. 
8. P. takes P. 9. P. to Q/s 8rd. 


This is Black's best mode of taking advantage of your bad 
$rd move, P. takes P. Не may also play 3. Q. to К. B's акі 
without danger; for example,— 
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3. Q. to K. B's 3rd. 
4. Q. to K's 2nd, 4. Q. Kt. to B's 3rd, 
5. P. to Q's 4th. 5. P. to Q’s 3rd. 
6. P. takes P. 6. P. takes P. 

7. Q. B. to K. B's 4th. 7. K. B. to Q's 3rd. 
8. P. to K. Kt.'s 4th. 8. K. Kt. to K's 2nd. 
9, Q. B. to К. Kt.'s 5th. 9. Q. to К. B's 2nd, 


10. P. to K. R's 3rd. 10. P. to K. R's 4th. 
11. К. B. to K. Kt.'s 2nd. 11. P. takes P. 

12. P. takes P. 12. R. takes R. 

13. K. B. takes R. 13. Р. to К. Kt.'s 3rd. 
14. B. takes K. Kt. 14. Ө. takes D. 


(If instead of taking the Kt., you play 14. P, to K. B's 6th, he will move 
14. K. Kt. to his sq., and win the Pawn and a better position ; and if 
you take P. with P., he takes again with his Kt., having a fine game.) 

15. P. takes K. Kt. P. 15. B. takes K. Kt. P. 
And he has the advantage. 


4. P. to Q’s 4th. 4. P. to K's 5th. 
5. Kt. to his 5th. 5. Q. B. takes P. 


You may also play 5. Q. to K's 2nd, but that would hardly te 
so good as the move given. 


6. Q. to K's 2nd. 6. P. to Q’s 4th. 
7. Q. to her Kt.'s 5th (ch.) 7. Q. Kt. to B's 8rd. 
8. Q. takes Q. Kt. P. 8. Q. Kt. takes Q. P. 
9. B. to Q. Kt.’s 5th (ch.) 9. Kt. takes B. 
10. Q. takes Kt. (ch.) 10. Q. to her 2nd. 
11. Q. to Q. Kt.’s 7th. 11. Q. R. to B's sq. 
12. Q. takes Q. К. P. 12. P. to К. It's 8rd, 
13. Kt. to К. R's 3rd. 18. B. takes Kt. 
14. K. Kt. P. takes B. 14. Q. takes P, 


And he has the superiority in position. 


GAME THE EIGHTH. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K's Kt. to B's 8rd. 9. P. to Q’s 4th. 


This defence may be adopted without much danger, but if 
you take his proffered Pawn with P. at your 8rd move, your 
position is slightly better than Blaek's. 


8. P. takes P. (best) 3. Q. takes P. 
п 2 
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Yhis appears to be his best reply. If instead of taking the 
Pawn, he play 3. Р. (s K's 5th, the result will be as follows :— 


57 р. to КЕБ. 


4. Q. to K’s 2nd. 4. Q. to K's 2nd. 
5. Kt, to Q's 4th. 5. K's Kt. to D's 3rd. 
6. Q's Kt. to B's 3rd. 6. Q. to K's 4th. 


7. K's Kt. to B's 3rd. 7. Q. to K's 2nd. 
8. K's Kt. to his 5th. 8. Q's B. to K. B's 4th. 
9. Q. to her Kt.’s 5th (ch.) 


And you must gain some advantage. 


4. Q's Kt. to B's 3rd. 4. Q. to K’s 2rd. 

5. B. to Q. Kt.'s 5th (ch.) 5. B. to Q's 2nd. 

6. Castles. 6. B. takes B. 

1. Kt. takes B. 7. K's B. to Q’s 3га, 
8. R. to K's sq. 8. P. to K. B’s 3rd. 


You might also play 8. K's Kt. takes K's P., and the next 
move place К?з R. at К?з sq., threatening to take Q. B's Р. with 
the Kt. 
9, P. to Q's 4th. 9. P. to О, B's 3rd. 
10. Q’s P. takes P. 10. P. takes P. 
11. K's Kt. takes P. 
Winning of course, 


Your success in this variation results from your 3rd move 
of P. takes P.; if instead of this you take the K's P. with the 
Knight, it is not so evident that any marked advantage would 
accrue to you; for instance,— 


WHITE. BLACK, 
1. P. to K’s 4th. . P. to K's 4th. 
2. K's Kt. to D's 3rd. . Р. to Qs 4th. 
9. Kt. takes K's P. . Q. to K's 2nd (best) 


This is considered his best move; if 3. P. takes P. the game 
proceeds thus:— 


со № ~ 


3. Р. takes Р. 
4. K's B. to Q. B's 4th, 4. Q. to К. Kt.'s 4th (best) 
5. P. to Q's 4th. 5. Q. takes K. Kt.'s P. 
6. R. to K. B's sq. 6. В. to К?з 3rd (best) 


(if he рау 6. B. to К. Кв fth, you may take К. B's P. with your B 
(ch.), and then return the B. to Q. B's 4th.) 


7. P. to Q's 5th. 7. B. to K, R's 6th, 
8. Q's В, to К. B's 4th. 


The game is equal. 
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4. P. to Q's 4th. 4. P. to К. B's 8rd. 
5. Kt. to his 4th. 5. В. takes Kt. 


Thore is a beautiful but not sound variation on your move at 
this point, the invention of Mr. Cochrane, which is to leave the 
K’s Kt. and play 5. Q's Kt. to B's 8rd. (Seo tho gamo ** bo- 
tween Messrs. Cochrane and Staunton,” in which this occurs, 
at the end of the present Chapter.) 


6. Q. takes B. 6. Q. takes P. (ch.) 
T. ©. takes Q. (ch.) 7. P. takes Q. 


There is no advantage on either side. 


From these variations you will gather that when Black 
adopts the defence of 2. P. to Q’s 4th in this game, your best 
answer is 8. P. takes Q’s P,, and that any other reply will lead 
to about an even game, 


GAMES 
ILLUSTRATIVE OF THE PRECEDING VARIATIONS, 


(From the Chess-Player’s Chronicle.) 


д . Game I.—Between Messrs. Cochrane and Staunton. 


wnriTrE, (Mr. Cochrane.) BLACK. (Mr. Staunton.) 
1. P. to K's 4th. 1, P. to K’s 4th. 
2. K. Kt. to B's 3rd. 2. P. 10 Q's 4th. 
3. Kt. takes К. Р, 3. Q. to К?з 2nd. 
4, P. to.Q's 4th. 4. Р. to К. B's 3rd, 
5. Q. Kt. to B's 3rd, 5. Р. takes К. Kt. 
6, Kt. takes Q. Р. 6. Q. to K. B’s 2nd, 
7. К. В. to 9. B's 4th, 7. Q. B. to К?з 31d, 
8 8 
9, 
10, 


. Castles. . P. to Q. B's 3rd, 
9. P. to K, D's 4th, 9. P. takes Kt, 

, В. Р. takes Р. 10. Q. to her 2nd, 
11. К. P. takes P. 11. B. takes P. 
13. P. to K’s 6th. 12. Q. to her D's 3rd, 
13, Q. to К, R’s 5th (ch.) 18, P. to К, Kt.'s 3rd. 
14. Q. takes D, 14. K. Kt. to K's ?nd, 
15. Q. to K’s 5th. 15. Q. takes B. 
16. Q. takes R, 16. Kt. to K. D's 4th. 
17. Q. B. to K. 15 6th. 17. Q. to her Kt.’s 5th, 
18. Q. takes D, (ch.) 18. Q. takes Q. 
19. В. takes Q. 19. К, takes В, 


20. P. to К. Kts 4th. 
Black surrenders, 
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| 0 :Gamu II.-—Between MM. Jaenisch and Petroff, 
(From the same work.) 


wnrrE. (M. Jaenisch.) BLACK. (M. Petroff.} 
1. P. to K's 4th. 1. P. to K's 4th, 
2. K. Kt. to B's 3rd. 2. P. to Q's 4th. 
3. K. Kt. takes P. 3. Q. to K's 2nd. 
. P. to Q's 4th. 4. P. to K. B's 3rd, 
‚ Kt. to B's 3rd. 5. P. takes P. 
. K. Kt. to Q's 2nd. 6. P. to K. B's 4th. 
7. Q. Kt. to B's 3rd. 


К. Kt. to Ө. Kt.’s 3rd, 8. K. Kt. to B's 3rd. 


4 
5 
6 
7. K. B. to K's 2nd. 
8 
9 


. Castles. 9. Q. to K. B's 2nd. 
\0. P. to Q. B's ath. 10. Q. B. to Q's 2nd. 
al. Q. B. to К. B’s 4th, 11. Castles. 

12. Q. Kt. to B's 3rd. 12. P. to К. R's Std. 
13. P. to Q. R’s 3rd. 13. P. to K. Kt.'s 4th. 
14. Q. B. to Q's 2nd. 14. P. to K. B's 5th. 
15. P. to Q's 5th. 15. Q. Kt. to K's 4th. 
16. K. Kt. to Q's 4th. 16. К. B. to Ө. B's 4th, 
17. Q. B. to K's sq. 17. K. R. to Kt.'s sq. 
18. P. to Q. Kt.'s 4th. 18. K. B. to K's 2nd. 
19. Р. to К. B's 3rd. 19. P. to K's 6th. 

20. Q. to her Kt.'s 3rd. 20. P. to K. Kt.'s 5th, 
21. P. to Q. B's 5th. 21. P. takes K. B. P 
22. Kt. takes P. 22. Kt. takes Kt. (ch.) 
23. B. takes Kt. 23. Kt. to K. Kt.'s 5th 
24. Q. to her B's 4th. 24. К. to Kt.'s sq. 

25. Q. to K's 4th. 25. Q. R. to K's sq. 
26. P. to Q's 6th. 26. Q. B. to his 3rd. 
97. Q. to her 4th. 27. B. takes B. 

28. R. takes B. 28. B. to K. Kt.'s 4th. 
29. Q. Kt. to his 5th. 29. P. to Q. B's 3rd. 
30. P. to Q's 7th. 30. Q. R. to K's 3rd. 
31. B. to K. Kt.'s 3rd. 31. P. takes Q. Kt.* 
32. B. takes B. P. (ch.) 32. Kt. to K's 4th. 
33. B. takes Kt. (ch.) 33. R. takes B. 

34. Q. takes R. (ch.) 34. K. to R’s sq. 

35. R. takes Q. 35. P. to K's 7th. 

36. Q. to K's 8th (ch.) 36. R. takes Q. 


37, P. takes R., becomes a Queen (ch.), and wins. 


* If Black had taken the B. with К, B. P. at this point, the following 
moves show that he would have equally lost :— 
! 21. P. takes В. 
32. Q. takes Kt. 32. P. takes P. (ch.) 
33. K. to R's sq. 33. Ө. takes 9. P. 
34. Q. to К. Kt.'s 3rd (ch.), and wins. 
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CHAPTER IV. 
GAME THE NINTH. 


Tur Grvoco Prano. 


Ах attentive examination of the eight separate methods of 
reply to your second move of K's Kt. to B's 3rd in the ante- 
cedent games, will have enabled you to understand that four 
at least of these defences, viz.: P. to K. B's 8rd, B. to Q’s 3rd, 
Q. to B's 3rd, and В. to ©. B's 4th, are untenable and inju- 
rious for the game of the second player, and that the remain- 
ing four, if not absolutely bad for him, are unsatisfactory, 
because against the best attack, they leave the balance of 
advantage in. favour of the party playing first. 

It is now time to consider the consequences to both parties 
when Black, abandoning the objectionable or uncertain 
modes of play he has hitherto adopted, shall answer with the 
move which the best authorities at length coneur in recom- 
mending as the proper one, 7. e., 2. Q’s Kt. to B's 8rd. Upon 
his playing thus, you have the choice of three good moves: in 
the first place, to play 9. K's B. to Q. B's 4th, as in the 
present game; secondly, 3. P. to Q’s 4th; and thirdly, P, 
to Q. B's 3rd. The two latter of which will form the sub- 
jects of games hereafter. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th, 
9. K's Kt. to B's 8rd. 2. Q’s Kt. to B's 8rd. 
3. K's B. to Q. B's 4th. 3. Кв B. to Q. B's 4th. 


Tt is generally admitted that Black’s 8rd move is the best he 
can adopt; and the opening now formed is that which the 
Italians have entitled the “Giuoco Piano;"* an opening, 

less attacking than many others, but one perfectly safe for 
both players, and therefore always in request, and which 
dec generates games of the most solid and instructive 
ind. 


* The leading works to be consulted on this important opening, aro 
Lolli, pp. 46, 162, 264; Ponziani, 1782, p. 53; Stamma, 1745, pp. 
7—19; Lewis (1st Ed.), pp. 94—125; (2nd Ed.), pp. 90—120, 152—170; 


+ also in his last Treatise, 1844, pp. 148—189; Mauvillon, 1829; Bilguer’s 


Handbuch, 1843; and the immense coilection of games in the Chess- 
Player's Chronicle, vol. i. to vii. 
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Instead of this move, he may however play 3. K’s Kt, 
to B’s 8rd, or 4. P. to K. B’s 4th, both of which will be sub- 
sequently examined; 4. Q’s P. one is obviously bad for him, 
by shutting in his K's B., and 4. Q. to K. B’s 3rd, a move too 
frequently adopted by young players, will be touched upor. 
incidentally in the analysis of the former two. 


4, P. to Q. B's 8rd. 4, K’s Kt. to B's3rd (best) 


Your move of 4. P. to Q. B's 3rd is the one most played at 
this point, because it makes an outlet for your Q. to her 
Kt.s 3rd, and enables you at the proper moment to advance 
the Q’s P. to the 4th sq.; but 4. Q's Kt. to B's 8rd, о 
4. P. to Q's 8rd (see Game 15th), though less immediately 
attacking, may also be made with advantage. You may like 
wise castle at this moment (see Game 14th). Black’s answer 
of 4. K's Kt. to B's 3rd, is the oldest and best defence he 
ean adopt. It is to be found as far back as the time of 
Damiano, 1512, and modern authorities agree in acknow- 
ledging it to be the most secure reply at Black’s command. 
Instead of this move, however, it has been shown in the 
* Handbuch" of Bilguer and H. der Laza, that he may 
without any very marked disadvantage, play either 4. Q. tc 
K’s 2nd, or 4. K's В. to Q. Kt.’s 3rd (see Game 13th), both of 
which will be considered presently, together with 4. P. to 
Q’s 3rd (see Game 11th), the move commended by the great 
Italian players, and subsequently by Lewis, but which cer- 
tainly appears less effeetive than bringing out the K's Kt. 


5. P. to Q's 4th. 5. P. takes P. 


The question as to which is your best 5th move, has long 
cecupied the attention of the leading writers. Mr, Lewis has 
a preference for 5. P. to Q’s 8rd; but he remarks, it is diffi- 
cult to decide (see Game 10th); and Bilguer and Н. der 
Laza recommend you to castle—the result of which shall 
be shown in Variation III. If instead of any one of these 
three ways, you play 5. Kt. to Kt.’s 5th, the following moves 
will show that your opponent gains the advantage of position: 


5. K's Kt. to his 5th. 5. Castles. 

6. P. to K. B's 4th. 6. P. to Q's 4th (best) 

7. P. takes Q's P. (best) 7. Kt. takes P. 

8. B. takes Kt. 8. Q. takes В. 

9. Q. to К. B's 3rd. 9, K's К. to Q's sq. (best) 
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If you play 9. Q. to К. R's 5th, Black plays 9. Q's В. to К, B's 4th, 
and the second player should win. Black’s 9th move, К?з К. to Q's sq., 
first occurs in a game between the writer and Mr, Horwitz, and it appears 
to be a satisfactory reply to the attack. 


6. P. to K's 5th. 6. P. to Q/s 4th (best) 


You might have played 6. P. takes P., a move the German 
masters recommend, and the consequences from which will 
be shown in Variation II. You may also play 6. P. to Q. 
Kt.’s 4th, and upon the Bishop retreating, take 7. P. with 
P.; in that case, Black must not take the Kt.'s P. with Kt., on 
account of your playing P. to K's 5th, which would then give 
you a capital game. 

Black plays the best move he has. If instead, he mova 
6. Q. to K’s 2nd, you castle; if 6. К?з Kt. to his 5th, you may 
take К. B's P. with B., checking, and when the К. takes B., 
play Kt. tohis 5th (ch.), or better perhaps than taking the K. 
B's P., take Q's P. with P. But, as recommended by some 
authors, he may play 6. K's Kt. to K's 5th, which will form 
the subject of Variation I. 

7. K's B. to Q. Kt.'s 5th. 7. K's Kt. to Кв Sth. 


If at move 7. you take the Kt. with K's P., he takes your B. 
with P., and if then you play 8. P. takes K. Kt.’s P., he 
replies with 8. K's R. to Kt.’s sq., and has the better game. 


8. B. takes Kt. (ch.) 8. P. takes B. 

9. P. takes P. 9. B. to Q. Kt.'s 3rd. 
Black may cheek with his B. here; but that is hardly so good 
xs the move given. (е. g.) 

9. B. to Q. Kt.'s 5th (ch.) 
10. B. to Q's 2nd. 10. B. takes В. (ch.) 
11. Q's Kt. takes B. 11. P. to K. B's 4th. 


You may now play 12. Q's К. to Q. B's sq, having a slight advantage 
of position. f 

10. Castles. 10. Q's B. to K. Ec.'s Sth 
11. Q's B. to K's 31d. 11. Castles. 


The game is equal, 


VARIATION I., 
Beginning at Black s 6th move. 


WRITE, BLACK. 
f. P. to K's 4th. 1. P. to K's 4th. 
9, K's Kt. to B's 3rd, 9. Q’s Kt. to B's 8rd. 
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, K's B. to Q. B's 4th. 
„Р, to Q. B's ord, 

‚ P. to Q's 4th, 

. P. to K's 5th. . K's Kt. to K's 5th. 
. К B. to Q's 5th. . Kt. takes K. B's P. 


If you play 7. Q. to K's 2nd, he moves 7. P. to Q's 4th, an? 
on your playing 8. P. takes Р. in passing, he moves 8. Q’s В. 
to K. B's 4th, with a better position; and if you move 
7. P. takes P., he then checks with his B., and the game 
is equal. 
8. K. takes Kt. 8. P. takes P. (dis. ch.) 
9. К. to Kt.'s 3rd. 9. P. takes Q. Kt.'s Р, 


The King, at your 9th move, has three squares to move to, 
each of which has its advocates; the Italian authors recom- 
mend K. to his own sq.; Jaenisch, Ghulam Kassim, and 
Mendheim prefer the move in the text; and Petroff advises 
K. to B's sq. It may be well to examine the first and last 
before proceeding with the other. 


In the first place then suppose,— 


. K's B. to Q. B's 4th. 
. Кв Kt. to B's 3rd. 
. P. takes P. 


її Фф c a 
IDA б 


9. K. to his sq. 9. P. takes Q. Kt.'s Г. 
10. Q's B. takes P. 10. Q's Kt. to K's 204, 
11. K. B. to K's 4th. 11. P. to Q's 4th. 

12. P. takes P. in passing. 12. Q. takes P. 
13. Q. takes Q. 13. P. takes Q. 


14. Q's Kt. to B's 3rd. 14. Q's B. to К, B's 4th. 
15. K. to his 2nd, 


White appears to me to have the advantage. 


In the second place suppose you play,— 


9. K. to B's sq. 9. P. takes P. 
10. Q's B. takes P. 10. Castles. 
11. Q's Kt. to Q’s 2nd. 11. P. to Q's 3rd. 
12. Q's Kt. to K's 4th. 12. Q's Kt. to K's 2ud. 


13. Q's Kt. takes B. 13. Р. takes Kt. 

14. B. to K's 4th.* 14. Q's B. to K. B's 4th. 
15. Q. to her Вв 2nd, 15. B. takes B. 

16. Q. takes B. 16. Q. to her 4th, 


17. Kt. to K. Kt.'s 5th. 


His best move apparently is to take your Q., and you have then I think 
the better game. 


* Not B. takes K. B's P. (ch.), because he would of course take with 
his K. 
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10. Q’s B. takes P. 10. Q’s Kt. to K's 2nd. 
11. Q. to her B's 2nd. 11. P. to Q’s 8rd. 
Ghulam Kassim, in his copious analysis of this position, 

recommends you to play 11. P. to К. Ке 8rd, or 11, K's B. 
to K's 4th, and in both cases his variations end in giving the 
advantage to White. Jaenisch prefers, but I think without 
sufficient reason, 11. K’s R. to K’s sq.; the move in the text 
of 11. О. to her B's 2nd, strikes me as at least equal to any 
of the others. 

12. B. to K’s 4th. 12. Kt. to К. Kt.'s 3rd. 

13. Q’s Kt. to Q’s 2nd. 13. P. to ©. B's 3rd. 

14. Q's К. to Q's sq. 

And the game appears to me in your favour. 
Remember that at your move 14, you must not, instead of 
playing Q's R. to Q's sq., take the Kt. with your B., and 
afterwards play 15. Q’s Kt. to K's 4th, because after taking 
your B. with K. R's P., he might move Q’s B. to K. B's 4th, 
and thus prevent you moving your Kt. advantageously. 


VaAmrATION IL, 


Beginning at White's 6th move. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K's Kt. to B's 8rd. 2. Q’s Kt. to B's 3rd. 
3. K's B. to Q. B's 4th. 3. K's B. to 9. B's 4th. 
4. P. to Q. B's 3rd. 4. K's Kt. to B's 3rd. 
5. P. to Q/s 4th. 5. P. takes P. 
6. P. takes P. 6. B. to Q. Kt.'s 5th (ch.) 


In the former example, you advanced the K's P. on the Kt., 
but the present move is advocated among the German players, 
and may be played without danger. Black’s best reply is to 
check with his В. 


T. B. to Q's 2nd. T. B. takes B. (ch.) 


Tf you interpose Q’s Kt. at B's 3rd, the following moves will 
occur :— 
7. Q's Kt. to B's 3rd. 7. Kt. takes K's P, 
8. Castles. 8. B. takes Kt. 
9. P. takes B. 9. P. to G s 4th. 
And he has an equal position and a Р more. 
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8. Q’s Kt. takes B. 8. P. to Q's 4th, 
9. Р. takes Р, 9, Kt. takes P. 
10. Q. to her Kt’s 3rd, 10. Q’s Kt. to K's 2nd. 


The game is even. 


Variation III, 


Beginning ai. White's 5th move, 


WHITE. BLACK. 
1. P. to K's 4th. . Pato Is 4th, 
2. K's Kt. to B's 3rd. . Ов Kt. to B's 3rd. 
3. K's B, to Q. B's 4th. . K's B. to Q. D's 4th, 
4, P. to Q. B's 8rd. . K's Kt. to B's 314. 
5. Castles. . Kt. takes K's P, 


Castling at this crisis is unanimously condemned by the 
Italian triumvirate, Lolli, Ponziani (second edition), and the 
anonymous Modenese;* but as the present variation shows, 
it may be adopted. with perfect safety. 

Upon Black's 5th move the authorities of Italy and of Ger- 
many are at issue, the Italians, with one accord, denouncing 
the move 5. Kt. takes P., on account of White playing 6. Q. to 
K's 2nd, and recommending instead that Black should castle 
also; whilst Messrs. Bilguer and Н. der Laza, on the con- 
trary, pronounce 5. Kt. takes K's P. to be the best move of all 
for the second player. ‘The result of the other mode of play 
may be seen in the following variation :— 


Сл o Со м + 


* We must be careful of attaching too much importance to the opinions 
of the earlier authorities and the distinguished writers of the Italian 
School—their theory of openings being founded upon principles of play'so 
different to ours, as to render it frequently a useless and sometimes a very 
treacherous guide, In the time of Damiano and Lopez, Castling appears 
to have been unknown, at least in Spain and a great part of Europe, and 
the method of performing this operation in Italy, where it is supposed to 
have originated, has been subjected to so many variable restrictions, and 
has been, and is, so dissimilar to the uniform and regular mode proposed 
by Greco, and now adopted throughout England, Germany, and France 
that any system of openings dependent on the one, must be in some degree 
inapplicable to the other. Another peculiarity in the game of the Italian 
School, which must also tend to qualify the value of their theories to us, 
is that the Pawn in making two steps at his first move, can never be 
taken by a hostile Pawn in passing, but is privileged “passer battaglia,” 
to pass the enemy untouched, 
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5. Castles. 
6, P. to Q's 4th. 6. B. to Q. Kt.’s 3rd (best) 
7. P. takes P. 7. K's Kt. takes K's Р, 
8. P. to Q. Kt.'s 4th. 8. K. to R's sq. (best) 
9. P. to Q. R’s 4th. 9. P. to 9. R's 3rd, 
10. B. to Q's 5th. 10. P. to К. B's 4th. 


11. Q's К, to his 2nd. 
And you have the better game. 


6 Q. to K's 2nd. 6. P. to Q/s 4th. 


You may also play 6. B. to Q's 5th, and make an even рате, 
for instance,— 
6. D. to Q's 5th. 6. K. Kt. to B’s 3rd. 
7. B. takes Q. Kt. 7. Q. Kt. P. takes B. 
8. Kt. takes K, P. 
Your game is at least as good as Black's. 


ato. Ies otb. 7. Castles. 

8. B. takes Q. Kt. 8. P. takes B. 

9. Kt. takes К.Р. 9. Q. B. to Kt.'s 2nd. 
10. P. to Q’s 4th. 10. K. D. to Q. Kt.'s 8rd. 


"There is no advantage on cither side. 


At your 6th move in this game it is not good, I think, in- 
stead of Q. to K's 2nd, or B. to Q's Sth, to play P. to Q’s 4th, 
as the following moves seem to give your opponent the better 


6. P. to Q's 4th, 6. P. takes P. 
7. R. to К’ sq. 7. P. to Q's 4th. 
8. P. takes P. 8. B. to 9. Kt.'s 5th. * 
9. B. to Q's 2nd. 9. Castles. 
10. D. takes B. 10. Kt. takes В. 
11. Q. to her Kt.’s 3rd. 11. Р. takes B. 
12. Q. takes Kt. 12. Kt. to Q's 3rd. 


Black can sustain his Pawn. 


GAME THE TENTH. 


WHITE. BLAK. 
Y. P. to K's 4th. 1. P. to K’s 4th. 
2. K's Kt. to B's 3rd. 2. Q’s Kt. to B’s 8rd. 
3. K's B. to Q. B's 4th. 3. K's B. to Q. B's 4th 
4. P. to 9. B's 8rd. 4. K's Kt. to B's 3rd. 
5. P. to Сув 3rd. 5. P. to Q’s 3rd. 


Your 5th move is preferred to P. to Q's 4th by some players 
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as safer, though less attacking. (For the result of 5. K. Kt. to 
Kt.’s 5th, see Game VI., between Messrs. Horwitz and Staunton, 
at the end of the Chapter.) If Black reply with 5. K's Kt. 
to his 5th, you can take the K. B's P., checking, and if the K. 
take the B., you eheck with the K's Kt., and take his Kt. 
with your Q.; if he refuse to take your B. with his K., you 
play Q’s B. to K. Kt.’s 5th, having the better game. In 
reply to your 5th move, he may also play 5. P. to Q’s 4th, 
when the following moves are likely to ensue :— 
5. P. to Q's 4th. 


6. P. takes Q's P. 6. K's Kt. takes P. 
7. Q. to her Kt.'s 3rd. 7. Q's B. to K's 3rd. 
8. Q. takes Q. Kt.'s P. 8. K's Kt. to K's 2nd. 
9. B. takes B. 9. P. takes B. 
Your game is better than Blavk's. 
6. P. to Q’s 4th; 6. P. takes P. 
4. P. takes P. 7. B. to Q. Kt.'s 8rd. 
9. 95 Kt. to B's 3rd. 8. Q’sB. to K. Kt.’s 5th. 
9. P. to Q’s 5th. 9. Q’s Kt. to K's 4th. 
The game is equal. 
GAME THE ELEVENTH. 
WHITE. BLACK. 
1. Р. to K's 4th. 1. P. to K's 4th. 
9. K's Kt. to B's 3rd. 2. Qs Kt. to B's 8rd. 
3. K's B. to Q. B's 4th. 9. K's B. to Q. B's 4th. 
4. P. to Q. B's 3rd. 4. P. to Q's 8rd. 


Black’s move of 4. P. to Q’s 3rd is sarctioned by сле approval 
of Mr. Lewis, who appears to prefer it to the more generally 
adopted one of K's Kt. to B's 3rd. It may be made, I think, 
without any positive disadvantage, but I agree with the Ger- 
man writers in believing the latter more advisable. 

5. P. to Q’s 4th. 5. P. takes P. 

6. P. takes P. 6. B. to Q. Kt.'s 5th (eh.) 


He may also play 6. B. to Q. Kt,’s 3rd, without danger. (е. 9.) 


&. B. to Q. Kt.'s 3rd. 
7. P. to К, R’s 3rd, 7. K's Kt. to B's 3rd, 
8. Q’s B. to К, Kt.'s 5th, 8. P. to К. Вв 3rd. 


киын - 
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9. B. takes Kt.* 9. Q. takes B. 
10. B. to Q. Kt.'s 5th. 10. Castles, 
11. В. takes Kt. 11. P. takes B. 
12. Castles. 12. P. to Q. B's 4th. 
13. P. to K's 5th. 13. Q. to K. Kt.'s 3rd. 


And Black's game is fully equal to yours. 

At your 6th move, instead of immediately taking the Pawn, 
you may play 6. P. to Q. Kt.’s 4th, and when the Bishop 
retires, take the P. with Q. B's P., and in that case Blaek 
must not take the Kt.'s P. with Kt., or he will lose a Piece. 


7. B. to Q/s 2nd. 7. B. takes B. (ch.) 


An interesting variation arises nere from your moving the K. 
to B's sq., instead of interposing the Bishop. (See Var. I. 


8. Q's Kt. takes B. 8. K's Kt. to B's 3rd. 
9. Q. to her Kt.'s 3rd. 9. Castles. 
10. Castles. 10. Q’s Kt. to R’s 4th. 
11. Q. to her B's 2nd. 11. Kt. takes B. ' 
19. Q. takes Kt. 19. Kt. takes K's P. 
18. Kt. takes Kt. 18. P. to Q’s 4th. 
14. Q. to K's 2nd. 14. P. takes Kt. 


15. Q. takes P. 


There is little difference in the positions, but your men are 
better disposed for immediate action, and you haye the advan- 
tage of a Knight against a Bishop. 


VARIATION I., 


Beginning at White's 7th move. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P..to K's 4th. 
2. K's Kt. to B's 8rd. 2. Qs Kt. to D's 31d. 
3. K's B. to Q. B's 4th. 3. K's B. to Q. B's 4th. 
4. P. to Q. B's 8rd. 4. P. to Q’s 8rd. 
5. P to Q’s 4th. 6. P. takes P. 
6. P. takes P. 6. В. to Ө. Kt.'s 5th (ch.) 
7. K. to his B's sq. 7. Q's B. to K. Kts 5th, 


The ingenious move of К. to his B's sq. at this moment, 


* Tt would be imprudent to move 9. B. to R’s 4th, and when the Kt.'s 
Р. was pushed to Kt.’s 4th, to give up the B. for the two Pawns, because 
Black wovld play R, to K, B's sq., with a safe gems. 
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instead of interposing either the Kt. or B., was first introduced 
by Mr. Lewis, and although great pains have been taken by 
the latest writers to prove it unsound, I believe it may be 
made, not only with safety, but with advantage to your game 
8. Q. to her Ws 4th. 8. В. takes Kt. 
In place of 8. Q. to her R’s 4th, you might first play P. to 
Q’s 5th, and proceed as follows :— 


8. P. to Q's 5th. 8. B. takes Kt. 

9. Q. to R’s 4th, 9. B. takes K’s P. 
10. P. takes Kt. 10. P. to Q. Kt.'s 4th. 
11. B. takes Q. Kt.'s P. 11. B. takes Q's Kt. 
12. Q. takes K's B. 12. B. to K. B's 4th. 


The game is even. 

Instead of either 8. P. to Q's 5th, or 8. Q. to her R’s 4th, you may get 
an excellent game by playing 8. Q. to К. Kt.'s 3rd. 

9, P. takes B. 9. Q. to her 2nd. 

10. K's B. to Q. Kt.'s 5th. 10. Castles. 
If you play 10. P. to Q’s 5th, he moves the Kt. to K's 4th, 
and when you have taken his B. with Q., he checks at K. R's 
6th, and afterwards takes the doubled P. with his Queen. 

11. K. to Kt.'s 2nd. 


And it appears to me that White has an unquestionable 
advantage. Instead of this move, the best authorities, even 
including Mr. Lewis, make you take the Kt. with B. Black 
retakes with his Q., and, as in doing so, he attacks your Q’s 
B., an exchange of Queens takes place, and the game is 
equal; but by first moving the K. to Kt.'s 2nd, you avoid the 
necessity of this exchange, and, I believe, must win a Piece b 
force. When, however, you play 7. К. to B's sq., Blac 
is not compelled to reply with 7. Q's B. to К. Kt.’s 5th, 
although it is apparently his best move; he may play 7. Q. ta 
her 2nd, or 7. K's В. to Q. R's 4th, as in the following 
examples. In the first instance ;— 

7. Q. to her 2nd. 


8. Q. to her R’s 4th. 8. B. to Q. R's 4th. 
9. Q’s Kt. to Ө. R’s 3rd. 9. K's B. to Ө. Kt.’s 3rd 
(You would play badly to move 9. P. to Q's 5th, as he would auswet 
with 9. Q's Kt. to K's 4th.) 
10. К’ B. to Q. Kt.’s 5th. 10. P. to Ө. R's 3rd. 
11. P. to Q's 5th. 11. P. takes B. 
12. Q. takes R. 12. Kt. to Ө. R's 4th. 
13. P. to Q. Kt.'s 4th. 
You have the better game, 
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if at his last move he play 12. Q. Kt. to K's 2nd, you auswer with 
Q's B. to K's 3rd. 


In the second instance :— 
7. K's B, to Q. R's 4th. 
8. Q. to her R's 4th. 8. Q's B. to Q's 2nd. 
9. P. to Q's 5th. 9. Q's Kt. to Q's 5th. 
If he play 9. Kt. to K's 4th, you speedily ensure an advantage. (е. g.) 
9. Q's Kt. to K's 4th. 
10. Q. takes K's D. 10. Kt. takes В. 
11. Q. to her B's 3rd. 1l. B. to Q. Kt.'s 4th. 
12. Q. takes K. Kt.'s P. 
With a superior game, 
10. Q. takes K's В, 10. Kt. to Ө. B's 7th. 
11. Q. to her B's 3rd. 11. Kt. takes Q's R. 
12. P. to Q. Kt.'s 3rd. 12. Q. to К, B's 3rd. 
13. B. to Q. Kt.'s 2nd, 
or P. to K's 5th. 
And you have the better game. 


At the 8th move of this last variation, Black would do better perhaps 
to play 8. P. to Q. Rs 3rd, instead of Q's В. to Q's 2nd; for example,— 


8. P. to Q. R’s 3rd. 


9. P. to Q's 5th. 9. P. to Q. Kt.'s 4th. 
10. Q. to her R's 3rd. 10. P. takes B. 
11. P. takes Kt. 11. B. to Q. Kt.'s 3rd. 


12. Q. to her B's 3rd. 
You have a slight advantage. 


GAME THE TWELFTH. 


WHITE. BLACK. 
1. P. to K’s 4th. 1, P. to K's 4th. 
2. K. Kt. to B's 3rd. 9. Q. Kt. to B's 8rd. 
9. K. B. to Q. B's 4th. 9. К.В. to Q. D's 4th, 
4. P. to Q. B's 8rd. 4. P. to K. B's 4th. 


Black's 4th move in this game is extremely hazardous, and if 
properly answered, must always serve to assist the first 
player's attack. 

5. P. to Q’s 4th. 5. К. B. P. takes К.Р, 
He may likewise play 5. P. takes Q. P., but the advantage 
will be equally on your side. (e. g.) 

5. Р, takes Q. P. 
6. K. Kt. to his 5tb, 6. P. to Q's 4th. 
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7, В. takes Q. P. 7. P. takes K. P. 

8, B. takes K. Kt. 8. R. takes B. 

9. Q. to К. R’s 5th (ch) 9. P. to К. Kt.'s 3rd, 
10. Q. takes K. R. P. 10. Q. to her 4th. 
11, P. to Q. B's 4th. 11. Q. takes P. 


(If he check with the B. first, you play 12. B. to Q's 2nd.) 


12. Ө. Kt. to Q's 2nd. 12. B. to Q. Kt.'s 5th. 
13. K. Kt. takes K. P. 
And you have an excellent game. 


6. K. Kt. takes K. P. 6. В. to Q. Kt.'s 3rd, 
7. Q. to K. R’s 5th (ch.) 7. P. to К. Kt.'s 8rd. 
8. B. to K. B's 7th (ch.) 8. K. to B's sq. 
9. Q. B. to K. Кв 6th (ch.) 9. Kt. takes B. 

10. Q. takes Kt. (ch.) 10. K. to his 2nd 

11. B. takes Kt.'s P. 11. Kt. takes Kt. 


12. 9. to К, Kt.'s 5th (ch.) 
And you must win. 


GAME THE THIRTEENTH. 


As was remarked at the opening of the Chapter, Blaek fox 
his 4th move, instead of K's Kt. to B's 3rd, may play without 
much danger either 4. ©. to K's 2nd, or 4. B. to Q. Kt.'s 3rd. 
In the first place, suppose,— 


WHITE. BLACK. 
1. P. to K’s 4th. . P. to K's 4th. 
2. K's Kt. to B's 3rd. Q's Kt. to B's 8rd. 
9. K's B. to Q. B's 4th. K's B. to Q. B's 4th. 
4. P. to Q. B's 8rd. 3 8 to K's 2nd. 
5. P. to Q’s 4th. 5. B. to Q. Kt.'s 8rd. 


If for his 5th move he takes P. with P., you castle, and have 
an undoubted superiority of position ; for example.— 


p 


5. P. takes P. 
6. Castles. 6. Kt. to K's 4th, 
7. Kt. takes Kt. 7. Q. takes Kt. 
8. P. to K. B's 4th. 8. P. takes Q. B's P. (dis. ch.) 
9. K. to R’s sq. 9. P. takes Ө. Kt,'s P. 
10. P. takes Q. 10. P. takes Q's R, (becoming a 
11, Q. to her 5th. Queen.) 


Anu you ought to win easily, 
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6, P. takes K's P. 6. Kt. takes P. 

T. Kt. takes Kt. 7. Q. takes Kt. 

8. Castles. 8. P. to Q’s 8rd. 

9. K. to R’s sq. 9. Q's B. to К?з 8rd. 


In the German “Handbuch,” the game is here dismissed as 
aqual. I cannot help thinking it a little in your favour. 
In the second place, — 
4. K. B. toQ. Kt.’s 8rd. 
5. P. to Q’s 4th. 5. P. to Q’s 3rd. 


If he play 5. Q. to I&'s 2nd, the position is the same as in the 
variation first given. 

6. P. takes P. 6. P. takes P. 

7. Q. takes Q. (ch.) 7. K. takes Q. 

8. В. takes К. B's P., 
and you have the better game. 

This phase of the Giuoco Piano Game, where the second 
player moves his Q. to K's 2nd on his 4th move, has been 
very fully analysed in the little work before mentioned, by 
Ghulam Kassim, and will be further illustrated by the games 
appended to this Chapter. 


- 


GAME THE FOURTEENTH. 


WHITE. " BLACK. 
1. P. to K’s 4th. 1. P. to K's 4th. 
9. K's Kt. to B's 3rd. 2. Q’s Kt. to B's 8rd. 
8. K's B. to Q. B's 4th. 3. Ks B. to Q. B's 4th, 
4. Castles. 4. P. to Q’s 2rd. 


Castling at your 4th move appears to me at least as good 
а move as playing P. to Q. B's 2rd. Black’s response is 
recommended by Ponziani and most leading writers sinee, 
as the best he can make. If, instead, he play 4. K’s Kt. to 
B's 3rd, the following moves are likely to occur :— 
4. K's Kt. to B's 3rd. 
5. K's R. to K's sq. 5. Castles. 
6. P. to Q. B's 3rd. 6. K's К. to K's sq.* 


* He may also play Р. to Q’s 3rd. 
1 
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7. P. to Q’s 4th. 7. B. to Q. Kt.'s 3rd.* 
8, Kt, to Kt.'s 5th. 8. R. to K's 2nd. 
I prefer your game. ' 
5. P. to б. B's 8rd. 5. Q’s В.К. Kt.'s 5th 
6. Q. to her Kt.'s 8rd. 6. Ч’ B. takes Kt. 


Vf, in place of taking the Knight, he play 6. 9. to her 2nd, 
you must not take K. B's P. with your B., but Q. Kt.'s P. 
with your Q., as follows :— 
6. Q. to her 2nd. 

7. Q. takes Q. Kt.'s P. 7. Q's R. to Kt.'s sq. 

8. Q. to R’s 6th. 8. B. takes K's Kt. 

9. P. takes B. 9. R. to Q. Kt.'s 2rd. 

10. Q. to Q. R’s 4th. 10. Q. to K. R's 6th. 

11. B. to K's 2nd (best) 


And you have a P, more and a good position. 


7. B. takes K. B's P. (ch.) Т. К. to К. B's sq. 

8. K. Kt.’s P. takes Q’s B. : 8. Q. to К. B's 8rd. . 

9. K's B. to К. Is 5th. 9. P. to К. Kt.s 3rd. 
10. K's B. to Kt.'s 4th. 10, B. to Q. Kt.'s 3rd. 


11. Q. to her sq. 
You have the better game. 

Tf, instead of retreating the Bishop at his 10th move, ke 
play 10. P. to K. Ке 4th, you play 11. B. to К. Кв 8rd, and 
should he take the doubled Pawn, you then move B. to 
K, Kt.’s 2nd, and subsequently win a Piece by taking the 
Q. Kt.’s P. with your Queen. 


GAME THE FIFTEENTH, 


WHITE. BLACK. 


1. P. to K's 4th. 1. P. to K's 4th. 

9. К. Kt. to B's 3rd 2. Q. Kt. to B's 3rd. 
9. K. B. to Q. Вз 4th. 3. K. B. to Q. B's 4th. 
4. P. to Q's 3rd. 4, P. to Q's 8rd. 


Your present 4th move may be played at least as advantage- 
ously, I think, as P. to Q. B's 3rd, but you must not follow it 


* He would play ill to take the Pawn. 
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5. К. Kt to his 5th, You may also move 4. Q. Kt. 10 
the 8rd, or 4. P. to Q's 4th, but the latter is not good; and 
you ean now, oy playing 4. P. to Q. Kt.’s 4th, form the cele- 
brated Evans’ Gambit, for which see the next Chapter. 


5. P. to Q. B's 3rd. 5. Q. to К. B's 8rd. 
Black may here move 5. К. Kt. to B's 3rd, or 5. К. В, to 
Q. Kt.'s 3rd, without any disadvantage; but if he play 5. Q. B. 


to K. Kt.’s 5th, you answer with 6. Q. to her Kt.'s 3rd, and 
have a better position. 


6. Q. B. to K. Kt.'s 5th. 6. Q. to К. Kt.'s 3rd. 

7. Castles. 7. Q. B. to К. Kt.s 5th. 

8. Q. Kt. to Q's 2nd. 8. К. Kt. to К. К 8rd. 

9. P. to Q. Kt.'s 4th. 9. К.В. to Q. Kt.'s 3rd. 
10. P. to ©. Кв 4th. 10. P.to Q. R’s4th (best) 
11. Peto Qi KEES Sth: 11. Kt. to Q’s sq. 


If ke play Kt. to K's 2nd, you take him with the Bishop, and 
still confine his game by moving B. to Q’s 5th. 


12, К. B. to Q’s oth. 


The game is in your favour. 


GAMES 
ILLUSTRATIVE OF THE “ GIUOCO PIANO.” 
(From the Chess-Player’s Chronicle.) 
I. Game I.—Between Mr. Horwitz and Mr. Staunton, 
wurrg. (Mr. Н.) BLACK. (Mr. S.) 


l. P. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. K. B. to Q. B's 4th, 3. K. B. to Q. B's 4th, 
4. P. to Q. B's 3rd. 4. К. Kt. to B's 3rd, 
5. P. to Q's 4th. 5. P. takes P. 

6. P. to K's 5th. 6. P. to Q's 4th. 

7. K. B. to Q. Kt.'s 5th 7. K. Kt. to K's 5th. 
8. P. takes P. ~ 8. B. to Q. Kt.'s 3rd. 
9. Castles. 9. Castles. 
10. P. to К. R’s 2rd. 10. P. to K. B's 3rd. 
11. Q. Kt. to B's 3rd. 11. P. takes К.Р, 


1?. B takes Kt. 12. P. takes B. 
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13. K. Kt. takes P. 13. Q. B. to Q. R's 3rd, 
14. Q. Kt. to K's 2nd.* 14. P. to Q. B's 4th. 
15. B. to K's 3rd. 15. Р. takes P. 


* We should have taken off the Knight in preference. Black then, 2a 
his best move, would probably have taken the Knight (for taking the 
Rook would be dangerous, on account of “ Q. Kt. to К, Kt.'s 5th"), and 
then the game might have proceeded thus :— 


WHITE. BLACK. 
14. Q. Kt. takes Kt. 14. Q. P. takes Kt. 
15. Q. to her Kt.'s 3rd (ch.) 15. Q. to her 4th. 
16. Q. takes Q. 16. P. takes Q. 
17. K. R. to Q’s square. &e. &c. 


The position, however, would even then have been much in favour of the 
second player, from the commanding situation of his two Bishops. 

T This is stronger play, we believe, than taking the Q. Kt. After 
advancing the doubled Pawn, Black remarked that, had his position been 
less favourable, and the advantages springing from this move less ob- 
viously certain, he should have much preferred the more enterprising play 
of taking the K. B. P. with his Kt.,—a sacrifice, as he demonstrated in 
an after game, which leads to many strikingly beautiful situations—for 


example :—. 
g WHITE. BLACK. 
Ets 15. Kt. takes K. B. P. 
16. R. takes Kt. : 16. К. takes К. 
17. K. takes R. 17. Q. to K. R's 5th (ch.) 
Mn the first back game, White now (Whereupon Black mated him 
played) prettily enough, as follows)— 
18. К. to his B's square. 18. R. to K. B's square (ch.) 
19. K. Kt. to B's 3rd. 19. B. takes Q. P. 
20. Q. to K's square. 20. R. takes Kt. (ch.) 
(White's only move, unless he give up the Q. for Bishop.) 
21. P. takes R. 21. Q. takes К, R. P. Mate. 
In a second back game, instead оѓ“ К. to B's square," White played— 
WHITE. BLACK. 
18. P. to K. Kt.'s 3rd. 18. Q. takes K. R. P. 
19. K. Kt. to B's 3rd, or (A.) 19. R. to К. B's square. 
20. ©. Kt. to К. B’s 4th. 20. B. takes Q. P. (ch.) 
21. Q. takes B. (ch.) 21. Q. to K. B's 8th. 
22. K. to his 3rd. 22. R. to K's square (ch.) 
(If Kt. to К?з 5th, White loses his Q., therefore) 
23. K. to Q's 2nd. 23. Black may now take the Kt. 


or play R. to K's 5th, in 
either case having a winning 
game. 
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16. B. takes P.* 16. B. takes Kt. 

17. Q. takes B. 17. B. takes B. 

18. Kt. to Q. B's 6th. 18. Q. to К. B's 3rd, 
19. Kt. takes B. 19. Q. takes Kt. 

20. Q. R. to Q's square. 29. Q. to her B's 4th. 
21. Q. R. to Q. B's square. 21. Q. to her Kt.'s 3rd. 
22. P. to Q. Kt.'s 3rd. 22. Kt. to K. Kt.'s 6th, 
23. Q. to her 3rd. 23. Kt. takes K. R. 


And after a few more moves, White surrendered. 


La Gamer II.-—Between Mr. Horwitz and Mr. Staunton, 


wHrTE. (Mr. S.) BLACK. (Mr. H.) 

1. Р. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 

3. K. B. to Q. B's 4th. 3. K. B. to Q. B's 4th. 

4. P. to Q. B's 3rd. 4. P. to Q's 3rd. 

5. P. to Q's 4th. 9. P. takes P. 

6. P. takes P. 6. B. to Q. Kt.'s 3rd. 

7. Q. Kt. to B's 3rd. 7. Q. B. to K. Kt.'s 5th. 
8. Q. B. to K's 3rd. 8. K. Kt. to B's 3rd. 

9. P. to Q. R’s 3rd. 9. Castles. 
10. K. B. to K's 2nd. 10. K. R. to K's sq. 
11. P. to Q's 5th. 11. 9. Kt. to K's 4th. 
12. Kt. takes Kt. 12. Q. B. takes K. B. 
13. Q. takes B. 13. R. takes Kt. 4 
14. B. takes K. B. 14. Q. R. P. takes B. p] 
15. Castles on K's side. 15. Kt. takes K. P. - 


(А) 
19. Q. Kt. to К. B’s 4th. 19. B. takes Q. P. (ch.) 
(If White take the B. he loses his Q. in three moves, therefore) 


20. K. to B's 3rd.! 20. R. to K. B's square. 
21. Q. takes B. (ch.) 21. Q. to K. R’s 8th (ch.) 
(If now the К. be played to B's 2nd, ог К? 3rd, Black wins the Qu 
therefore) 
22. K. to Kt.'s 4th. 22. B. to his square (ch.) 


And Black vins. 
(There are many other variations, but these wili suffice to show tha 
resources of the attack.) 


* This move loses a clear Piece. Play as he could, however, the gama 
was irredeemable. 

T A move White overlooked, unfortunately, when he took the Р, with 
Bishop. М 


„> He may also play B. to K’s 3rd, upon which Black can check with 
his Q., and afterwards take Kt. with B., having the better game, 


hd 
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16 Kt. takes Kt. 16. P. to K. B's 4th. 

17. P. to K. B's 3rd. 17. P. takes Kt. 

18. P. takes P. 18. Q. to K's 2nd. 

19. Q. R. to K's sq. 19. Q. R. to K's sq. 

20. K. R. to K. B’s 4th. 20. P to K. R's 3rd.* 
21. Q. to K. B's 3rl.t 21. К takes Q. P, 

22. Q. К. to К. B’s sq. 1 22. R. to K’s 4th. 

23. К. К. to К. B's 7th. 23. Q. to K’s 3rd.$ 

21. K. R. takes Q. B. P. 24. R. takes К.Р. 

25. К. takes Ө. Kt. P. 25. Pto Q's 4th. 

26. P. to К. R's За. 26. R. to K's 8th. 

27. R. takes R. 27. Q. takes R. (ch.) 

28. Q. to К. B's вд. 28. Q. to K's 6th (ch.) 
29. Q. to K. B's 2nd. ' 29. Q. to her B’s 8th (ch., 
30. К. to R's 2nd. 30. R. to K. B's sq. 

31. Q. to her 4th. 31. К. to К. B's 3rd.** 
32. Q. takes P. (ch.) 32. K. to R’s 2nd. 

33. Q. to K's 5th. 33. К. to К. Kt.'s 3rd. 
34. R. to K's 7th. 34. Q. to her 7th. 


* Black would have gained no advantage by taking the Q. P. at this 
juncture, or by advancing his P. to К. Kt.'s 4th, to attack the Rook. The 
move in the text was not made without due deliberation, and we believe 
it the best on the board. 

T White designedly gives up the Queen's Pawn, to get a counter attack 
with his combined forces. 

st eum to her Knight's 3rd would have been worse than useless, 

ad he gone to Queen's square, to protect his threntened Pawn, 
White would have won the King's Knight's Pawn. (e. g.) 


WHITE. BLACK. 
23. Q. to Q's sq. 
24. К. takes К. Kt. P. (ch.) 24. K. takes R. 
25. Q. to K, B's 7th (ch.) 25. K. to R’s sq. 
26. K. R. to К. B's 6th. 26. R. to К. R’s 4th.! 
27. Q. takes K. R. 27. Q. takes R. 


28. Q. takes R. (ch.), &c. 


|| & most important move. Black dare not now advance his Q. P. on 
account of Q. to B's 7th (ch.), which would enable White to double 
his Rooks on the adversary's K. Kt, P., and thus win easily, 

*í K. to R's 2nd would have been very bad play, because Black would 
have checked with his Q. at K's 4th; and if then the Queen were inter- 
posed, he would have taken the Q. and played R. to K's 6th ( ch.), and 
afterwards R. to Q. Kt.'s 6th. 

*% Не could not save all the Pawns attacked. 

TT Threatening to take the К. Kt. P. with his Rook, and then check 
with the Queen at her Bishop's 3rd, 


1 IE to K's 3rd, White takes К, with R.. we 


35. 
36. 
97. 
38. 
39. 


71 


72. 


* K to his 3rd would have been better. 
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Q. to K's áth. 

R. to K’s 5th. 

Q. to her 5th (ch.) 
R. takes Q. 

R. to Q. Kt.'s 5th. 


. P. to K. Kt.'s 4th. 
. K, to Kt.'s 3rd. 

. R. to K's 5th. 

. Җ to Ks 8rd. 

. P. to К. R's 4th. 

. K. to B's 4th. 

. R. to K's 4th (ch.) 
. R. to K's 8th. 

. K. to his 3rd. 

. К. to K's 4th (ch. 
, К, to К. B's 4th. 

. R. to Q. Kt.'s 4th. 


K. to Q's 3rd. 


. К. to Q. Kt.’s 5th (ch.)* 


R. to K's 5th. 


. R. to Q. Kt.'s 5th. 
. R. to Q. Kt.'s 4th. 


. to his 2nd. 


. to B's 6th (ch.) 
. takes K. Kt. P. 


K 

. R. to K. B's 4th. 
R 
R 


. K. to B's 3rd. 

‚ К. takes К. R, P 
. K. to B's 4th. 

. P. to Kt.’s 5th. 

. К. to К. R’s 4th. 
‚ P. to Kt.'s 6th. 


K. to his B's 5th. 


. К. to К, Kt.'s 4th. 
| P. to Kts 7th. 
. R. takes R. 


K. to his 4th. 
K. to Q's 3rd. 


35. 
36, 
97. 
38. 
39. 
40. 
41. 
42. 


Q. to her 3rd (ch.) 
K. to Kt.'s sq. 

Q. takes Q. 

К. to B's 2nd, 

K. to hís 2nd. 

K. to Q's 2nd. 

K. to Q. B's 3r4. 
R. to Q's 3rd. 


. K. to Ө. B's 4th. 

. P. to К, Kt.'s 3rd, 

. K. to Q’s 5th. 

0, К. to Q's 4th. 

. К. to К. B's 3rd (ch.? 
. K. to Q. B's 5th. 

. K. to Q's 4th. 

. R. to Q. B's 3rd. 


R. to K's 3rd (ch.) 


> К. to К. B's 3rd. 
‚ K. to Q. B's 3rd. 
. K. to Q's 3rd. 

5. K. to Q. B's 3rd, 


К. to B's 6th (ch.* 


. R. to К. R's 6th. 

. R. takes К. К. Р. 

. К. to Kt.’s 4th. 

. К. to R's 7th (ch.j 

. К. takes Q. Kt. P. ч 
. R. to Ө. Kt.’s 6th (ch.) 


R. takes Q. R. P. 


. R. to Q. R's 8th. 


K. to Q. B's 4th. 


. R. to Q. R's 2nd. 


P. to Kt.'s 4th. 
Р. to Kt.'s 5th.f 


. R. takes P. 
. P. to Kt.'s 6th. 
. K. to Kt.'s Sth. 


And Black surrenders. 


T This was ill-judged. He should have played К, to K, Kt.’s 2nd, ot 
Я. R’s square, 
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13 Gamer III.—Between Mr. Horwitz and Mx. Stauuton. 


waite, (Mr. И.) BLACK, (Mr. 8.) 
1. P. to K's 4th, 1. P.to K's 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 


3. K. B. to Q. B’s 4th. 3. K. B. to Q. B's 4th. 

4. P. to Q. B's 3rd. 4. K. Kt. to B's 3rd, 

5. P. to Q.'s 3rd. 5. P. to Q's 3rd. 

6. K. Kt. to his 5th. 6. Castles, 

7. P. to K. B's 4th. 7. P. to Q's 4th. 

8. P. takes Q. P. 8. К, Kt. takes P. 

9. B. takes Kt. 9. Q. takes B. 
10. Q. to К. B's 3rd.* 10. К. К. to Q's sq. 

11. Q. takes Q. 11. R. takes Q. 

12. K. to his 2nd. 12. Q. B. to K. Kt.'s 5th (ch.) 
13. К. Kt. to B's 3rd. 13. Q. R. to Q's sq. 

14. P. to Q's 4th.$ 14. P. takes Q. P. 

15. P. to Q. B's 4th. 15. Q. R. to K's sq. (ch.) 
16. К. to B's 2nd,|| 16. К, К. to Q's 2nd. 

17. Q. Kt. to Q's 2nd. 17. P. to Q's 6th (dis, ch.) 
18. К. to his Кїз 3rd. 18. Q. B. takes Kt. 

19. Kt. takes В. 19. Q. R. to K's 7th. 
20. B. to Q's 2nd. 20. K. R. to Q's 3rd. 
21. Q. R. to Q's sq. 21. К. К. to К. Kt.'s 2rd (ch. 
22. К. to R’s 3rd.q 22, КК. to his 3rd (ch.) 
23. Kt. to K. R’s 4th. 23. B. to K's 2nd. 

24. P. to К. Kt.'s 3rd. 24. Kt. to Q's 5th. 


* This variation of tbe “ Giuoco Piano” is little known. ТЄ is briefiy 
touched on in M. Heydebrant’s ** Handbuch des Schachspiels," but the 
first player there moves his Q. to К. R’s 5th, whereupon Black replies 
with Q. B. to K. B’s 4th, and the début is dismissed as favourable for the 
defence. On the first occasion when Mr. Horwitz played this opening, 
we were of opinion that his move of Q. to K. B's 3rd was decidedly 
preferable to Q. to К. Rs 5th; but the counter move hit upon by his 
antagonist in the present game shows clearly, we think, that the opening 
in any case is disadvantageous to the first player. : 

+ From this point we look upon the game as virtually lost for White. 

f Probably his best move. Had he played P. to Q. Kt.’s 4th, Black 
might have taken it with his Kt., and upon the В. P. retaking, have moved 
K. B. to Q's 5th, winning the exchange. 

$ As good a move, perhaps, as he had onthe board. Ву playing К. К. 
to Q’s sq., he would evidently have lost a Piece. 

|| Well conceived. Tempting Black to open the discovered check, 
which would cost him “ the exchange.” 

q Interposing the Kt. and then pushing the К. B. P. on the Rook 
afterwards, would have been unwise on account of B. to Q's 3rd (ch.), 
&c. 
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25. B. to Q. B's 3rd. ` 25. Kt. to K's 3rd,* 

26. K. to his Kt.'s 4th. 26. B. takes Kt. 

27. P. takes B. 27. Q. R. to K's 5th. 

28. K. R. to K. B's sq. 28. К. К. to Kt.'s 3rd (ch.) 
29. К. to B's 5th. 29. Q. R. to K's 6th. 

30. P. to K. R's 5th. 30. К. R. to Kt.’s 7th. 

31. P. to K. R’s 4th. 31. Kt. to Ө. B's 4th. 

32. К. К, to K's sq. 32. P. to К. Kt.'s 3rd (cl) 


And then Black mates in two moves. 


) 
IN Game IV.—Between М. St. Amant and Mr. Staunton. 


waite. (Mr. 8.) BLACK. (М, St. A.) 

1. P. to K's 4th. АРД О K'sAth. 

2. К. B. to Ө. B's 4th. 2. K. B. to Q. D's 4th. 

3. K. Kt. to B's 3:4. 3. Q. Kt. to B's 3rd. 

4. P. to Q. B's 3rd. 4. Q. to K's 2nd. 

5. P. to Q's 4th. 5. P. takes P.§ 

6. Castles. 6. Q. Kt. to K's 4th. 

7. Kt. takes Kt. 7. Q. takes Kt. 

8. P. to K. B's 4th. 8. P. takes Q, B. P. (dis. ch 
9. K. to R's sq. 9. Q. to her 5th.|l 
10. Q. to her Kt.'s 3rd. 10. Kt. to К, R’s 3rd. 
11. Q. Kt. takes P. 11. Castles. 
12. P. to K. R’s 3rd. 12. P. to Q. B's 3rd. b 
13. P: to К. Ds Sth, 13 Q. to К. B's 3rd. 

i4. P. to K's 5th.* 14. Q. to K. R's 5th. 

15. Q. B. takes Kt. 15. Q. takes Q. B. 

16. Kt. to K's 4th. 16. B. to Q's 5th. 
17. Kt. to Q's 6th. 17. Q. to K. R's'4th. 

18. B. takes K. B. P. (ch.) 18. К, takes B. 

19. P. to К. Kt.'s 4th. 19. B. takes K. P. 


* Threatening, if White took the Q. P., to win a Piece. 

T He might also have played K. Kt. P. one (ch.), and after the ex- 
change of Pawns when the К. was driven to his B's 6th, have taken 
К. В. P. with the Kt. The move in the text, however, appears as effectual 
as any. 

т if B. to K’s 5th, Black rejoined with Kt. to Q’s 2nd, &c. 

$ The proper move is B. to Ө. Kt.’s 3rd. "Taking the Pawn gives an 
Immediate advantage to White. 

|| The ill consequences attendant on taking the Ө. Kt. P. with P. 
have been shown in the preceding analysis. 

q if White play P. to К. B's 5th at this point, his opponent may mova 
Kt. to К. Kt.'s 5th, threatening to play afterwards Q. to К. Kt.'s 8th 
ch.), and then mate with his Kt. at B's 7th. . 

** From this move the attack is very lively and intercsting. 

tT There appears to be nothing better, bad as this is, 


* 
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20. Q. R. to K’s sq. 20. Q. takes К. R. Р, (hs) 
21. 9. takes 9. 21. В. takes Kt. 

22. R. to К?з 8th (ch.) 22. B. to his sq. 

23. K. R. to K's sq. 23. P. to Q's 4th. 

24. Q. R. to Q's 8th. 24. R. to Q's 2nd. 

25. K. R. to K's 8th. 25. R. takes Q. R. 

26. R. takes R. 26. P. to Q. Kt.'s 3rd. 

27. Q. to K's 3rd. 27. Q. B. to Kt.'s 2nd. 

28. R. takes R. 28. В. takes К. 

29. Q. to K's 6th (ch.) 29. K. to R's sq. 


30. Q. to K. B's 7th. 
Black resigns, 


15 . Game V.—In the match by correspondence between 
Mr. Mendheim and the Amateurs of Breslau. 
wnrrk, (Berlin.) BLACK. (Breslau.) 


1. P. to K’s 4th. 1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B's 2rd. 

3. K. B. to Ө. B’s 4th. 3. К. B. to Q. B's 40, 

4. P. to Q. B's 3rd. 4. K. Kt. to B's 3rd. 

5. P. to Q's 4th. 5. P. takes P. 

6. P. to K's 5th. 6. K. Kt. to K's 5th. 

7. K. B. to Q's 5th. 7. Kt. takes K. B. P. 

8. К, takes Kt. 8. P. takes P. (dis. ch.) 

9. K. to his sq. 9. P. takes Q. Kt. P. 
10. Q. B. takes P. 10. Q. to K's 2nd. 
11. B. takes Q. Kt. ; 11. Q. Р. takes B. 
12. Q. to her B's 2nd. 12. Q. B. to K's 3rd. 
13. Q. Kt. to Q’s 2nd. 13. Castles on Q's side. 
14. K. to K's 2nd. 14. P. to K. Kt.'s 3rd. 
15. Q. Kt. to K's 4th. 15. K. B. to Q. Kt.'s 3rd. 
16. Q. to her R's 4th. 16. Q. В. to Q's 4th. 
17. K. R. to Q. B's sq. 17. P. to К. B's 4th. 
18. Q. Kt. to Q's 2nd. 18. Ө. B. takes К. Kt. (ch.) 
19. Kt. takes Q. B. 19, P. to К. Kt.’s 4th. 
20. K. R. to K. B's sq. 20. Q. R. to Q's 4th. 
21. Q. R. to Q's.sq. 2). P. to K. Kt.'s 5th. 
22, Kt. to Q's 2nd. 22. Q. to K's 3rd. 


At this point the Breslau party, by taking K. P. with Rook (ch.), must 
have won without difficulty, but the game was prolonged to the 59th move, 
and won by Mr. Mendheim, For the remaining moves see Bilguer’s 
“ Handbuch,” p. 128. 


\6 GamE VI,—Between Mr. Popert and another fine player о! 
London. 
wire. (Mr. P.) BLACK. (Mr, —) 
1. P. to K’s 4th. ]. P. to K's 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd, 
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3. К. B. to Q. B's 4th. 

4. P. to Q. B's 3rd. 

5. Castles.* 

6. P. to Q's 4th. 
7. K. B. to Q. Kt.'s 5th. 
8. P, takes P. ` 
9, K. Kt. to K’s 5th 

10. P, takes B. 

11. TP. to К. B's 4th. 

12. Q. Kt. to B's 3rd. 

13. Q. B. to К?з 3rd. 

14. B. takes Kt. 

15. Q. К. to Q. B's sqt 
16. Q. to her B’s 214,5 

17. Kt. takes Kt. 

18. Q. takes Q. B. Р. 

19. Q. takes Q. 

20. P. to К. B's 5th.§ 

21. Q. R. takes P. 

22. B. to Q's 4th. 

23. B. to Q. B's 3rd. 

24. P. to K. B's 6th. 

25. P. takes P. 

26. R. to K. Kt.'s 7th (ch.) 

27. B. to K's 5th. 

28. К. to K's 7th. 


3. К. B. to Q. B's 4th. 
4. К. Kt. to B's 31d. 
5. К. Kt. takes P. 

6. P. to Q's 4th. 

7. P. takes Q. P. 

8, К. В. to Q's 3rd. 
9. B. takes Kt. 

10. Castles. 

11. P. to К. B's 4th. 
12. Q. D. to K's 3rd. 
13. P. to Q. R/$ 2rd. 
14. P. takes B. 

15. Q. to K’s sq.» 

16. Q. R. to Kt.'s sq. 
17. K. B. P. takes Kt. 
18. Q. К. takes Q. Kt. P 
19. R. takes Q. 

20. B. to his sq. 

21. Q. R. to K's 7th. 
22. Q. R. to Q's 7th. 
23. R. to Q's 6th. 

24. P. takes P. 

25. Q. D. to K's 3rd 
26. K. to R's sq. 

27. B. to K. Kt.'s sq. 
28. B. to K. B's 2nd. 


White now checkmates in two more moves. 


4 
waite, (Mr. В.) 

1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 

3. K. B. to Q. B's 4th. 

. Castles. 

. Ө. Kt. to B's 3rd. 

5. P. to К. R’s 3rd. 

. P. to Q's 3rd. 

. К. B. to Kt.'s 3rd, 

‚ Q. Kt. to К?з 2nd. 


com 


о 06 мч 


Game VII.—Between Mr. Buckle and Mr. Harrwitz. 


BLACK. (Mr. H.) 
1. P. to K's 4th. 
2. Q. Kt. to B's 3rd. 
3. K. B. to Q. B's 4th. 
4, К. Kt. to B's 3rd. 
5. Р. to Q's 3rd. 
6. Castles. 
7. Q. B. to K's 3rd. 
8. Q. Kt. to K's 2nd. 
9. Q. Kt. to K. Kt.'s 3rd. 


ж Castling before moving the Q. B. P., and before the adverse К. Kt, 


is in the field, appears safer play. 


+ Threatening to exchange the Kt., and then take Q. B. P. with the 


Rock. 


ў Intending again to take the Kt., and thus win a Pawn. 
§ Well played, the advance of this Pawn secures to him an irresistible 


attack, 


Q. 
11. Р. to Q. B's 3rd, 

P. to Q's 4th. 
@ P. takes B. 
9. takes Р, 
15. P. takes В. 
16. Kt. to K. B's 5th.* 
17. P. takes Kt. P. 
18, P. to Q. B's 4th. 
19. B. cakes K. Kt. 
20. К. К. to Q's sq. 
Q. takes Ө. В. P. 
22. ©. takes Ө. 
Kt. to Q’s 6th. 
K. to B’s sq. 
25. P. to Q. Kt.'s 4th. 
26. Р. to Q. B's 5th. 
27. Q. R. to R's 4th. 
28. K. R. to Q. R’s sq. 
R. takes P. 
30. К, takes R. 
31. R. to Ө. Kt.'s 7th. 
Kt. takes К. 
K. to K's 2nd. 
34. K. to Q's 2nd. 
35. Kt. to R’s 5th. 
Kt. to Q. Kt.'s 3rd, 
37. K. to Q. B’s 3rd. 
38. Kt. takes Kt. 
39. P. to K. R’s 4th. 
P. to K. B's 3rd. 
41. P. to K. R’s 5th. 
P. takes P. 
43. P. to К. Kt.'s 4th. 
44. P. to Q. Kt.'s 4th. 
45. P. to Q. Kt.'s 5th. 
46. P. to Q. Kt.'s 6th. 
47. P. to Q. Kt.'s 7th. 


48. P. becomes a Queen. 


Kt. to K. Kt. s 3rd, 


10. 
ERI 
12. 
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P. to Ө. B's Зл], 
P. to Q's 4th. 
Ө. P. takes К.Р, 


. P. takes Kt. 


Q. B. takes K. B. 


. K. Kt. to Q's 4th. 

. P. to Ө. Kt.’s 3rd. 

. Q. takes P. 

. K. Kt. to К. B's 5t 


Q. Kt. takes B. 

Q. to Q. B's 2nd. 
К. К. to Q. B's sq. 
R. takes Q. 

Kt. to K's 7th (ch.) 


. Kt. to Q's 5th. 
. P. to K. B's 4th. 
. Q. К. to Ө. Кїз sq. 


P. to K. Kt.'s 3rd. 


. Kt. to Q. B's 7th. 


R. takes R. 
Kt. takes 9. Kt. Р, 


. К. takes R. 
. K. to B's 2nd. 


K. to K's 2nd. 
K. to Q's 2nd. 
Kt. to R’s 3rd. 
K. to Q. B's 3rd. 
Kt. takes P. 


. К. takes Kt. 


39. P. to К. К 3rd. 


45. 


. P. to K. Kt.'s 4th, 
. Р. to K's 5th. 


K. B. P. takes P. 


. K. to Q's 4th. 


K. to K's 4th. 
K. to К. B's 5th. 


46. P. to K's 6th. 


47. 


And wins.$ 


K. to B's 6th. 


* "із is a very attacking position for the Kt., and gencrally occastong 
great embarrassment to an adversary. 

T Prudently taking possession of an “ open file." 

t White plays with remarkable care and judgment here. 

§ The termination of this game is an improving lesson in Pawn play. 


—— 
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CHAPTER V. 
GAME THE FIRST. , 
(CAPrArN Evans’ GAMBIT.) 


Tx18 ingenious and interesting variation of the Giuoco Piano 
opening, was invented some years ago by Captain Evans, 
and has deservedly attained a high degree of favour among 
players of ail classes from the period of its introduction. Its 
deviation from the generie opening, with which it aecords for 
the first three moves on each side, consists in the sacrifice of 
the K. Kt. P. at the 4th move, whereby the first player is 
cnabled not only to establish his Pawns in the centre of the 
board, but promptly bring both Queen and Queen's Bishop to 
the attacx of the adverse King. 

The leading works to be consulted upon the Evans’ Gam- 
bit, are Lewis, 1834, pp. 133-150; 1844, pp. 216-229; 
Walker, 1841, pp. 66-80; 1846, pp. 88-102. The games 
between La Bourdonnais and MeDonnell, Cochrane and 
Staunton, and others, in the ** Chess-Player’s Chronicle.” 


WHITE. BLACK. 


1. P. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 

9. K. B. to Q. B's 4th. 3. К. B. to Q. B's 4th. 

4. P. to Q. Kt.'s 4th. 4. B. takes Ө. Kt. P. (best) 


On the advance of the Pawn, Black is obliged to take it with 
Bishop or Knight, or otherwise retreat his Bishop. Тһе con- 
sequences of taking with the Kt. will be shown in Varia- 
tion I. If he decline to take, and retire his B. to Q. Kt.'s 
8rd, your best play is not to push the Pawn on the Kt. and 
afterwards take the K's P., because he would first play the Kt. 
to Q. R’s 4th, and when you took the Pawn, move Q. to К. 
B’s 3rd sq., attacking your Kt. and threatening checkmate. 
Your safest play, therefore, instead of P. to Q. Kt.’s 5th, would 
be P. to Q. R’s 4th, or to castle. 

5. P. to Q. B's 31d. 5. B. to Q. Кв 4th. 
Instead of so playing, he may retire his B. to K's 2nd, or Q’s 
3rd, or Q. B's 4th ; and it may be well to show you here the 
best modes of play in each of the former cases, reserving tho 
last for à variation presently. In the first place, suppose— 
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5. B. to K's 2nd. 
6. Q. to her Kt.’s 3rd. 6. K. Kt. to R's 2rd 
7. P. to Q's 4th. 7. Q. Kt. to Q. R’s 4th. 


(If he castle at his 7th move, or take Q. P., you take his K, Кї, with 
your Q. B.) 


3. Q. to R’s 4th. 8. Kt. takes B. 
9. Q. takes Kt. 9. К. Kt. to his 5th. 
10. P. to K. R's 3rd. 10. K. Kt. to B's 3rd. 


11. P. takes K. P. 


If he move the Kt. to К. R’s 4th,’ you play P. to K. Kt.'s 4th, winning 
it, and if he return it home, you have clearly the better game, 


In the second place, suppose— 
5. B. to Q's 3rd. 


6. Castles. 6. К. Kt. to B's 3rd, 
7. P. to Q's 4th. 7. Kt. takes K. P. 

B. P. takes P. 8. B. takes P. 

(If he take with the Kt., you play 9. К. to К?з sq.) 
9. Kt. takes B. 9. Kt. takes Kt. 


10. Q. to her 5th. 
Ап you must win a Piece. 

As an additional exemplifieation of the error of retreating 
the B. to Q’s 3rd, see the game at the end of this Chapter 
between Horwitz and Kieseritzky. y 

In the third place, he may retreat his 5. B. to K. B's 4th, 
as in Variation 1I. 


6. Castles. 6. P. to Q's 3rd (best) 


He may also play 6. K. Kt. to B's 3rd, but as that defence 
ivolves many series of moves, it will form the subject of a 
distinet game. (See Game the 2nd.) 


7. P. to Q's 4th. T. P. takes Р. 


He might instead play 7. B. to ©. Kt.'s 8rd, and you would 
then take P. with P., exchange Queens, and gain a Pawn; or 
he might for his 7th move play— 
7. K. Kt. to B's 3rd. 
8. Q. to Q. R's 4th. 8. P. takes Q. P. (best) 
9. P. to K's 5th. 9; КУКЕ, соев ы 
10. Q. B. Р, takes P. 10. Q. В. to Q’s 2nd. 
(If he castles, you win a Piece by P, to К. R's 3rd, and afterwards P. ta 
. Q'só5th.) 
11. Q. to her R’s 3rd, 11. K. B. to Q. Kt.'s 3rd, 
?. 9. B. to K. Kt.’s 5 12, P. to К. B's 3rd, 
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1S. P. takes Q. P. 13. P. takes Р. 

14. К. to K's sq. /ch.) 14. Q. Kt. to K's 2nd. 
15. Q. B. to К. B's 4th. 15. К. B. to Q. B's 2nd. 
16. Q. Kt. to B's 3rd. " 


And you must win. 
8, P, takes P. > 8. D. to Ө. Kt.'s 3rd. 


You may take P. with Kt., instead of with P., and Dlaek's 
best reply is then, perhaps, K. Kt. to K's 2nd. If for his 8th 
move he play Kt. to K. B's 8rd, you answer with 9. Р. to 
K's 5th. 


9. B. to Q. Kt.'s 2nd. 9. К. Kt. to B's 8rd. 


In practice I have found the best move at this point to keep 

up the attack was 9. Q. B. to R's 8rd; P. to К. Кв 8rd, аз 

praetised formerly, appears to lose time, and give an advantage 

to Black. If, instead of 9. К. Kt. to B's 3rd, he play 9. Q. B. 

to К. Kt.'s 5th, the game may probably go on as follows :— 
9. Q. B. to K. Kt.'s 5th. 


10. K. B. to Q. Kt.’s 5th. 10. P. to Q. R's 3rd. 
11. K. B. to Q. R’s 4th. 11. Р. to. Q's 4th. 


12. P. takes P. 12. Q. takes P. 
13. Q. Kt. to B's 3rd. 13. B. takes K. Kt. 
14. Kt. takes Q. 14. B. takes Q. 
15. Kt. takes K. B. 15. P. takes Kt. 


16. Q. R. takes B. 
And play as he can, you have a winning advantage. 


10. P. to Q's 5th. 10. Q. Kt. to K's 2nd. 


(f you play instead, 10. P. to K's 5th, he takes P. with P., and 
m your moving В. to Q. Is 8rd, he answers with Q. B. to 
K’s 3rd, and your attack is gone. His move 10. Q. Kt. to 
` K's 2nd, is far better than 10. Kt. to his sq., or 10. Kt. to 
Q. Кв 4th. 


11. B. takes K. Kt. 11. P. takes В. 


't is not safe, in this position, for you to play 11. P. to K’s 
5th, in lieu of taking the Kt., although it looks a tempting 
ove. 
12. К. Kt. to Q's 4th. 19. B. takes Kt. 


Не may also play 12. Kt. to К. Kt.'s 8rd, or castle; but, in 
any ease, the greater freedom of your men appears to me to 
filly counterbalance the doubtful advantage of his doubled 
Pawn, 

x 
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VARIATION L., 


Beginning at Black's 4th move. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th, 
2. K. Kt. to B's 8rd. 2. Q. Kt. to B's 8rd. 
8. K. B. to Q. B's 4th. 8. K. B. to О. B's 4th, 
4. P. to Q. Kt.'s 4th. 4. Q. Kt. takos Kt. P. 
5. P. to Q. B's 3rd. 5. Kt. to Q. B's 81d. 


It is not advisable for you to take the К. P. instead of 
dislodging the Kt., because he would at once play 5. Q. to 
K. B's 3rd, and if you then, to protect the Kt. and avert the 
threatened mate, played 6. P. to Q/s 4th, he could take the 
Q. P. with his B., and you could not take the B. without 
losing your Queen. By playing 5. P. to B's 3rd, you obtain 
equally the same position as if he had taken the Gambit 
Pawn with the Bishop, and afterwards retired him to Q. B’s 
ath, as in the next variation. 


VARIATION Il., 


Beginning at Black's 5th move. 
BLACK, 


5. B. to Q. B's 4th. 
You observe, upon Black’s retreating his B. thus, the situa- 
tion is precisely that at the end of the variation just given. 
the German * Handbuch” it is remarked, that if Black’s 
tention is to retire his B. finally to Ө. Kt.s 3rd, it is 
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indifferent whether at his 5th move he play him to Q. R’s 4th, 
or to Q. B's 4th, but if he purpose to adopt the defence of 
K. Kt. to B's 3rd, at his 6th move, (a$ in the next game,) 
then the moving him to Q. B's 4th is objectionable. Major 
Jaenisch opposes it, however, because he thinks it admits of 
the immediate and effeetual advance of White's P. to Q/s 4th. 
My opinion is, that B. to Q. B's 4th is the better move for 
Black, unless, as before observed, he intend to adopt the 
defence in the next game, for the Pawn can be as safely 

layed to Q’s 4th on the following move by you, when the 

ор stands at Q. R’s 4th, as when he is at B’s 4th, and 
indeed in play I have found it better so to play the Pawn at 
onee, instead of castling ; besides, when his Bishop stands at 
R’s 4th, you can more advantageously play your Queen to 
her Kt.'s 3rd, without the fear of her being dislodged by the 
adverse Kt. going to Ө. К 4th sq. 


6. P. to Q's 4th. 6. P. takes P. 


Instead of playing 6. P. to Q’s 4th, the customary move 
has been casting. (See Variation III.) 


7. P. takes P. 7. B. to 9. Kt.’s 8rd. 


Instead of taking 7. P. with P., you may castle now, and 
if he take your Q. B. P. you will obtain a still more 
powerful attack by playing 8. P. to K’s 5th. If Black at his 
7th move, instead of retiring the Bishop, gives check at 
Q. Kt.’s 5th, your best move is 8. K. to B's sq., and if then 
he play 8. Q. to K's 2nd, you ean move 9. P. to Q. R's 8rd, 
and afterwards play 10. Q. R. to his 2nd. 


8. Castles. 8. Р, to QS Sra 
9. P. to Q’s 5th. 9. Q. Kt. to K’s 2nd. 


This is his best square for the Kt.; if he play him to K’s 
4th, you take him with your Kt., and can presently move 
Q. B. to Q. Ев 8rd, and embarrass the adverse game con- 
siderably; and if he move him to Q. R's 4th, you play first 
Q. B. to Q. Kt.'s 2nd, and then K. B. to Q/s 8rd. 


10. Q. B. to Q. Kt.'s 2nd. 10. K. Kt. to B's 3rd. 


And the position is the same as in the former variation, where 
he played 5. B. to Q. R's 4th. At your 10th move you may 
lay Q. B. to R’s 8rd with at least as much advantage as to 
t.'s 2nd, 
x 2 
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VARIATION III., 
Beginning at White's 6th move. 


WHITE. BLACK, 
1. P. to Кв 4th. 1. P. to K’s 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3 K. B. to Q. B's 4th. 3. K. B. to Q. B's 4th 
4. P. to Q. Kt.'s 4th. 4. B. takes Kt. P. 
5. P. to Q. B's 8rd. 5. B. to Q. B's 4th. 
6. Castles. 6. P. to Q’s 8rd. 


If, at th's stage, instead of 6. P. to Q's 8rd, he play 
б. К. Kt. to B's 3rd, you ensure a fine attacking game, as 


follows :— 
6. K. Kt. to B's 3rd. 


7. P. to Q's 4th. 7. P. takes P. 
8. P. takes P. 8. B. to Q. Kt.'s 3rd, or (А.у 
9. P. to K's 5th. 9. K. Kt. to his sq. 


‘He appears to have no better defence ; for i£ he play 9. P. to Q’s 4th, you 
take his Kt. and then check with your Rook; if he play 9. Kt. to Kt.’s 
5th, you can take 10, K. B’s P. (ch.); if to K's 5th, you move K. R. 
to К?з sq.; and, finally, if to К. R’s 4th, you may play К. Kt. to hia 
5th. 

) 10. P. to Q's 5th. 10. Q. Kt. to R’s 4th. 
(If he play the Kt. to K's 2nd, you may move P. to Q's 6th.) 


11. Q. B. to К, Kt.'s 5th. 11. P. to К. B's 3rd. 
(Should he, instead, play 11. К. Kt. to K's 2nd, you advance 12. P. tc 


Q's 6th.) 
12. P. takes P. 12. K. Kt. takes P. 
(1f he play 12. P. takes P., you move Kt. to K's 5th, and win.) 
13, P. to Q's 6th. 13. Kt. takes K. B. (best) 


14. Q. to K's 2nd (ch.) 14. K. to B’s sq. 
You have a far better game. 


(А.) 
8. B. to 9. Kt.'s 5th. 
9. P. to K's 5th. 9. Kt. to K's 5th. 
10. Q to K's 2nd. 10. Kt. to Q. B's 6th, 
11. Kt. takes Kt. 11. B. takes Kt. 
12. Kt. to Kt.'s 5th. 12. B. takes К, 


(If he move 10. Castles, you may play 11. Q. to К. R's 5th, or Q. to 
her 3rd, with a winning game.) 


12. B.takes K. D. P.(ch.) 12. K. to B's sq. 
13. Q. B. checks. 13. P. to Q's 3rd. 


(If he interpose the Kt., you move ©. to К. B's 274.) 
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14. P. takes P. 14. P. takes P. 

15. B. takes P. (ch.) 15. Kt. to K's 21. 

16. Q. B. to Q. R's 3rd. 16. К. B. to Q. B's бб, 

17. Q. to K. B's 3rd. 

Winning easily. 
There are other variations; but these will suffice to show 

hat K. Kt. to B's 8rd, at the 6th move, when his B. is at 
Q. B's 4th, is a bad move for Black. 


Let us now resume the original game. 


7. P. to Q’s 4th. 7. Р. takes P. 
8. P. takes P. 8. B. to Q. Kt.'s 3rd. 
9. Q. B. to Q. R’s 8rd. 9. K. Kt. to B's 3rd. 


If you play 9. Q. B. to Q. Kt.'s 2nd, or $. P. to Q's 5th, the 
position will in a move or two become the same as in a previous 
example. Should he reply at his 9th move, Q. B. to К. Kts 
óth, you play 10. Q. to her Kt.'s 8rd, with a good game. 

10. P. to K's 5th. 10. P. takes P. 

11. Q. to her Kt.'s 3rd. 
And your game is preferable to Black's. 


GAME THE SECOND. 


WHITE. BLACK. 
I. P. to K's 4th. 1. P. to K's 4th. 
2. K. Kt. to B's 8rd. 2. Q. Kt. to B's srd. 
3. K. B. to Q. B's 4th. 3. K. B. to Q. B's 4th. 
4. P. to Q. Kt.'s 4th. 4. B. takes Kt. P. 
5. P. to Q. B's 3rd. 5. B. to Q. R's 4th. 
6. Castles. 6. K. Kt. to B's 3rd. 


fis move of 6. Kt. to B's 3rd, may be adopted more safely 
when his B. is at Ө. К 4th, than at the B's 4th. 


7. K. Kt. to his 5th. 7. Castles. 
You might also play 7. P. to Q’s 4th, as in Variation I. 
8. P. to K. B's 4th. 8. P. to Q's 4th. 


Black has several other ways of playing. If he move 8. P. te 
K. R’s 8rd, you take 9. K. B. P. with Kt., and on his taking 
Kt. with R., you take R. with В. (ch.), you then take K. P. 
with P., he retakes with Q. Kt., and by checking with your 
Q. at K. R’s 5th, you win one of the Knights, and have 3 
conquering game, 
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If he play 8. K. P. takes D. P., you advance 9. P. to Q’s 
4th, and if then he attack your Kt. with K. R. P., you leave 
the Kt. to be taken, and capture P. with Q. B. If he move 
8. K. Kt. takes K. P., you take 9. K. B. P. with Kt., then 
10. R. with B. (ch.), and afterwards play 11. Q. to K. B's 
3rd, and have the better game. He may however, at his 8th 
move, play P. to Q/s 9rd, as in the following:— 

8. P. to Q's 3rd. 


9. P. to Q's 3rd. 9. P. to K. R’s 3rd. 
10. P. to K. B's 5th. 10. P. takes Kt. 
11. Q. B. takes P. 11. B. to Q. Kt.'s 3rd (ch.) 
12. K. to R’s sq. 12. Q. Kt. to Ws 4th. 
13. Q. to K's sq. 13. Kt. takes K. B. 
14. Р, takes 9. Kt. 14. R. to K’s sq. 
15. Q. to K. R's 4th. 15. K. B. to K's 6th (best) 
16. B. takes B. 16. Kt. to K. R's 2nd. 


17. Q. to K. Kt.'s 3rd. 
You have a fine situation. 
9. P. takes Q. P. 9. K. Kt. takes P. 
40. P. to Q’s 4th. 10. P. to K. R’s 8rd. 


You may also play 10. Q. B. to Q. R’s 3rd, but Black will 
be the better game. (e. g.) 


10. Q. B. to R's 3rd. 10. Kt. takes К. B. Е 
11. R. takes Kt. 11, Q. takes Kt. 
12. R. to K. B's sq. 12. B. to Kt.'s 3rd (ch.) 
13. P. to Q's 4th. 13. Kt. to Q. R's 4th. 
(it ia of little importance whether you play 13. К. to R’s sq., or as in мә 
text.) 
14. Q. B. takes R. 14. Kt. takes К. B. 
15. B. to Q. B's 5th. 15. B. takes В. 
16. P. takes B. 16. Q. B. to K's 3rd. 
The game is in Black's favour. 
1l. Q. to her Kt.'s 3rd. 11. P. takes Kt 
19. B. takes Kt. 19. К: P. takes В, (Р, 
18. P. to К Kt.'s 8rd. 18. Kt. to K's 2nd. 


Black has the advantage. 
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VARIATION I., 


Beginning at White's 'Tth move, 


BLACK. 


Tn this situation, instead of playing 7. Kt. to Kt.'s &th, you 
ean move as follows:— 


WHITE. BLACK. 


T. P. to Q’s 4th. 7. P. takes P.. 


In place of taking the P., Black may castle, and apparently 
pro his advantage. (See Game the Third.) If he take 
t. P. with Kt., you get the better game; for example,— 
7. Kt. takes K. P. 


8. R. to K's sq. 8. P. to Q's 4th, or (A.) 
417, ac your 8th move, you take P. with Pawn, he may castle safely.) 
9. R. takes Kt. 9. P. takes R. 
10. K. Kt. to his 5th. 10. Castles. 
11. Q. to K. R's 5th. 11. P. to К. R's 3rd. 
12. Kt. takes K. B. P. 12. К. takes Kt. 
13. B. takes К, (ch.) 13. K. to B's sq. 


14. В. to Q. R’s 3rd (ch.) 
And you must win. 


(А) 
8. Kt. takes О. B. P. 
9. Kt. takes Kt. 9. B. takes Kt. 
10. Q. to her Kt.'s 3rd. 10. B. takes K. R. 
11. K. B. takes P. (ch.) 11. K. to B's sq. 
12. Q. B. to K. Kt.'s 5th. 12. Q. Kt. takes P. 
13. Q. to K's 3rd. 13. Kt. to K. B's 4th (best) 
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Uf, instead of Q. to K's 3rd, you play 13. Q. to Q. R’s 3rd (ch.}, Black 
will obtain the better game by first interposing his B. at Q. Kt.’s 5th, 
and then playing 14. P. to Q. B's 4th.) 

14. Q.to her R's 3rd (ch.) 14. Kt. to K's 2nd. 


15. Kt. takes K. P. 15. P. to Q's 3rd. 
16. Q. to K. B's 3rd. 16. B. takes К. В Р, (ch.) 
17. K. takes B. 17. Q. B. to K. B s 4th. 
18. K. B. to K's 6th. 18. P. takes Kt. 
19. B. takes B. 19. Q. to her 5th (ch.) 
20. K. to Kt.'s 2rd. 20. K. to his sq. 
(If, at his 2С move, he take the B. with Kt., you mate in six moves.) 
21. R. to Q’s sq. 21. Q. takes R. (best) 
22. Q. takes Q. 22. Kt. takes B. (ch.) 
23. K. to Kt.’s 4th. 28. P. to К, Kt.'s 3rd, 


24. Q. to her 5th. 
You ought to win. | 
(These latter variations are from a clever analysis of Black’s 8th move, 
by Mr. G. Waller, of the Dublin club, which may be found at length in 
vol. vii. p. 353, of the ** Chess-Player’s Chronicle.’’) 
Let us again refer to the diagram, and after making the 
Tth move on each side, proceed with the game. 


8. P. to K's 5th. 8. К. Kt. to K's 5th. 
9. Q. to her Kt.'s 3rd. 9. Castles. 
10. QB. фо Oak's ard. 10. P. to Q/s 3rd. 
11. Q. B. P. takes P. 11. K. B. to Q. Kt.'s3rd, 
12. 9. to K’s 3rd. 12. Q. B. to K. B’s 4th, 


13. B. to Q's 5th. 
And you win a Piece. 


i GAME THE THIRD. 


Varying from the preceding at Black's Tih move. 


WHITE. BLACK. 
. P. to K's 4th. P. to K's 4th. 
K. Kt. to B's 3rd. Q. Kt. to B's 3rd. 
K. B. to Q. B's 4th. K. B. to Q. B's 4th. 
P. to Q. Kt.'s 4th. B. takes Kt. P. 
. Р. to Q. B's 3rd. B. to Q. R’s 4th. 
. Castles. . K. Kt. to B's 3rd. 
. P. to Q's 4th. . Castles. 
8. P. takes K. P. . Kt. takes К.Р. 


If you play 8. Q. B. to K. Kt. s 5th, he can reply with 8. P. 
to К. R.’s 9rd; but when, you then retreat the D. to К. R's 
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4th, he ought not to advance P. to K. Kt.’s 4th, because you . 
might advantageously give up your K. Kt. for the two Pawns. 
Не should rather play P. to Q’s 3rd. 
9. Q. to Q. B's 2nd. 9. P. to Q's 4th. 

And he has the better game. If, at your 9th move, you play 
Q. B. to Ев 3rd, his best answerappears to te 9. P. to Q'a 
8rd; and if 9. К. В. to Q/s 3rd, then he may safely advance 
P. to Q’s 4th. Your strongest play, perhaps, is 9. Q. to Q’s 3rd, 
whereupon the following moves are probable: 


9. Q. to Q's 3rd. 9. Kt. to Q. B's 4th. 
10. G. to her 5th. 10. Kt. to K's 3rd. 
ll. а. B. to 9. R's3rd. 11. К. К. to Кв sq. 


You may then move 12. К. to R’s sq.,or 12. P. to K. Kt.'s 3rd, 
and have a good game. 


GAMES ILLUSTRATIVE OF CAPTAIN EVANS’ GAMBIT. 
l3. Gaxx I.—Between Messrs. Cochrane and Staunton. 


ware. (Mr. S.) BLACK. (Mr. C.) 
1. P. to K's 4th. 1. P. to K's 4th. 
2. К. Kt. to B's3rd. 2. Q. Kt. to B's 3rd 
3. K. B. to Q. B's 4th. 3. K. B. to Q. B's 4tb 


4. P. to Q. Kt.'s 4th. 
5. P. to Q. B's 3rd. 
6. Castles. i 


4. B. takes Q. Kt. F. 
5 
6 
7. P. to Q's 4th. 7 
8 
9 


f B. to Q. R’s 4th. 
B. to Q. Kt.'s 3rd, 

Р. takes P. 

Р 


8. P. to K's 5th.* . to Q's 4th. 


9. P. takes P. in passing. Q. takes P. 

10. R. to K's sq. (ch.) 10. Q. B. to K's 3rd. 
11. 9. B. to Ө. R’s 3rd, 1l. Q. to her 2nd. 
12. Kt. to К, Kt.'s 5th. 12. P. takes P. 

13. Kt. takes Ө. В.Т 13. Q. takes Q. 
14. Kt. takes Kt. P. (double ch.) 14. K. to Q's 2nd. 
15. R. takes Q. (ch.) 15. K. to B's sq. 
16. Ө. Kt. takes P. 16. K. B. to Q's 5th, 
17. R. takes B. 17. Kt. takes R. 4 
18. B. takes K. B. P. 18. K. Kt. to R's 3rd. 
19. K. B. to Q. Kt.'s 3rd. 19. Kt. takes B. 
20. Q. R. P. takes Kt. 20. K. to Q's 2ud. 


* This variation, which was played, for the first time, in the present 
game, attracted the attention of the celebrated Indian player, Ghuiam 
Kassim, who took the pains to analyse it very carefully, and forwarded 
the result to the writer. His analysis will be found in the ** Chess 
Player's Chronicle," vol. vi. p. 47. 

+ This is an instructive situation, 


138 CHESS-PLAYER’S HANDBOOK. 


21. K. to Q. B's 3rd. 
22. P. to Q. Kt.'s 3rd. 
23. K. to Q. Kt.'s 2nd. 


21. R. to Q's sq. (ch.) 
72. K. Kt. to K's 6th. 
23. R. to Q. B's sq. 


24. Q. Kt. to Kt.'s 5th. 24. P. to Q. B's 4th. 
25. P. to Q. Kt.'s 4th. 25. K. to B's 3rd. 

26. Q. Kt. to Q. B's 7th, 26. Q. R. to Q. B's sq. 
27. P. takes P. 27. P. to Q. Kt.'s 4th. 


48. Q. Kt. to Q. R’s 6th. ` 
White wins. 


Id. Game II.—Between Mr. Horwitz and M, Kieseritziy 


waits. (Mr. Н.) BLACK. (M. K.) 

1. P. to K's 4th. l. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. К. B. to Q. B's 4th. 3. K. B. to Q. B's 4th 
4. P. to Q. Kt.'s 4th. 4. B. takes Kt. P. 

5. P. to Ө. B's 3rd. 5. B. to Q. R's 4th. 

6. Costles. 6. P. to Q's 3rd. 

7. P. to Q's 4th. 7. P. takes P. 

8. P. takes P. 8. B. to Q. Kt.'s 3rd. 
9. Q. B. to Kt.'s 2nd. 9. K. Kt. to B's 3rd. 
10. Q. Kt. to Q's 2nd. 10. Castles. 
11. P. to Q's 5th. 11. Q. Kt. to K's 2nd. 
12. B. takes K. Kt. 12. P. takes B. 

13. Kt. to K. R’s 4th. 13. Kt. to К. Kt.’s 3rd, 
14. Q. to K. R’s 5th.* 14. Q. to К?з 2nd.f 

15. K. Kt. to B's 5th, 15. B. takes Kt, 

16. P. takes B. 16. Kt. to K's 4th. 

17. Q. R. to K's square. 17. Q. R. to K's square 
18. Q. R. to K's 4th. 18. K. to Kt.'s 2nd.$ 
19. Q. R. to K. R's 4th, 19. K. R. to his square. 
20. Q. to К. R’s 6th (ch.) 20. K. to Kt.'s square, 
21. Q. К. to К. R’s 3rd, || 21. Kt. to K. Kt.'s 5th. 
22. Q. to K. B's 4th. 22. P. to К. R’s 4th.** 
23. R. to K. Kt.'s 3rd. 23. К. to B's square. 


* The opening of this game is admirably played by Mr. Horwitz. 

T Very tame and inefficient, 

+ After this move, with common care on White’s part, Black's game 
was irrecoverable, 

§ It is difficult to imagine a more deplorable situation than poor Black’s 
at this point, 

|| very good move, but Kt. to K's 4th we believe to be a better. 

€ This inconceivable blunder loses White a won game. If he bad 
simply played Q. to K. R’s 5th, Black might with good grace have given 
up the partie, 

** Tt is worth remarking, that if White, on his last move, instead of 
playing the Q., had tried to confine the Kt., by placing his R. at K. Kt.'s 
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24. P. to К. R’s 3rd. 24. Q. to K's 4th. 

25. Q. takes Q.* 25. Kt. takes Q. 

26. B. to Q. Kt.'s 3rd. 26. Р. to К. R's 5th. 

27. R. to Q. B’s 3rd. 27. B. to Q. R’s 4th. 

28. R. to B's 2nd. 28. K. R. to Kt.'s square. 
29. K. to R’s 2nd. 29. В. to Q. Kt.'s 3rd. 
30. P. to K. B's 4th. 30. Kt. to Q's 6th. 

31. К. to Q. B's 314. 31. 9. R. to K's 7th. 


And White abandoned the contest. 


4), Game III.—Played by Messrs. Perigal and Pulling consulting 


г 


against Mr. Popert, 


уғнітк. (The Allies.) BLACK. (Mr. Popert.) 

1. P. to K’s 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. K. B. to Q. B's 4th. 3. K. B. to Q. B's 4th. 
4. P. to Q. Kt.'s 4th. 4. B. takes Kt. P, 

5. P. to Q. B's 3rd. 5. B. to Q. B's 4th. 

6. Castles. 6. P. to Q's 3rd. 

7. P. to Q's 4th. 7. P. takes P. 

8. P. takes P. 8. B. to Q. Kt.'s 3rd. 
9. Q. Kt. to B's Эта. 9. Kt. to K. B's 3rd. 
10. P. to K's 5th. 10. P. takes P. 
11. Q. B. to R's 3rd. 11. Q. Kt. to R’s 4th. 
12. K. R. to K's sq.§ 12. Kt. takes B. 
13. Q. to her R’s 4th (ch.) 13. P. to Q. B's 3rd. 
14. Q. takes Kt. 14. Q. B. to K's 3rd. 


15. R. takes K. P. 15. Q. to her 2nd. 


3rd, he would have lost all his advantage, because, in that case, Black 
could have taken K. B. P. with his B. (e. g.) 


WHITE. BLACK. : 
22. К. to Kt.'s 3rd. 22. B. takes K. B. P. (ch.) 
23. K. R. takes B., or (A.) 23. Q. to K's 8th (ch.) 
24. K. R. to K, B's square. ) 24. Q. takes Q. R. 

(A. 
23. K. tc R's square. 23. B. takes Q. Re 


And must win. 

* This was compelled; had White attempted to evade it, by moving 
his Q. to К. B's 3rd, Black would have answered with Kt. to K. R's 7th, 
and when the К, took it, have played P. to К. R’s 5th, winning the 
exchange at least. 

+ This is not the customary move, but it may be adopted without dis- 
advantage, and requires great care in answering. 

ў The position of White's Q. Kt. completely foils the usual defenco at 
this point of Q. B. to K's 3rd, 

§ This is all very cleverly played. 
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16. К. takes B. (ch.)" 16. P. takes К, 

17. Kt. to K's 5th. 17. Q. to her B's sq. 
18. R. to K's sq. 18. K. Kt. to Q's 4th, 
19. Kt. takes Kt. 19. ©. B. Р, takes Кт, 
20. Q. to Kt.'s 5th (ch.) 20. K. to Q's sq. 


And White mated in two more moves. 


Game IV.--Betwecn M. Kieseritzky and Mr. Horwitz, 


ware. (Mr. Н.) BLACK. (M. K.) 

1. P. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to D's 2rd. 

3. K. B. to Q. B's 4th. 3. K. B. to Q. B's 4th. 
4. P. to Q. Kt.'s 4th. 4. B. takes P. 

5. P. to Q. B's 3rd. 5. B. to Q's 3rd. 

6. Castles. 6. Q. to K's 2nd. 

7. P. to Q's 4th. 7. Q. Kt. to Q's кияга. 
8. P. takes P. 8. B. takes P. 

9. Kt. takes B. 9. Q. takes Kt. 
10. Q. to Q's 3rd. 10. К. Kt. to B's 3re. 
11. P. to К. B's 4th. 11. Q. takes K. P. 
12. Q. takes Q. 12. Kt. takes Q. 
13. K. R. to K's square, 13. P. to K. B's 4th. 
14. Q. Kt. to Q's 2nd. 14. Q. Kt. to K's 3rd. 
15. Kt. takes Kt. 15. P. takes Kt. 
16. R. takes P. 16. P. to K. Kt.'s 3rd. 
17. Q. B. to R’s 3rd. 17. K. to B's 2nd. 
18. Q. R. to K. B's square, 18. P. to Q's 3rd. 

19. P. to K. Kt.'s 4th. 19. К. R. to Kt.'s square, 


20. Q. К. to K's square. $ 
And Black resigns. 


блмь V.—Between Messrs. Walker and Slous. 


wuirr. (Mr. S.) BLACK. (Mr. W.) 

l. P. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. K. B. to Q. B's 4th. 3. К. B. to Q. B's 4th. 
4. P. to Q. Kt.'s 4th, 4. B. takes Q. Kt. P. 
5. P. to Q. B's 3rd. 5. B. to Q. R’s 4th. 

6. Castles. 6. K. Kt. to B's 3rd. 
, 7. К. Kt. to his 5th. 7. Castles. 

8. P. to К. B's 4th. 8. P. to Q's 4th. 


© Tne attack is kept up with uncommon spirit and ability. 
Y This is not at all 2 commendable defence to the Evans’ Gambit 
$ A lively well-played game, on the part of Mr. Horwitz. 
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9. P. takes Q. P. 9. K. Kt. takes P, 
10. Q. B. to Q. R's 3rd. 10. Kt. takes K. B. P, 
11. R. takes Kt. 11. Q. takes Kt. 
19. R. to K. B's sq. 12. B. to Q. Kt.'s 3rd (ch.) 
13. P. to Q's 4th. 13. Q. B. to K's 3rd. 
14. B. takes В. 14. P. takes В. 
15. К. takes К. (ch.) 15. К. takes К, 
16. B. takes R. 16, K. takes D. 
17. Kt. to Q's 2nd. l7. P. takes P. 
18. Kt. to Q. B’s 4th. 18. P. takes Ө. D. P. (dis. ch.) 
19. Kt. takes B. 19. Q. R. P. takes Kt. 
20. Q. to Q's 7th. 20. Q. to K's 2nd. 
21. R. to K. B's sq. (ch.) 21. K. to Kt.'s sq. 
22. Q. to Q. B's 8th (ch.) 22. Kt. to Q's sq. 
23. R. to Q's sq. 23. P. to Q. B's 7th. 
24. К. takes Kt. (ch.) * 24. K. to B's 2nd, 
25. R. to K. B's 8th (ch.) 25. Q. takes R. 
26. Q. takes B. P, (ch.) 26. Q. to K's 2nd. 
7. Q. takes B. P. 27. Q. to her B's 4th (ch.) 


And Black wins. 


CHAPTER VI. 


THE TWO KNIGHTS' DEFENCE. 


Pars, like the Evans’ Gambit, and the Queen's Pawn 
Game or Scotch Gambit, is a variation merely of the Giuoco 
Piano; the second player, instead of moving at his 3rd move, 
К. B. to Q. B's 4th, bringing out his К. Kt. to D's 3rd. It is 
said to have been invented by Gianutio (1597), and is also 
noticed by Greco (1615); but the specific title of “Те Two 
Knights' Game" Rd it owes to M. Bilguer, 
who, some years ago, published a small work, exclusively 


* The position now is extremely interesting and instructive. By taking 
the Kt. with his Rook, apparently an easy winning move, White loses the 
game, while by taking with the Queen he must have won it; for example,—- 

24. Q. takes Kt. (ch.) 24. Q. takes Q. 
"Af he move the King, White checks with his К. at K. B's sq., and then 
takes the Q.) 
25. R. takes ©, (ch.) 25. K. to B's 2nd. 
26. К: to Q's 7th (ch.) 26. K. is moved 
97. R. takes Ө. B. P. 
And wins of course, 
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devoted to the analysis of this one opening,* the greater part 
of which was afterwards incorporated in his “ Handbuch." 
The chief writers to be consulted upon this offset of the 
Giuoco Piano, are—Gianutio (translated by бата, 1817), 
рр. 21—82; Salvio (1723), pp. 81—83; Ponziani (iran 
p. 105; Lolli, pp. 173, 266 ; Allgaier, tab. ii.; Lewis, 2nd 
edition, pp. 60—90; and his Treatise (1844), pp. 128—128 ; 
Walker (1846), pp. 84, 87; and the German * Handbuch,” 
pp. 147—160. 


GAME THE FIRST. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 8rd. 
9. K. B. to Q. B’s 4th. 8. К. Kt. to B's 8rd. 


It is this move of Black which has caused the variation to be 
distinguished as * The Two Knights’ Game," both his Knights 
being brought into action at the very outset of the contest. 


4. K. Kt. to his 5th. 4. P. to Q’s 4th. 


If in place of 4. P. to Q’s 4th, he play 4. Q. Kt. to R’s 4th, 
or Q. to K's 2nd, you take К. В. P. with the B. (ch.); but he 
may play 4. K. Kt. takes K. P., for the result of which refer 
to the next game. 


5. P, takes P. 5. К. Kt. takes P. 


He may also play 5. Q. Kt. to Q. R's 4th, when the following 
moves are likely to ensue :— 
5. Q. Kt. to R's 4th. 
6. B. to Q. Kt.’s 5th(ch,) 6. B. to Q's 2nd. 
1f Black here play 6. P. to Q. B's 3rd, you must take P. with P., anu 
when he retakes with P., your only move is Q. to K. B's 3rd, any 
other leaves you with an inferior game. ‘This variation is important 
but seems to have escaped the writers who have examined the opening, : 
7. Q. to K's 2nd. 7. K. B. to Q's 3rd. 
8. B. takes B. (ch.) 8. Q. takes D. 
9. P. to Q. B's 4th. 
And you remain with a Р. more, and a better position. 


* “Das Zweispringerspiel im Nachzuge.” Berlin, 1839. 
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4. K. Kt. takes K. B. P. 6. K. takes Kt. 


Lolli strongly recommends P. to Q’s 4th for your 6th move, but 
there is now no doubt that the move in the text is preferable. 


7. Q. to К. B's 3rd (ch.) 7. К. to his 3rd. 
This is his only play to keep the Kt. 
8. Q. Kt. to Q. B's 3rd. 8. Q. Kt. to Ів 2nd. 


If he play 8. Q. Kt. to his 5th, the following moves show you 
must gain a speedy advantage :— 
8. Q. Kt. to his 5th. 
9. Q. to K's 4th. 9. P. to Q. B's 3rd. 


(Generally speaking, it is advisable in this opening to keep your Queen 
immoveable on the K. B's file, as then she exercises the greatest 
influence on Black's game. Тһе present instance, however, is an 
exception; Black has made a bad move, and to take advantage of it, 
you may safely play the Q. thus,)— 

10. P. to Q's 4th. 10. Q. to her 3rd. 

(You might also play advantageously 10. P. to Q. R's 3rd, and after- 
wards P. to Q’s 4th. If Black, at his 10th move, play К. B. to Q's 3rd, 
or Q. to K. B's 3rd, you can dislodge his Q. Kt. with Q. R. P., and 
then take the other Kt. with Kt., 


11. P. to К. B's 4th. lı. Р. to Q. Kt.’s 4th. 
12. K. B. P. takes P. 12. Q. to her 2nd. 
13. Castles. 13. P. takes K. B. 
And you now give checkmate in seven moves. 
9. P. to Ө» 4th. 9. P. to Q. B's 3rd. 


Ít is evident he cannot take the Pawn without your winning 
the Kt. by Q. to K's 4th (ch ). He may, however, play 9. P. 
to K. R’s 8rd, to prevent your subsequently moving Q. B. to 
К, Kt.s 5th; let us suppose,— 
9. P. to K. R's 2rd. 
10. Castles. 10. Р. to Q. B's 3rd. 
11. K. R. to K's sq. 11. P. to K. Kt.'s 4th. 
If he play instead of this 11. K. to Q's 3rd, you take P. with P., and 
then move P. to K's 6th. Не may, however, play Kt. to К. Кеа 
3rd, or P. to Q. Kt.'s 4th; but in each case to your advantage.) 


12. R. takes P. (ch.) 12. K. to Q's 2nd. 
13. B. takes Kt. 13. Kt. takes B. 
14. Q. Kt. takes Kt. 14. P. takes Kt. 
15. R. takes P. (ch.) 15. В. to Q’s 3rJ. 


16. P, to Ө, B's 4th. 
You have the better game. 
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10. Q. B. to К, Kt.'s oth. 10. P. to К. R's 3rd. 


Shouid he play 10. P. takes Q. P., you can castle on Q’s cide, 
and then check with K. R.; if he play 10. K. to Q’s 2nd or 8rd, 
you may take Р. with P., and afterwards castle on Q’s side. 


11. 9. B. takes Kt. 11. B. takes В. 

12. Castles on Q’s side. 12. К. К. to В sq. 

18. 9. to K’s 4th. 13. Q. to her 8rd. 

14. К. В. to K's sq. 14. R. to K. B's 4th. 
15. P. to K. Kt.'s 4th. 15. B. to Kt.'s 4th (ch.) 
16. K. to Kt.'s sq. 16. R. to B's 5th. 

17. О К. Не (th; 17. B. to K. B's 2rd. 
18. P. takes P. 18. B. takes Р. 

19. B. takes Kt. (ch.) 19. P. takes B. 


20. Kt. takes P. 
And you must win easily. 


GAME THE SECOND. 


WHITE. BLACK. 

P. to K's 4th. 1. P. to K's 4th. 

K. Kt. to B's 8rd. 2. Q. Kt. to B's 3rd. 
K. B. to Q. B’s 4th. 8. К. Kt. to B's 8rd. 
K. Kt. to his 5th. 4. K. Kt. takes K. P. 
B. takes K. B. P. (ch.) 5. K. to his 2nd. 


You would play badly in taking the Kt. instead of the K. B. P. 
because Black would reply with 5. P. to Q’s 4th, recovering 
the lost Piece, with no inferiority of position. And you would 
also play ill to take the K. B. P. with your Kt., instead of 
with the Bishop; for example, — 

5. Kt. takes K. B. P. 5. Q. to K. R’s 5th. 

6. Castles. 6. K. B. to Q. B's 4th. 

(In lieu of castiing, you might play 6. P. to K. Kt.'s 3rd, 6. Q. to K's 2nd, 
or 6. R. to K. B’s sq., but in any of these cases the result would be 
against you.) 

*. P. to Q's 4th. 7. B. takes Q. P. 

(If vou play 7. P. to K. Kt.'s 3rd, ће may take the К. КЕ, P. with his 
Kt., and win without much difficulty. You may also piay 7. Kt. takes 
К. К., but in this case also by first taking К. В. P. with his Kt., and 
epa Rook with his B., Black would have a much better game than 
you. 


np. lo 
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8. Kt. takes К. К. f. Kt. takes К. B, P. 
9. B. to K. D's 7tF (ch) 9. К. to B's sq. 


17 vou take Kt. with R., instead of checking with the B., the game shortly 
becomes still more unfavourable for you.) 


10. K. R. takes Kt. 10. Q. takes R. (ch.) 

11. K. to R's sq. 11. Р. to Q's 3rd. 

12. К. B. to Q's Sth, 12. Q. B. to K. Kt.'s 5th. 
13. K. B. to his 3rd. 13. Q. B. takes K. B. 

14. P. takes B. 14. K. to Kt.'s sq. 


And he ought to win. 

We may now resume the original game, which we left at 

the 5th move. 
6. P. to Q's 8rd. 6. Kt. to К. B's 2rd. 

І ће were to take your Kt., you evidently gain his Q. for the 
three minor Pieces; if he play 6. Kt. to Q’s 3rd, you also win 
the Q. by first playing Kt. to K's 6th, and then checking with 
your Bishop. 


Т. By to'Q Kts 9rd. 7. P. to Q’s 4th. 
8. P. to K. B's 4th. 8. Q. B.to K. Kt.'e 5th. 
9. Q. to her 2nd. 9. P. to К. R’s 3rd 

10. P. takes K. P. 10. Q. Kt. takes Р. 

11. Q. to K's 3rd. 11. P. takes Kt. 

12. Q. takes Kt. (ch.) 12. K. to B's 2nd. 

18. Castles. 18. B. to Q’s 3rd. 


14. Q. takes Q. P. (ch.) 


And you must win. 


GAMES 
ILLUSTRATIVE OF THE TWO KNIGHTS' GAME, 
33. Game I.—Between Von H. der Laza and Mr. M. 


waite, (V. Н. d. L.) BLACK. (Mr. M.) 
l. P. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. K. B. to Q. B's 4th. 3. K. Kt. to B's 3rd, 
4. K. Kt. to his 5th. 4. P. to Q's 4th. 

5. P. takes P, 5. Kt. takes P. 

6. Kt. takes K. B. P. 6. K. takes Kt. 

7. Q. to K. B's 3rd (ch.) 7. K. to his 3rd, 

8. Q. Kt. to B's 3rd. 8. Ө. Kt. to K’s 2nd. 
9. P.to Q's 4th 9, P. to Q. Ке, 4th. 


~ 


y 
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10. Kt. takes P. 

11. Kt. to Q. B's 3rd. 

12, Р. takes К.Р. 

13. Kt. to K's 4th. 

14. 9. B. to Q's 2nd. 

15. Q. to K. Kt.'s 4th (ch.) 
16. P. to K. B's 4th (ch.) 
17. P. to Q. B's 3rd (ch.) 
18. B. takes Kt. (ch.) 

19. P. to B's 5th (dis. ch.) 
20. Castles on Q's side (ch.) 
21. P. to Q. Kt.'s 4th (ch.) 
22. P. to Q. R's 4th (ch.) 
23. Q. takes Q. 


24. K. to Q. Kt.'s 2nd, and wins. 


wur. (Mr. M.) 

l. P. to K's 4th. 

2. K. Kt. to B's 3rd. 

3. B. to Q. B's 4th. 

4. K. Kt. to his 5th. 

5. P. takes P. 

6. Kt. takes K. B. P. 

7. Q. to К. B's 3rd (ch.) 

8. Q. Kt. to B's 3rd. 

9. P. to Q's 4th. 
10. P. takes P. 
11. Castles. 
12. Kt. takes Kt. 
13. K. R. to Q's sq. 
14. Q. B. to K. Kt.'s 5th. 
15. B. takes Kt. 
16. Q. to her Kt.'s 3rd. 
17. К. takes Q. P. 
18. K. to R’s sq. 
19. Q. to her Ев 3rd (ch.) 
Y0. Q. to R’s 4th (ch.) 
21. Q. R. to Q's sq. 
22. R. to Q's 7th (ch.) 
23. K. R. to Q's 8th (ch.) 
24. Q. R. to Q's 7th (ch.) t 
25. Q. takes B., mate. х 


М 


10. Р. to 9. B’s 3rd. 
11. Q. to her Kt.'s 311, 
12. 9. B. to Kt.'s 2nd. 
13. Q. to Kt.'s 5th (ch.) 
14. Q. takes K. В. 

15. K. takes P. 

16. K. to Q's 5th. 

17. Kt. takes B. P. 

18. K. takes Kt. 

19. K. to Q's 4th. 

20. K. to B's 4th. 

21. K. to Kt.’s 4th. 
22. K. takes P. 

23. Kt. to Q's 4th. 


9M Game П.--Вебуееп two members of the Berlin Chess Club 


BLACK. (Mr. H.) 

l. P. to K's 4th. 

2. Q. Kt. to B's 8rd, 

3. K. Kt. to B's 3rd, 

4. P. to Q's 4th. 

5. K. Kt. takes P. 

6. K. takes Kt. 

7. K. to his 3rd. 

8. Q. Kt. to K's 2nd. 

9. P. to Q. B's 3rd. 
10. Q. Kt. to K. Kt.'s 3rd, 
11. K. B. to Q. Kt.'s 5th. 
12. P. takes Kt. 
13. Kt. to K's 2nd.* 
14. K. R. to D's sq. 
15. K. takes B. 
16. К. B. to Q. B's 4. 
17. B. takes K. B. P. D» 
18. Q. to her Kt.'s Зга, 
19. K. to his sq. 
20. K. to his 2nd. 
21. R. to K. B's 4th. 
22. K. to B's sq. 
23. K. to his 2nd. 
24., B. takes R, 


ж Better to take the Bishop with Pawn, and give up the Queru. 
+ He might have mated the King on the move at K's 8th. 
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©нлАрткв VII. 
THE KNIGHT’S GAME OF RUY LOPEZ. 


Тнв is the appellation by which the German “Handbuch ’ 
designates that modification of the King’s Knight's Opening, 
where the first player, at his 9rd move, instead of playing 
K. B. to Q. B's 4th, moves it to Q. Kt.’s 5th, as advised by 
Ruy Lopez, in the second chapter of his “ Libro de la Invencion 
liberal y Arte del Juego del Axedres;’ a variation which seems 
to merit a more favourable judgment than has been passed 
on it by the generality of subsequent writers. 


GAME THE FIRST. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
9. K. Kt. to B's 8rd. 2. Q. Kt. to B's 3rd. 
8. К. B. to Q. Kt.’s 5th. 3. К. Kt. to B's 8rd. 


By playing your Bishop thus you again threaten to win his 
King’s Pawn. His best reply, according to the German 
writers, is the move in the text, but he has the choice of other 
moves, the most important of which are 3. K. B. to Q. B's 4th, 
8, Q. to К. B's 3rd, and 3. P. to Q. R’s 3rd. (See Game the 
Second.) If instead of these he play 3. P. to Q’s 3rd, he 
confines his King's Bishop, and subjects himself to the disad 

vantage of a badly doubled Pawn. If, as recommended by 
Cozio, he move 3. K. Kt. to K's 2nd, you ean answer advan 
tageously with 4. P. to Q. B's 8rd; and should he play 3. Q. Kt. 
to Q/s 5th, you ean play the Bishop to Q. B's 4th, leaving him 
the option of exchanging Knights or of protecting his K, P., 
either of which would afford you an opportunity of developing, 
el game. You might also play as advised by the ** Hand- 

меһ.” 
3. Q. Kt. to Q's 5th. 


4. Kt. takes Kt. 4. P. takes Kt. 
5. P. to Q's 3rd. 5. B. to 9. B's 4th. 
6. Q. to K. R's 5th. 6. Q. to K's 2nd. 
7. Q. B. to К. Kt.'s 5th. 7. B. to Q. Kt.'s 5th (en ) 
8. P. to Q. B's 3rd 8. P. takes P. 
9. P. takes P. 9. Q. to K's 4th. 
10. B. to Q. B's 4th. 10. P. to К. Kt.'s 3rd. 
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11. Q. to K. B's 3rd. 11. Q. takes Bj, 
12. Q. takes K. B. P. (ch.) 12. K. to Q's sq. 
13. P. takes В. 

You have tne better game. 


4. Q. to K's 2nd. 4. K. B. to K's 2nd. 


This appears your best move; P. to Q’s 4th, P. to Q's 8rd, 
Q. Kt. to B's 3rd, and castling, lead apparently to an even 


game only. 


If Black venture now to play 4. К. B. to О. В' 4th, the 
position shortly becomes still more favourable for you; let us 


suppose,— 
K. B. to Q. B's 4th. 
P. takes B. 
to her 5th. 


. to Q. Kt.'s 3rd 


4. 
5. B. takes Kt. 5.Q 
6. Kt. takes K. P, 6. Q 
7. Kt. to Q's 3rd. 7. В. 
8. P. to K. B's 3rd. 


Followed presently ру P. to Q. B's 3rd, and К. Kt. to К. B's 2nd. Не 
cet however, for his 4th move, play P. to Q. R's 3rd, and pursue it 
thus:— 


. 


4. P. to Ө. R’s 3rd. 


5. B. to Q. R's 4th. 5. P. to Q. Kt.'s 4th. 
6. B. to Q. Kt.'s 3rd. 6. K. B. to Q. B's 4th. 
7. P. to Q. R's 4th. 
The game is a little in your favour. 
5. P. to Q. B's 8rd. 5. P. to Q’s 8rd. 


If instead of this moye you too eagerly attempt to win his 
Pawn, he may reduce the game to an equality; for example,— 


5. B. takes Q. Kt, 5. Q. P. takes B. 
6. Kt. takes К. P. ' 6. Q. to her 5th. 
: 4. Kt. to B's 3rd. 7. Q. takes K. P. 
&c., &c. 

6. P. to Q’s 4th. 6. P. takes P. 
7. Kt. takes P. 7. B. to Q/s 2nd. 
8. Kt. takes Q. Kt. 8. B. takes Kt. 
9. B. takes B. (ch.) 9. P. takes B. 


And his Bishop is locked, and the position altogether in your 
favour. 
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GAME THE SECOND. 
WHITE. BLACK, 


1. P. to K's 4th. 1. P. to K's 4th. 
2. K. Kt. to B's 8rd. 2. Q. Kt. to B's 8rd. 
3. К. B. to О. Kt.'s 5th. 8. K. B. to Q. B's 4th. 


As was before observed, he may also play 3. Q. to K. B's 2rd 
and P. to Q. R’s 3rd; if the brass you immediately bring 
out your Q. Kt., and have then an opportunity of presently 
commencing a vigorous attack. If he play the latter, I do 
not think it advisable to take off the Q. Kt., as is generally 
done, because that leads infallibly to a game without advan- 
tage on either side; but I believe it better to withdraw the 
Bishop to Q. R’s 4th, with the view to prevent as long as 
possible the safe advance of Black's Queen's Pawn. If he 
then drive your Bishop to Q. Кїз 3rd, it will be well posted, 
and his game be still a little embarrassed. 

4. P. to Q. B's 3rd. 4. Q. to K. B's 3rd. 
Instead of so playing, he may move 4. P. to Q's 8rd, or 
4. К. Kt. to B's 3rd, the result of which will be shown in 
Variation I.; he may also play, as advised by some. authorities, 
4. K. Kt. to K's 2nd, upon which the game is likely to be 


pursued as follows :— 
4. K. Kt. to K's 2nd. 


5. Castles. ' 5. P. to Ө. R’s 314, 
6. B. to Q. R's 4th. 6. Castles. 
7. P. to Q's 4th. 7. P. takes P. 
8. P. takes P. 8. B. to Q. Kts 3rd, 
9. P. to Q's 5th. 9. Q. Kt. to his sq. 
You have an unquestionable advantage from position, 
5. Castles. 5. K. Kt. to K's 2nd. 
6. P. to Q/s 4th. 6. P. takes P. 
da ©, В; t0 K В Obs 7. Q. to K. Kt.’s 8rd, 
8. B. takes K. Kt. 8. Q. Kt. takes B. 
9. P. takes P. 9. B. to Q. Kt,’s 8rd. 
10. Q. Kt. to B's 3rd. 10. Castles. 


Your game is a little better developed. 


The defence in the above variation is that commended by 
Ponziani, who remarks that if White, at his 5th move, take 
Q. Kt. with B., Black answers with 5. Q. takes B., and if 
then White move 6. P. to Q’s 4th, Black takes K. P. with 
©. (ch.), and has the advantage. Tf at your 5th move you 
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advance P. to Q’s 4th, instead of Castling, the following varia- 
tions веет to prove that Black would get the better game :— 


5. P. to Q’s 4th. 5. P. takes P. 
6. P. to K's 5th. 6. Q. to K. Kt.'s 3rd. 
(If he take the Pawn with his Kt., you gain a Piece by 7. Q. to K's 224.) 

7. P. takes P. 7. Kt. takes Q. P. 

8. Kt. takes КЕ, 8. Q. to her Kt.'s 3rd, 
9. Q. B. to K’s 3rd. 9. B. takes Kt. 

10. Q. B. takes B. 10. Q. takes K. B. 

11. P. to K's 6th. 11. Q. to K. Kt.’s 4th, 


12. P. takes К. B. P. (ch.) 12. K. takes P. 

And you have a Pawn less, without any compensating advantage of рові. 
tion. If at Ше 7th move of this variation you play В. takes Q. Kt., 
instead of 7. P..takes P., Black equally appears to come off with the 
superior game (е. g.) :— 

7. B. takes Q. Kt. 1. P. takes Q. B. P. 
He threatens now to play P. to Q. B's 7th next move. If you take the 
Pawn with Q. Kt., he may take your K. Kt. P. with his Q., or the Bishop 
with his Q. P., and in either case be the winner of a Pawn. 


VARIATION I., 
Beginning at Black's 4th move. 


WHITE. BLACK. ; 
1. P. to K's 4th. 1. P. to K's 4th. 
2. К. Kt. to B’s 3rd. 2. Q. Kt, to B's 3rd. 
8. K. B. to Q. Kt.'s 5th. 8. K. B. to Q. B's 4th. 
4. P. to Q. B's 8rd. 4. P. to Q’s 8rd. 


If at this point he play 4. К. Kt. to D's 8rd, your best lina 
of operation appears to be the following :— 
4. K. Kt. to B's 3rd. 


5. P. to Q's 4th. 5. P. takes P. 
6. P. to K's 5th. 6. К. Kt. to K's 5th. 
7. Castles. 7. P. to Q’s 4th. 


(If he take the Q. B. P. with Pawn, you win a Piece; and if he Castive, 
by taking Q. P. with Pawn, you will have an excellent game.) 
8. P. takes P. (in passing) 8, К. Kt. takes Q. P. 
9. Ө. В. to K. Kt.’s 5th. — 9. P. to К. B's 3rd (best) 
10. K. B. takes Kt. (ch.) 10. Q. Kt. P. takes K, B, 
11. R. to K's sq. (ch.) 11. K. to B's sq. 
12. P. takes Q. P. 
And you have an evident superiority. 


D. P. to Q’s 4th. 5. P. takes P. 


6. P. takes P. 6. B.toQ, Kt.'s 5th (ch.) 
7. K, to his 2nd. 7. P. to Q's 4th 
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At your 7th move you might also рау К. to B's sq., or inter- 
pose either Bishop or Q’s Kt., and in any of these cases have 
a superior game. 

If Black, instead of his present move, should play 7. P. tc 
Q. Е 8rd, you must take his Kt. (ch.), and then play Q. to 
her-R’s 4th, winning the Bishop. If he play 7. Q. B. to 
Q's 2nd, you may also play 8. Q. to R’s 4th, winning. 


8. Q. to her R’s 4th. 8. P. takes K. P. 

9. B. takes Kt. (ch.) ' 9. P. takes В. 

10. Q. takes P. (ch. 10. Q. B. to Q’s 2nd. 
11. Q. takes К.Р. (dh 


And the рвтае 18 much in your favour. 


GAMES 
ILLUSTRATIVE OF RUY LOPEZ'S KNIGHT'S GAME. ., 


uw. The two following games, with notes, are from the Berlin 


Chess Journal. 

wuiTE. (Mr. Hanstein.) BLACK. (V. H. der Laza.) 
1. P. to K's 4th. l. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B’s 3rd. 
3. K. B. to Q. Kt.'s 5th. 3. K. B. to Q. B's 4th. 
4, P. to Q. B's 3rd. 4. K. Kt. to K's 2nd. 
*5. Castles. 5. Castles. 

G. P. to Q's 4th. 6. P. takes P. 

7. P. takes P. 7. B. to Q. Kt.'s 3rd. 
8. P. to Q's 5th. 8. Q. Kt. to his sq. 

9. P. to Q's 6th.* 9. P. takes Р.Т 
10. Q. takes P. 10. K. B. to Q. B's 2nd 
11. Q. to her 3rd. М 11. Р. to Q’s 4tà. 
12. Q. Kt. to B's 3rd. 12. P. takes P. 


* The present move is stronger, and affords a more lasting attack, thaw 
9. K. Kt. to B's 3rd. À 

f Black may here play K. Kt. to his 3rd, which White would follow 
with— 

10. P. takes Q. B. P. 10. Q. or B. takes P. 
11. Q. Kt. to B's 3rd, 
with a superior game. 

X At this point, Jaenisch, vol. ii. p. 75, leaves the game, considering 
White’s position as the better. The same move, 11. Q. to her 3rd, occura 
in the game which follows this; it affords the adversary, however, an 
opportunity to disentangle his game by pleying P. to Q's 4th, and with cor- 
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13. Q. takes P.* е 13. Q. Kt. to B's 24. 
14. К. К. to Q’s sq. t 4. Q. to K's sq. 

15. К. Kt. to his 5th.t 15. Q. B. to К. D's 4th. 
16. B. takes Kt, 16. P. takes B, 

17. Q. to K. R's 4th. 17. Kt. to Q's 4th. 

18. Kt. takes Kt. 18. P. takes Kt. 

19. Q. B. to К?з 3rd.$ 19. Q., to her Kt,’s 4th 
20. B. to Q's 4th. 20. K. R. to K's sq. 
21. Kt. to K. B's 3rd. „21. P. to К. B's 3rd, 
22. B. takes K. B. P. || 22. P. takes B. 

23. Q. takes D. P. 23. B. to К. Kt.'s 3rd. 
24. Q. R. to Q. B's sq. 24. B. to Ө. Kt.'s 3rd. 
25. P. to K. R's 3rd. У 25. К. R. to K's 7th. 
26. Kt. to Q's 4th. 26. Q. takes P. 

27. Q. to her B's 6th.q 27. К. R. to K's sq. жж 


rect play would most likely lead to a drawn battle. A much stronger 
move, although it may not appear so theoretically, would be Q. to her 
R's 3rd; for in that case, Black could nct advance his P. to Q's 4th, aa 
White would gain an advantage by answering with К. R. to Q’s sq., which 
would give to Black a very confined position. Indeed it is not difficult to 
see, that after the move recommended, of Q. to her R's 3rd, Black's game 
affords no satisfactory defence for a length of time; and we must repeat 
that the playing К. B. to ©. B's 4th, by the second player, at his third 
move, is not tc be commended. 
* If the Knight takes this Pawn, Black gains an advantage by Q. B. to 
K. B's 4th. 
+ Instead of this move, White plays in the nem game Ө. B. to К, Кїз 
5th. 
1 To separate the Pawns on the Queen's side, 
$ If the Rook take the Pawn, the Queen gives mate; and if, instead of 
playing the Bishop to K's 3rd, he were played to K. B's 4th, Black might 
exchange Bishops, and then support his Q. P. by moving B. to K's 3rd. 
| A bold sacrifice to be ventured in an actual game. 
{ The only saving move, and one which at the same time imperils 
Black. 
** This is the best move. К. К. takes К. B. P. would perhaps have 
heen good, but K. B. takes Kt. would have lost the game. (e. g.) 
27. Q. to her B's 6th. 27. B. takes Kt. 
28. Q. takes R. (ch.) 28. K. to Kt.'s 2nd (best) 
29. R. to B's 7th (ch.) 29. K. to R's 3rd.! 
30. Q. to К. B's 8th (ch.) 30. К. to R’s 4th. 
3l, Q. to K. B's 3rd (ch.) 31. К. to Кв 5th.? 
32. К. R. takes B. (ch.), &c. 


! Interposing the Bishop would cost a Pisca, 
‘Or mate follows in two or three moves. 
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28. Q takes Q. P. (ch.) 28. K. to R’s sq. * 
29. Q. R. to B's 6th. t 29. B. to K's 5th. $ 
30. Q. to her 6th. 30. B. takes Kt. $ 

31. К, takes В, 31. К. R. to K’s 3rd, 
32. Q. takes R. 32. Q. takes К. 

33. Q. to К. B's 6tk ‘ch,) 33. Q. takes Q. 

34. R. takes Q. 34. К. to Ө. Kt.'s за, 
35. P. to К. B's 3rd, 35. B. to Q's 4th. 

36. P. to Q. R's 3rd. 36. К. to Kt.'s 3rd. 
87. К. takes К. 37. P. takes R. 

38. K. to B's 2nd. 38. K. to Kt.'s 2nd. 
39. K. to his 3rd. 39. K. to B's 3rd. 

40. K. to B's 4th. 40. B. to Q. B's 3rd. 
41. K. to Kt.'s 4th. 41. B. to K's sq. 

42. K. to B's 4th. 42. B. to K. Kt.'s 3rd. 
43. K. to Kt.'s 4th. 43. P. to K. R's 4th (ch.) 
44. K. to B's 4th. 44. B. to K. B's 4th. 
45. P. to K. Kt.'s 4th. 45, B. to K. Kt.'s 3rd. 
46. P. takes P. 46. B. takes P. 

47. P. to Q. R's 4th.** 47. B. to K's sq. 

48. P. to Q. R’s 5th. 48. P. takes P. tt 


49. K. to his 3rd. 
And the game was resigned as a drawn battle 


* Tnterposing the B. would lead to perpetual check. 

T Ө. К. to B's 4th would also have been good, but the move in the text 
{з more beautiful, as it involved a snare, into which Black fell, and enabled 
White to save the game. 

t Black could not resist the temptation of winning the Rook for Bishop, 
and thus overlooked the perpetual check. The strongest move for him was 
Q. R. to Q's sq. 

8 If the other Bishop takes the Rook, White gives perpetual check. 

|| We recommend the study of the terminating moves, which were 
extremely difficult for both parties They prove the possibility of posi- 
tions occurring where two Pawns not even moved can draw the game 
against a Bishop. 

T Black would have had a better chance of winning by not exchanging 
Rooks. 

** Most important, because the Bishop might otherwise have prevented 
the Pawn advancing to compel the Black Pawn to take. 

tt If Black does not take the Pawn, White would win. (?) Asitis, the 
game must be drawn, even if White had no Pawns, since the Pawn on Fs 
file can never reach the 8th sq. 
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ub. Between the same Players. 


(The first thirteen moves on each side in this game were the 
same as in the preceding one.) 


warre, (Mr. Hanstein.) BLACK. (V. H. der Laza.) 
14. Q. B. to K. Kt.'s 5th. 14. P. to К. B's 3rd.* 
15. Q. R. to Q's sq. 15. Q. to K's sq. 
16. К. К, to K's sq. 16. Q. to К. Kt.'s 3rd. 1 
17. B. takes Kt. 17. Kt. takes B. 
18. Q. takes Q. 18. P. takes Q. 
19. 9. Kt. to Q's 5th ў 19. В. to Q. R’s 4th. 
20. B. to Q's 2nd. 20. B. takes B. 
21. Q. R. takes B. 21. B. to K. Kt.'s 5th. 
22. K. Kt. to Q's 4th. 22. Q. R. to K's sq. 
23. R. takes R. 23. К. takes К. 
24. P. to K. B's 3rd. 24. Kt. takes Kt. 
25. R. takes Kt. 25. B. to K's 3rd. 
26. R. to K's 4th. 26. K. to B's 2nd. 
27. Kt. to B's 7th. 27. R. to K's 2nd. 
28. Kt. to Ө. Kt.s:5th. 28. R. to Q's 2nd.§ 


29. Kt. to Q. B's 3rd. 
After the twenty-ninth move, the game was resigned as drawn. 


gt Game III.—Between Captain Kennedy and Mr. Lowe. 1 
wuts. (Capt. К.) BLACK. (Mr. L.) 
LO 1. P. to K's 4th. l. P. to K's 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. K. B. to Q. Kt.'s 5th. 3. K. B. to Ө. B's 4th. 
4. P. to Q. B's 3rd. 4. Q. їо K's 2nd. 


B 
+ * M Black play Q. B. to К. B's 4th, White could gain а Pawn by taking | 
the К. Kt. with 9. B. 

+ By playing Q. to K. R’s 4th, he might have avoided getting a doubled 
Pawn, which, however, is not here a serious disadvantage. He could not 
take the Bishop with Pawn, on account of the other Bishop taking his 
Q. Kt. | 

ў The Bishop оп К. Kt.’s 5th is left en prise for the fifth time, but stil! 
cannot be taken. This move of the Knight was necessary to prepare a 
better retreat for the Bishop. 

§ Had he played Q. R. P., White would have won a Pawn by playing— 

29. Kt. to Q's 6th (ch.) 29. K. to B'ssq. | © 
30. Kt. takes P. 30. R. takes Kt, 
91. К. takes B., &c. 


[| 
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5. Castles. 

6. P. to Q’s 4th. 

7. P. takes P. 

8. P. to Q's 5th. 

9. Q. to Q. R's 4th. 
10. Q. takes Q. R. 

11. Q. B. to K's 3rd. 
12. Ө. P. takes P. en passant. 


13. K. B. P. takes B. 

14. К. Kt. to Q's 4th. 

15. P. to Q. Kt.'s 4th, 

16. P. to Q. R's 4th. 

17. Q. R. P. takes P. 

18. Q. takes R. (ch.) 

19. Q. R. takes B. t 

20. Q. Kt. to Q’s 2nd. 

21. К. Kt. to К. B's 5th.t 
22. Q. Kt. to his sq. 


23. K. Kt. takes Q. P. 

24, K. to R’s sq. 

25. Q. R. to Q. R’s 2nd. 
20. K. Kt. takes K. B. P. 
27. Q. R. to K. B's 2nd. 
28. Q. R. takes K. Kt. (ch.) 
29. Q. R. to K. B's 3rd. 
30. Kt. to Q. B's 3rd. 

31. Kt. to Q’s 5th. 

32. Kt. to K. B's 6th (ch.) 
93. Kt. to К?з 8th. 
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5. P. to Q's 3rd. 

6. P. takes P. 

7. B. to Q. Kt.'s 3rd, 

8 P.to Q. R's 3rd. 

9, Q. R. P. takes B. 
10, Kt. to Q. R’s 2nd, 
11. P. to Q. B's 4th. 
12. B. takes B. 

13. Q. Kt. P. takes P, 
14. Q. to Q. B's 2nd. 

15. K. Kt. to B's 3rd, 
16. Castles. 

17. B. to Q. R's 3rd.* 
18. K. takes Q. 

19. Q. B. P. takes P. 
20. Q. to Q. B's 6th. 
21. P. to K. Kt.'s 3rd, 
22, Q. to Q. Kt.'s 6th, 
23. Q. takes K. P. (ch.) 
24. K. Kt. to K. Kt.'s 5th, 
25. K. Kt. to K's 4th, 
26. Kt. takes Kt. 

27. Q. Kt. to Q. B's 3rd. 
28. К. to Kt.'s sq. 

29. Q. takes K. P. 

30. Q. takes Q. Kt. P. 
31. Q. to Q's 3rd. 

32. K. to R’s sq. 


And wins. 


4. 


wnurrg, (Capt. К.) 
l. P. to K's 4th. 
2. K. Kt. to B's 3rd. 
3. К. B. to Q. Kt.'s 5th. 
4. B. takes. Kt. 
5. Castles. 
6. P. to Q. B's 3rd. 
7. Р. to Q's 4th. 
8. К. Kt, takes К.Р. 
9, Q. Kt. to Q's 2nd. 
10. Q. to K's 2nd. 


11. P. to ? Kt.'s 3rd. 


^ An ingenious move, 
t White has a fuli equivalent for his lost Queen. 


Ў Very well vlayed. 


wame IV.—Between the same Players. 


BLACK. (Mr. L.) 
1. P. to K's 4th. 
2. Q. Kt. to B's 3rd.' 
3. Q. to К. B's 3rd. 
4. 9. Kt. P. takes В, 
B. to Q. B's 4th, 


to К. B's 4th, 
to K's 3rd, 
w KB on. 


souls 

ру 

9. Р. г А 

‚ К.В. to Q. Kt.’s Sat 
. Q. B. 

Q. 

JA, 
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12. K. Kt. to Q. B's 4th. 12. Castles. 
13. К. К. to K's sq. 13. Kt. to К. R’s 3rd, 
14. Q. Kt. takes K, P.* 14. K. R. to K's sq. 
15. Q. Kt. to K. Kt.'s 3rd. 15. Q. takes Q. 
16. Q. Kt. takes Q. 16. Q. B. to Q's 6th. 
17. K. Kt. takes K. B. (ch.) 17. Q. B. P. takes Kt. 
18. B. takes Kt. 18. P. takes B. 
19. Kt. to K. B's 4th 19. B. to К. B's 4th. 
20. Kt. to K. R’s 5th. 20. K. R. to K. B's 89 
21. К. К. to K’s 7th. 21. Q. R. to Q’s 2nd, 
22. Q. К. to K's sq. 22. К. to Q’s sq. 
23. К. R. to K's 3rd. 23. B. to.K. Kt.'s 5th. 
24. Kt. to К. B's 4th.f 24. Q. К. to К. Kt.'s 2n, 
25. P. to Ө. B's 4th.t 25. K. R. to K. B's 2nd. 
26. K. R. to K's 8th (ch.) 26. K. to Q's 2nd. 
27. K. R. to Q. R's 8th. 27. P. to Q. R’s 4th. 
28. P. to K. R's 3rd. 28. B. to K. B's 4th. 
29. Kt. to K. R's 5th. 29. К. to Q's 3rd.§ 
30. Kt. takes R. 30. R. takes Kt. 
31, K. to K. R’s 2nd. 31. B. to Q's 2nd. 
32. K, R. to Q. R’s 7th. 32. R. to K. Kt.'s 4th. 
33. P. to K. B’s 4th. 

And Black resigned, 


CHAPTER VIII. 
THE QUEEN'S PAWN GAME, OR SCOTCH GAMBIT, 


Is an opening upon which but little information can be 
gathered from the earlier writers. Lolli has devoted some 
consideration to a few of its more important variations; but it 
was not till the occasion of the great match by correspond- 
ence, between the London and Edinburgh Chess Clubs, when 
each party adopted this opening in one of their games, that 
its merits began to be appreciated. Since that period it has 
undergone a searching and complete analysis, and is now 


ж His best move, we believe, was P. to Q. R's4th. To save the Bishop, 
Black must have played P. to Q. R's 4th also ; upon which, by taking the 
B., checking, and then moving Q. to her R’s 6th (ch.), White’s attack 
would have been irresistible. 4 

+ Kt. to К. Kt.'s 3rd, threatening to win the B., would have been au 
awkward move for Black. 

f R. to К. Kt.’s 3rd, followed by Q. К. to К’ 6th, if Black played 
X. R. to К. Kt.'s sq., woule. have been much stronger play, 

§ He can do no better 
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acknowledged throughout Europe to be one of the most excel. 
lent and suggestive methods of commencing a game which 
has ever been invented. Тһе chief authors to be consulted 
on “Tre Quzrw's Pawn Game” are—Ghulam Kassim, in 
an interesting little work published at Madras, in 1829, under 
the title of * Analysis of the Мало Gambit, &e.,” 4to., p. 64; 
Lewis, Jaenisch, Bilguer and V. Н. der Гала, Walker, and the 
** Chess-Player's Chronicle.” 


GAME THE FIRST 


WHITH. BLACK. 
1: Poto K’s:4th. 1. P. to K’s 4th. 
2. K's Kt. to B's 3rd. 2. Q's Kt. to B's 8rd. 
3. P. to Q's 4th. 3. Kt. takes P. 


It is from your third move the opening derives its name of 


“The Quecn’s Pawn Game." Upon the advance of this Pawn, 
Black is compelled to take it, or have a very bad position, and 
this is one of the advantages the present gambit possesses over 
the ordinary ones, in most of which the defensive player may 
refuse the offered Pawn with perfect safety. Black has 
now the option of taking it either with his Knight or Pawn, 
and as the respective variations are distinct in character from 
each other, it will be as well to examine them separately. In 
this game your opponent takes the Pawn with his Knight, 
which Lolli commends as preferable to taking with the Pawn. 
Modern authors are at issue with the Italian on this point, 
and seem to concur in opinion that 3. P. takes P. is the pro- 
per mode of play. 
4. Kt. takes Kt. 4. P. takes Kt. 

You may also take P. with Kt., and preserve a slight advan- 
tage of position, as will be shown in a variation on your 4th 
move presently. 


5. Q. takes P. 5. Kt. to K's 2nd. 


Не may prefer playing 5. Q. to К. B's 3rd, and the following 
shows the probable result. 


5. Q. to K. B's 3rd. 
fj. P. to K's 5th. 6. Q. to K. Kt.'s 3rd.* 
7. Q's Kt. to B's 3rd. 7. Q. takes Q. B's P. 


^ 4 Tf he play 6. Q. 2 her Kt.'s 3rd, you reply with 7. Q’s B. to K'e 
r 
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8. B. to Q’s 3rd. 8. B. to Q. B's 4th. 

9. Q. takes B. 9. Ө. takes В, 
10. Q's Kt. to his 5th. 10. Q. to K's 5th (ch.) 
11. B. to K's 3rd. 11. Q. takes К. Kt.'s P. 


12. Kt. takes B's P. (ch.) 12. K. to Q's square. 
13. Q. to K. B's 8th (ch.) 13. К. takes Kt. 
14, R. to Q. B's sq. (ch.), and wins. 


6. K's B. to Q. B's 4th. 6. Kt. to Q. B's 3rd. 


If instead of this, you play 6. Оз B. to К. Kt.'s óth, he may 
answer with 6. Kt. to Q. B's 3rd, just the same, and you have 
little, if any, advantage in the game. 


7. ©. to her 5th. 7, Q. to K. B's 3rd (best) 

8. Castles. 8. B. to K's 2nd. 
You have a better opened game, but the superiority is not 
important. At his 8th move he may play, instead of B. to 
K's 2nd, P. to Q’s 3rd, which you ean answer with 9, K's B. 
to Q. Kt.’s 5th, and then 10. Q’s Kt. to B's 2rd, having a 
good opening. 

VARIATION I, 
Beginning at White's 4th move. 


WHITE. BLACK, 
1. P. to K’s 4th. 1. P. to K’s 4th. 
9. K’s Kt. to B’s 8rd. 2. Q's Kt. to B's 8rd. 
8. P. to Q’s 4th. : 3. Kt. takes P. 
4. Kt. takes P. 4. Kt. to К?з 3rd. 


If he play 4, К B. to Q. B's 4th, you proceed thus :— 


4. K's В. to Ө. B's 4th, 

5. K's B. to Q. B's 4th.* 5, Kt. to K's 3rd (best) 
6. B. takes Kt. 6. К. B's P. takes B.f 
7. Q: to К. К 5th (ch.) 7. P. to К. Kts 3rd. 
8. Kt. takes P. 8. Kt. to K. B’s 3rd. 
9. Q. takes B. 

And you have gained a P. and the better situation, 

5. K's B. to Q. B's 4th. 5. K's Kt. to B's 3rd. 


(f he play 5. Р. to Q's 3rd, you check with your B. at Q, Kt.'s 
5th, then take the interposed Q. B's P. with Kt., and upon 


* You must not play 5. Kt. takes К. B's P., on account of 5. Q. to 
К. R's 5th. 

+ If he take the B. with Q's P., you exchange Queens, and then tako 
K. B's Р, wth Kt. (ch.), winning the R. 
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his taking your Kt. as his best, you take the Р. with В. (ch.), 
and afterwards the R., and although you give up two minoy 
Pieces for the R. and Pawns, your game will be preferable to 
his. But he may also, at his 5th moye, play P. to Q. B’s 3rd, 
and, as the subjoined variation shows, maintain a good defence, 


5. P. to Q. B's 3rd. 


6. В. takes Kt.* 6. Q. to R's 4th (ch.) 
(You may castle without any disadvantage, instead of taking the Kt. 
7. Q’s Kt. to B's 3rd. 7. Q. takes K's Kt. 
8. В. to Q. Kt.'s 3rd. 8. B. to Q. B's 4th. 
9. Castles. 
The positions are about equal. 
6. Castles. 6. P. to Q's 8rd. 
7. Kt. to K. Kt.'s 4th. 7. B. to K's 2nd. 
Your game is less confined than his, but you have very little 
advantage. 


If at his 6th move, instead of P. to Q's 3rd, he play 6. K+ 
takes K's P , the game would probably be carried on thus :— 
6. Kt. takes K's P. 
7. Kt. takes K. B's P. 7. К. takes Kt, 
8. B. takes Kt. (ch.) 8. K. takes B. 
9. а. to К. Kt.'s 4th (ch.) 


And you afterwards gain the Kt., and have a winning position. 
Having examined the consequences arising from Black's 
taking your Queen's Pawn with the Knight at his third move 
in this game, the next will be devoted to the variations which 
spring from his taking it with the King’s Pawn. 


GAME THE SECOND. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K's Kt. to B's 8rd. 2. Q’s Kt. to B’s 8rd, 
3. P. to Q's 4th. 8. P. takes P. 


In the preceding game it was remarked that later authors, in 
opposition to Lolli, regarded this as Black’s better way of 
taking the Pawn. 


* A powerful attack may now be got by taking the К. B's P. with Kt. 
(Sce game between Messrs. Cochrane and Walker, at the end of the 
present Chapter.) 
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You haye now two modes of proceeding, either to retake 
the Pawn with your Kt. at once, or leave it to bring out your 
King’s B., and thus be enabled to castle, and get the rest of 
your forces into action speedily. Тһе latter is by far the 
more general practice, and gives rise to situations of greater 
beauty and diversity than the former; we will first, therefore, 
proceed to consider the consequences of this line of operation, 
and afterwards examine those attendant on the immediate 
capture of the Pawn. (See Game the Sixth.) 


4. K's B. to Q. B's 4th. 4. K's B, to Q. B's 4th. 


Authorities are divided on the subject of Black’s 4th move, 
some advocating the check with the Bishop, and others the 
move shown here; an analysis ofthe variations springing from 
both will follow (for the former, see next game), so that you may 
compare and judge between them. There are also three other 
moves at his command, viz., 4. P. to Q’s 3rd, K. Kt. to B's 
8rd, and 4. Q. to К. B's 3rd, each of which shall be subse- 
quently examined. (See Variations III and IV.) 


5. P. to Q. B's 8rd. 5. P. to Q/s 6th. 


You might also play K. Kt. to his 5th (See Variation I.), or 
castle at this point, as in Variation II.; both of these moves 
will be examined hereafter. Black’s 5th move is that for- 
merly advised as best by the chief writers; if instead he 
should play 5. P. takes P., you may take the К. B's P. 
with your В. (ch.), and if he take B. with K., you play 
Q. to her 5th (ch.), and then take his B. He may, how- 
ever, adopt the move suggested by Jaenisch of 5. K's Kt. to 
B's 3rd, and resolve the game into a position of the ** Guioco 
Piano," which we arrive at in that game by these moves:— 


1. P. to K's 4th. 1, P. to K's 4th. 

2. K's Kt. to B’s 3rd. 2. Q's Kt. to B's 3rd. 
3. K's B. to Q. B's 4th. 3. K's B, to Q. B's 4th, 
4. P. to Q. B's 3rd. 4. K's Kt. to B's 3rd, 
5. P. to Q's 4th. 5. P. takes P. 


The result of which is considered an even game. (бее the 
** Guioco Piano.") 


6. P. to Q. Kt.'s 4th. 6. B. to Ө. Kt.'s 3rd. 
7. P. to 9. Kt.'s 5th. 7. Q. to K's 2nd. 


For your 7th move the best writers have heretofore recom. 
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mended Q. to her Kt.’s 3rd, in which case the following 
moves ensue :— 


7. Q. to her Kt.’s 3rd. 7. Q. to K. B's 3rd. 
8. Castles, 8. P. to Q's 3rd. 
9. B. takes doubled P. 9. Q's B. to K's 3rd. 


10. Q. to her B's 2nd.* 10. Kt. to K's 2nd. 
11. Q's B. to Kt.'s 2nd. 11. Q's Kt. to K's 4th. 


12. Kt. takes Kt. 12. P. takes Kt, 
You have still a little attack, but the advantage on your side 
is very slight. 


The move of 7. P. to Q. Kt.’s 5th occurs in а game lately 
played between the writer and Mr. Harrwitz, and has been 
sanctioned in practice since by some of the best players in 
the country; if Black, in reply, play 7. Kt. to Q. Кв 4th, or 
Kt. to his sq., his Kt. for some moves is inactive, and White 
has time to develope his forces; if he answer with 7. Kt. to 
K's 2nd, White plays Q. to her Kt.’s 3rd, and should win. 
The move adopted by Mr. Harrwitz, of T. Q. to K's 2nd, 
appears the best. 


8. Castles. 8. Kt. to K's 4th. 
9. Kt. takes Kt. 9. Q. takes Kt. 
10. Q. to her Kt.'s 3rd. 10. Q. to K. B's 8rd, or 
11, P. to K'sáth. K's 2nd. 
You have a fine game. 


* Better than P. to Q. B’s 4th. 
T This move is given in the German “ Handbuch,” but White, it ар. 
pears to me, may try the subjoined with safety :— 
11. B. to К, Kt.'s 5th. 11. Q. to К. Kt.'s 3rd. 
12. P. to Ө. Kt.'s 5th. 12. Q's Kt. to K's 4th.! 
13. Kt. takes Kt. 13. P. takes Kt. 
14. B. takes Kt. 14. K. takes B. 


You now play K. to R’s sq., and have the better game. 


! If he retreat, or go to Ө. R’s 4th, you first take K's Kt. with 
Q's Bishop, then adyance P. to K's 5th, exchange the Pieces, and after- 
Wards take Р. with P. 
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VARIATION I, 
Beginning at White's 5th move, 


5. K’s Kt. to his 5th. 5. K's Kt. to R’s 3rd (best, 
This is his best move; if he play 5. Q’s Kt. to K's 4th, you 
proceed as in the present case, but with a more favourable 
game. 

6. Kt. takes K. B's P. 6. Kt. takes Kt. 

If instead of taking the Kt., he now play 6. B. to Q. Kt.’s 
5th (ch.), the result will be to your advantage. 
6. B. to Q. Kt.'s 5th (ch) 


7. P. to Q. B's 3rd. 7. P. takes P. 
8. P. takes P. 8. B. takes P. (ch.) 
9. Q's Kt. takes B. 9. Kt. takes K's Kt. 


10. B. takes Kt. (ch.) 10. К. takes B. 
11. Q. to K. R's 5th (ch.) 
And you have a fine attacking position. 
This variation is admirably exemplified in the game between 
Mr. Cochrane and M. Deschappelles, at the end of the Chapter. 


7. B. takes Kt. (ch.) 7. K. takes B. 
8. Q. to K. R's 5th (ch.) 8. P. to K. Kt.'s 3rd. 
9. Q. takes D. 9. P. to Q/s 8rd. 


He might also play 9. Q. to K's 2nd, whieh would probably be 
followed up thus :— 
9. Q. to K's 2nd. 
10. Q. to her B's 4th (ck.) 10. Q. to K’s 3rd 
11. Q to K's 2rd. 1l. P to Q's 4th. 
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12. Peto К. B's 3rd. 12. K's R. to K's sq. 
13. Castles. 13. K. to Kt.'s 2nd. 
14. Q. to K. B's 2nd. 14. P. takes K's P. 


15. P. takes P. 
The game is in your favour. 


10, Q. to her Kt.'s 5th. 10. P. to Q. Ев 3rd. 
1l. Q. to her 8rd. 11. K. to Kt.'s 2nd, 

12. Castles. 12. Q's B. to K's 8rd, 
13. P. to Q. B's 8rd. 18. Q. to K. B's 8rd. 


14. B. to Q's 2nd. 
You appear to me to have the better game. 


VARIATION Il., 
Beginning at White's 5th move.—(See the preceding diagram.) 


5. Castles. 5. P. to Q’s 8rd. 


If at this point he move 5. Q. to K. B's 3rd, the result will be 
somewhat in your favour; for example,— 


5. Q. to K. B's 3rd. 


6. P. to Q. B's 3rd. 6. P. to Q's 3rd. 
7. P. to Q. Kt.'s 4th. 7. B. to Q. Kt.'s 3rd. 
8. B. to Q. Kt.’s 2nd. 8. Kt. to K's 4th. 
9. Kt. takes Kt. 9. P. takes Kt. 
10. P. takes P. 10. B. takes P. 
11. B. takes B. 11. P. takes B. 
12. P. to К% sth. 12. Q. to her Kt.'s 3rd. 
13. P. to Q. R's 4th. 13. P. to Q. R’s 4th. 
14. P. takes P. 14. R. takes P. 


15. Kt. to Q. R's 3rd. 


And although short of Pawns, your Pieces will soon be in powerful co- 
operation with each other, and give you the stronger game. 


6. P. to Q. B's 3rd. 6. Р. takes P. 
He may also play without danger 6. Р. to Q’s 6th. 
T. Q/s Kt. takes P. т. K's Kt. to Ев 2nd. 


If instead he move 7. Q/s B. to K's 3rd, you get the better 
game, as follows :— 
7. Q's B. to K's 3rd. 
8. B. takes B. 8. P. takes B. 
9. K's Kt. to his 5th. 9. Q. to her B's sq. 
10. Q. to К. R's 5th (ch.) 10. P. to К. Kt.'s 3rd, 
31. Q. to K. Kt.'s 4th. 11. P. to K's 4th, 
2. Kt. to K's 6th. 12. К?з Kt. to B's 3rd. 
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13. Q. to K. R's 3rd. 13. К. to his 20, 
14. Q's Kt. to Q's 5th (ch.) 14. Kt. takes Kt 
15. P. takes Kt., &c. 


8. K's Kt. to his 5th. 8. Kt. to K's 4th. 


And he has at least as good a game as you have, This varia. 
tion serves to prove that your eastling on the 5th move is less 


advisable than the move of 5. P. to Q. B's 2rd. 


VARIATION III., 
Beginning at Black's 4th move. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K's Kt. to B's 8rd. 2. Q's Kt. to B's 3rd. 
8. P. to Q’s 4th. 8. P. takes P. 
4. K's B. to Q. B's 4th. 4. P. to Q's 8rd. 


Black now relinquishes the defence of the P. he has gained, 
but he also, in some degree, neutralizes your attack. 

At this point, in the opinion of V. H. der Laza, he may 
also equalize the game by playing 4. K. Kt. to B’s 3rd, a 
variation which this able writer pursues as follows :— 


4. K's Kt. to B's 3rd, 
5. Kt. takes P., or (A.) 5. Kt. takes K's P. 
6. B. takes К. B's P. (ch.) 6. К. takes В. 
7. Q. to К. R's 5th (ch.) 7. P. to К. Kt.'s 3rd. 
8. Q. to her 5th (ch.) 8. К. to Kt.'s 2nd. 
9. Kt. takes Q's Kt. 9. Q. to K. R's 5th. 


(Another move suggested by V. Н. der Laza for Black, viz., 9. Q. to 
К?з sq., I think preferable to the one made.) 


20. Q. to her 4th (ch.) 10. K. to Kt. s sq. 
11. КЕ. to K’s 5th. 
I certainly think White has the better game. 


(А.) ? 

5. P. to K’s 5th. 5. Kt. to K. Kt.'s 5th. 
. B. takes К. B's P. (ch.) 6. K. takes B. 
. Kt. to К. Kt.’s 5th (ch.) 7. К. to Kt.'s sq. 
Q. takes Kt. 8. P. to К. R's 3rd. 
These are the moves of the able writer mentioned ; if I am not mistaken, 
White should rather play 8. Q. to К. B's 3rd, instead of taking the Kt.. 
immediately. 
V. Н. d. L's variation proceeds thus :— 

9. K's Kt. to B's 3rd. 9. P. to Q's 3rd. 

10. Q. to K's 4th. 10. P. takes K’s Р. 


Bud 
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11. Kt. takes K's P. 11. Kt. takes Kt. 
12. Q. takes Kt. 12. K. to R's 2nd. 
13. Castles. 13. P. to K. Kt.'s 3rd. 
14. K's R. to Q's sq. 14. B. to К. Kt.’s 2nd. 
15. Q. to К. Kt.'s 3rd. 15. P. to Q. B's 3rd. 
16. P. to Q. B's 3rd. 16. Q. to K's 2nd. 
And it is remarked in the German “ Handbuch," ** Black has not a bad 
game," 
6. P. to Q. B's 8rd. 5. P. takes Р. 


If you castle at this moment, Black will play 5. Q’s B. to K. 
Kt.'s 5th, and sustain his P. In reply to your move of 5. P. 
to Q. B's 3rd, Black may play 5. Q's Kt. to K's 4th, where- 
upon you may take the P. with P., and when he takes your 
R., you can check with the Q. at her R's 4th, and then take 
the Kt. In the German “ Handbuch," Black is made to play 
5. Q's B. to К. Kt.’s 5th; but there is evidently some mistake 
in the caleulations, because although after a few moves the 
game is pronounced equal, Black in rae is minus a Piece. 
He may, however, seemingly, move 5. K’s Kt. to B’s 8rd, 
instead of taking the P. with P., but in that case also, your 
Pieces have greater freedom than his. 


6. Q’s Kt. takes P. 
You have certainly the advantage in position. 


VARIATION IV., 


Beginning also at Black's 4th move. 


WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K's 4th. 

2. K's Kt. to B’s 3rd. 2. Q’s Kt. to B's 3rd. 
8. P. to Q’s 4th. 3. P. takes P. 

4. K's B. to Q. B's 4th. 4. Q. to K. B's 3rd. 


This was a defence adopted by Me Donnell against La Bour- 
donnais. It is ingenious, but it gives an irksome and restrained 
position to Black for a long time. 


5. Castles. 5. P. to Q’s 3rd. 


If he play 5. K's B. to Q. B's 4th, you answer with 6. P. to 
K's 5th, and upon the Q. being moved to K. Kt.’s 3rd or 
K. D's 4th, you play K's R. to K's sq., threatening to win her 
by Kt. to K. R’s 4th. 
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6 P. to Q. B's 3rd. 6. P. to Q's oth. 


It would be bad play for him to take P. with P., because ha 
would bring your Q's Kt. into effective action. He might, 
however, play 6. Q's В. to K. Kt.’s 5th, with some plausibility, 
e. g. 

(o. у.) ‚ 9% B. to К. Kt.’s 5th, 

- Castles оп Q’s side. 

. Q's Kt. to Q. R's 4th, 

- Q. to К. Kt.'s3rd. 


7. Q. to her КЕ.’ 3rd. 

8. Q's B. to K. Kt.'s 5th. 

9. Q. to her Kt.'s 5th. 
10. K's Kt. to K. R's 4th, &c. 


о сом о 


7. Q. takes Р. 7. Q. to К. Kt.'s 8rd. 

8. Q's B. to K. B's 4th. 8. B. to K's 2nd. 

9. Q's Kt. to 9. К 3rd. 9. P. to Q. Кв 8rd. 
10. Q’s Kt. to Q. B's 2nd. 10. K's Kt. to Es 8rd. 


Your game is better opened, but there is no very strikiug 
disparity in the positions. 


GAME THE THIRD. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K's 4th. 
2. K's Kt. to D's 3rd. 2. Q's Kt. to B's 3rd. 
9. P. to Q’s 4th. 3. P. takes P. 
4. K's B. to Q. B's 4th. 4. B. to Q. Kt.'s 5th (ch.) 


Black’s 4th move, as was remarked in the preceding game, 
has long been а vexata questio among chess-players; the 
majority are of opinion that, if followed by taking the adverse 
Q. B's P. and Q. Kt.’s P., it compromises Black’s game irre 
deemably; but some few believe the two gained Pawns to 
be a sufficient equivalent for the disadvantage of position, Tt 
appears to me that the check may be given without much dan- 
ger, but that by taking both the Pawns, Black subjects himself 
to an attack for which his superiority of force but poorly 
compensates. 


5. P. to Q. B's 8rd. 5. P. takes P, 
6. Castles. 6. P. to Q. B's 7th. 


Instead of casting, Mr. Cochrane brought into vogue a very 
uoveland ingenious mode of continuing the attack by now 
taking Р with Q. Kt.'s Р (See the next game.) 
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. For the consequences of Black’s taking the second Pawn at 
this point, refer to Game the Fifth. 

If instead of either move, he play 6. P. to Q’s 8rd, or 
9. Q. to К. B's 3rd, I think you obtain a slightly better game. 
(e.g.) In the first place, suppose,— 


6. P. to Q’s 3rd. 


7. P. to Q. R's 3rd. 7. B. to Q. R's 4th. 
8. P. to Q. Kt.'s 4th. 8. В. to Q. Kt.'s 3rd. 
9. Q. to her Kt.'s 3rd. 9. Q. to К. B's grd. 
10. Q's Kt. takes P. 10. Q's B. to К” 3rd. 


(You might also attack the Q. with your Q's B., and afterwards take the 
P. with Q's Kt.) 


11. Q's Kt. to Q's 5th. 11. B. takes Kt. 


(Но would play ill in taking your Q’s R., on account of 12. Q’s Б, to 
Kt.’s 2nd.) 


12. B. takes B. 12. К?з Kt. to K’s 2nd. 
13. Q's B. to К. Kt.’s 5th. 13. Q. to Kt.'s 3rd. 

14. Q's B. takes K's Kt. 14. K. takes B 

15. Kt. to K. R's 4th. 15. Q. to K. B's 3rd. 

16. Kt. to K. B’s 5th(ch.) 16. K. to his sq. or B's sq 
17. Q's R. to B's sq. 17. Kt. to Q's sq. 

18. P. to Ө. Kt.'s 5th. 


And the gained P. is hardly an equivalent fo: the confinement of his Pieces, 
In the second place,— 


6. Q. to K. B's 3rd. 
7. P. to K's 5th. 7. Q. to K. Kt.'s 3rd. 
8. P. takes P. 8. B. to Q. B's 4th. 
9. Q. to K's 2nd, 9. Q's Kt. to Q's sq. 


10. Kt. to K. R's 4th. 10. Q. to her B's 3rd. 
His game is ill developed. 


7. Q. takes P 7. P. to Суз 3rd. 
8. P. to Q. К 8rd. 8. B. to Q. B's 4th. 
9. P. to Q. Kt.'s 4th. 9. B. to Q. Kt.'s 8rd, 


If he play 9. B. to Q's 5th, you take him with the Kt., and 
then move Q. to her B's 8rd; if he move 9. Kt. to Q’s 5th, 
you likewise take him, and afterwards take K. B's P. with 
your B. (ch.). 
10. Q's D. to Kt.'s 2nd. 10. K's Kt. to B's 8rd. 
The game is about even. 


166 OHESS-PLAYER'S HANDBOOK. 


GAME THE FOURTH, 


Mr. CocHRANE'S ATTACK. 
WHITE. BLACK. 


1 F, to K's 4th. 1, P. to K's 4th. 

2. K's Kt. to B's 3rd. 2. Q's Kt. to B's Зх), 
3. P. to Q’s 4th. 3. P. takes P. 

4. K's B. to Q. B's 4th. 4. K's B. checks. 

5. P. to Q. B's 8rd. 5. P. takes P. 

6. Р. takes P. 6. B. to Q. R's 4th. 


Your move of 6. P. takes P., unless opposed with uncommoa 
care, will give you a very powerful attack. 


7. P. to K's 5th. 7. P. to Q’s 4th (best) 


Р. to K's 5th is the move adopted by Mr. Cochrane; I have 
found 7. Castling (see Var. I.) more advantageous, because it 
prevents the advance of Black's P. to Q's 4th. If Black 
play 7. P. to Q’s 8rd, he has a bad opening. (See the 
вото between Messrs. Cochrane and Popert, at the end ої 

e present с Не may move, however, 7. K's Kt. to 
K's 2nd, as commended by Jaenisch. (e. g.) 

7. K's Kt. to K's 2nd. 


8. Q's B. to Q. R's 3rd. 8. Castles. 
9. Castles. 9. K. to R's sq. 


(If he play 9. P. to Q's 4th, you take the P. in passing, and the positions 
are about equal.) 
10. R. to K's sq. 


He has a P. more, but your position is very superior. 
8. Q. takes P. 8. Q. takes Ө. 
You may also take P. with P. in passing, or P. with K's B. at 
your 8th move. In the first place, — 
8. P. takes P. in passing. — 8. Q. takes P.: 
9. Q. to her Kt.'s 3rd. 9. Q's B. to K's 3rd. 
(Instead of Q. to her Kt.'s 3rd, you can likewise play 9. Q's B. to Q. R's 
3rd, or take Q. with Q., but in either case the game is a little in Black'x 


favour.) 
10. Castles. 10. K's Kt. to K's 2nd. 
11. Q's B. to Q. R’s 3rd, 11. B. takes K's B. 
12. 9. takes В. 12. Q. to her 4th. 
13. Q. takes Q. 13. Kt. takes Q. 
14. R. checks. 14. K's Kt. to K's 2nd. 
15. Kt. to K's 5th. 15. Kt. takes Kt. 
16. R. takes Kt. 18. Castles on Q’s side, 


And you dare not take either Piece, so Black preserves the Pawn. 
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If at the 16th move you take K's Kt. with B., he answers with P, 
to K. B's 3rd. 
In the second place, — 


8. B. takes Q’s P. 8. K's Kt. to K's 2nd, 
9. B. takes Q's Kt. (ch.) 9. K's Kt. takes В, 
10. Q. takes Q. (ch.) 10. Kt. takes Q. 
11. B. to Q. Kt.'s 2nd. 11. Q's B. to К. Кєз 5t. 
12. Q's Kt. to Q's 2nd. 
Even game. 
9 B. takes Q. 9. K's Kt. to K's 2nd, 
10 Кв В. takes Q's Kt. (ch., 10. Kt. takes В. 
11. Q's B. to K. B's 4th. 11. Castles. 
12. Castles. 12. K's R. to K's sq. 


18. P. to К. Кв 3rd. 
'The game is equal. 


VARIATION I. 


Moves 1 to 6 on each side as before. 
WHITE. BLACK. 

7. Castles. T. P. to ӨЗ 8rd. 

If he play 7. K's Kt. to K's 2nd, you may move K's Kt. to his 
5th, and if then he play 8. Q's Kt. to K's 4th, you can take 
К. B's P. with Kt., &c., checking afterwards with Q, at 
K. R's 5th, and then taking the Bishop. 

8. P. to K's 5th. 8. Q's B. to Кв 3rd. 
If he venture to take 8. P. with P., you win by 9. B. takes 
K. B's P. (ch.), and when the К. takes B., Kt. takes K's P. (ch.), 
ke.; the King then has no safe place of refuge. 
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9, B. takes B. 9, P. takes B. 
10. Q. to her Kt.'s 3rd. 10. Q. to B's sq. 
11. P. takes Q’s P. 11. P. takes P. 


12. K's Kt. to his 5th, 


Foliowed by К. to K's sq., and you appear to me to have a 
better game than Black. 


GAME THE FIFTH. 


WHITE. BLACK. 
1. Р to K's 4th. 1. P. to K's 4th. 
9. K's Kt. to B’s 3rd. 2. Сув Kt. to B's 8rd, 
3. P. to Q’s 4th. 3. P. takes P. 
4. K's B. to Q. B's 4th. 4. K's B. checks, 
5. P. to Q. B's 3rd. 6. P. takes P. 
6. Castles. 6. P. takes Q. Kt.'s P. 


La Bourdonnais and most leading players concur in decrying 
this second. capture of Black's, but hitherto no one has pointed 
out the way to win against 16, 

7. ©з B. takes P. 7. K's B. to his sq. 


I believe this to be the best defence of his Kt.'s P. he has. 
Instead of retreating the Bishop, he may play 7. K. to B's sq., 
the move advised in the German * Handbuch" (See Var. I.), 
7. P. to К. B's 8rd, and 7. K's Kt. to B's 3rd. The effect of 
playing either of the latter moves may be shown before pro- 
eeeding further. In the first place then, suppose— 

7. P. to K. B's 3rd. 

8. P. to K's 5th. 8. P. takes P. 


(You may likewise play 8. Q. to her Kt.'s 3rd, and 8. Kt. to К, Kt.'s 5th, 
in both cases with a fine attack. If Black, instead of taking the P. 
with P., take it with his Kt., you take Kt. with Kt., and then play Q, 
to her Kt.'s 3rd.) 


9, K's Kt. takes P. 9. Q's Kt. takes Kt. 
10. Q's B. takes Kt. 10. K's Kt. to D's 3rd, 
1l. Q. to her R's 4th, 11. Q. to К?» 2nd. 


(If he play 11. B. to K's 2nd, you can then move your K's R. to К?з sq., 
and if 11. P. to Q. B's 4th, you may play 12. P. to Q. R’s 3rd, and 
then Q's R. to his 2nd.) 

12. Q's B. takes Kt. 12. P. takes B. 
13. P. to Q. R's 3rd. 13. B. to Q. B's 4th. 
14. Q's Kt. to B's 3rd. 

=, You have a fine game, 


*i 
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Ir. the next place— 

7. K's Kt. to B's 3rd. 
8. K's Kt. to his 5th. 8. Castles. 
9. P. to K's ^th. 9. K's Kt. to his 5th. 

Af he move 9. Kt. to K's sq., you must reply with 10. 9. to К. R’s 5th, 
having an easy game. He may also play 9. P. to Q's 4th, or 9. P. ta 
K. R’s 3rd, and in each case you can take his Kt. with the P., and will 
have the better game.) 

10. Q. takes Kt. 10. P. to Q's 4th. 
11. P. to K's 6th. 11. P. takes K's B. 
12. Kt. takes K. B's P. 12. К, takes Kt. 
13. P. takes В, (ch.) 

And you win. 

Now to resume the original game. 

8. Q’s Kt. to B's 3rd. 8. K's Kt. to R’s 3rd. 


I believe your 8th move to be better than either Q. to her 5th 
or P. to R's 5th, (both of which, with careful play on Black’s 
part, should result in a drawn game), and that after this sortie 
of your Q’s Kt., the board affords no satisfactory defence for 
the second player. 


9. P. to K’s 5th. 9. K's B. to K's 2nd, 
10. Q’s Kt. to K's 4th. 10. Castles. 
11. Q. to her 2nd. 11. P. to Q's 3rd. 


12, Kt. to K. B's 6th (ch.) 
You have an excellent attack. 


VARIATION IÍ., 
Beginning at Black's Tih move. 


Moves 1 to 7 as before. 
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WHITE. BLACK. 
Т. К, to B's sq. 
8. P. to K's 5th. 8. Q. to K's 2nd. 
9. P. to О. R's 8rd. 9. B. to Q. D's 4th. 


He has the choice of two evils, either to play thus, and permit 
you to bring out the Q's Kt., or to move his В. to Q. R's 4th, 
aud occupy the only attacking sq. which is open to his Q's Kt 


10. Q’s Kt. to B's 8rd. 10. P. to Q’s 3rd. 
11. Q’s Kt. to Q/s 5th. 11. Q. to her 2nd. 
19. R. to K's sq. 12. P. takes K's P. 
18. Q’s B. takes P. 18. Kt. takes B. 
14. Kt. takes Kt. 14. Q. to her sq. 


15. Kt. takes K. B's P. 
And you must win. 


The foregoing is an analysis of the most important combina- 
tions which proceed from your playing B. to Q. B's 4th at the 
4th move, instead of taking the Pawn with your Kt. The next 
consideration must be the consequences to be looked for from 

, the latter course of action. 


GAME THE SIXTH. 


WHITE. BLACK. 
1. P. to K's 4th. P. to K's 4th. 
2. K's Kt. to B's дга. Q's Kt. to B's 8rd, 
8. P. to Q's 4th. P. takes P. 
4. Kt. takes P. Q. to К. R's 5th. 


The move of 4. Kt. takes P., I believe to have been censured 
without good cause, and that it may be made with perfect 
security. The chief objection advanced against it, is the 
counter move by Black of Q. to К. R's 5th; a manoeuvre which 
is highly ingenious certainly, and has been approved by every 
writer of eminence from the time of its introduction, but 
which I have the temerity to think has been somewhat over 
estimated. The usual modes of opposing this move of the 
Queen have been by playing 5. Q. to her 8rd, or 5. Q's Kt. to 
B's 3rd, and the result in each саве is favourabiv for Black, as 
you will sce in the following examples. Firstly— 


5. Q. to her 3rd, 5. K’s Kt. to B's 3rd. 


moo bo ке 
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«He may also play as advised by Jaenisch, 5. Q's Kt. to K’s 4th, aud 
obtain a fine game.) 


6. Kt. takes Q's Kt. 6. Q's P. takes Kt. 
7. P. to K's 5th. 7. K's B. to Q. B's 4th. 
8. Q's B. to K's 3rd. 8. B. takes B. 
(1f you take the Kt. at your 8th move, he will win your Q. at least.) 

9. Q. takes B. 9. Kt. to his 5th. 

10. Q. to K's 2nd. 10. Q. to K's 2nd. 

11. P. to K. B's 4th. 11. Q. to her Kt.'s 5th (ch.) 

And he has the better game. 
Seccndly— 

5. Q's Kt. to B's 3rd. 5. K's B. to Q. Kt.'s 5th. 
6. Q. to her 3rd. 6. B. takes Kt. (ch.) 
7. P. takes В. 7. K's Kt. to B's 3rd. 


He has the advantage. 


These were the accepted methods of replying to Black’s 4th 
move, until a few months ago Mr. Horwitz originated another 
mode, which is, I think, deserving more attention than it haa 
received; this is— 

5. Кв Kt. to Q. Kt.'s 5th. 5. K's B. to Q. B's 4th. 


In an interesting article on the Scotch Gambit, in the ** Berlin 
Schachzeitung,” for October, 1846, we find this move of Mr. 
Horwitz's is reviewed, and the writer, in answer to it, suggests 
that Blaek may take the K's P. (ch.), and afterwards establish 
a good defence (the result of this way of play will be shown in 
Var. I.); he is of opinion, too, in common with most players 
here, that the move in the text of 5. K's B. to Q. B's 4th, 
entirely foils the previous device of White. Upon this point 
I am disposed to differ with him. The game now proceeds as 
follows :— 


6. Q. to K. B's 8rd. 6. Q’s Kt. to Q’s 5th. 


Black's 5th and 6th moves were suggested by some members 
ofthe London Club, and have been supposed by those who 
have examined them, including the writer of the article just 
spoken of and Mr. Horwitz himself, to compel the exchange 
of Knights, and thus completely nullify the first attack. I 
believe, however, that the exchange of Pieces is not impera- 
tive, and that this play of the B. and Kt., so for from weaken- 
ing your game, adds much to its power. In proof, I venture 
to submit the following train of play :-— 
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T. Kt. takes Q. B's P. (ch.) 7. К. to Ов sq. (best) 
8. Q. to K. B's 4th. 8. Kt. takes Q. B's P. (ch.) 


He has apparently no stronger move. 
9. K. to Q’s sq. 9. Q. takes Q. 
Any other play would be still more disadvantageous to him. 


10. B. takes Q 10. Kt. takes Q's R. 
11. Kt. takes Q's R. 


I believe the best answering moves have been made by Black, 
and now, upon surveying the aspect of the board, there can be 
no question, I apprehend, that your game is much superior. 
The Kt. which has captured your Rook, he can never extri- 
cate, while, to secure yours in the same position, he must lose 
many moves, and thus afford you ample time for the develop- 
ment of your remaining forces. 


VARIATION, 


Beginning at Black's 5th move, 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K's 4th. 
2. K's Kt. to B's 3rd. 2. Q's Kt. to B's 3rd. 
8. P. to Q’s 4th. 3. P. takes P. 
4. Kt. takes P. 4. Q. to K. Кв 5th. 
5. Kt. to Q. Kt.'s 5th. 5. Q. takes K's P. (ch.) 


This is the other mode of play for Black proposed by the 
German writer, and he pursues 1t thus :— 


6. B. to K's 2nd. 6. K. to Q's sq. 


if he take the К. Kt.'s P., you move K's B. to his 3rd, &e., 
and if instead of moving his King, he play 6. K's B. to Q’s 
3rd, you take the D. with your Q., and must win * the 
exchange." He may, however, play another move, viz., 
6. K's B. to Kt.'s 5th (ch.), the consequences of which it 
may be well to examine briefly. 
6. K's B. to Q. Kt.'s 5tn (ch.) 

7. B. to Q's 2nd. 7. K. to Q's sq. 

8. Castles. 
In this situation I think, in opposition to the able writer men- 
tioned, that Black's game is vastly inferior to yours, and that 
with his King so circumstanced, the loss of your Pawn is 
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actually an advantage, since it affords so much scope for tho 
attack of the Rooks. 

1. Castles. Т. P. to Q. R's 3rd. 

8. Q's Kt. to B's 3rd. 8. Q. to K's sq. 
This is the retreat proposed by the German critic; if the Q. 
be moved to K's 4th, you first play Q's Kt. to Q’s 5th, and if 
then he take the other Kt., you reply with Q’s B. to K. B's 
4th, and have a better game. 

9. K's Kt. to Q/s 4th. 


And again, I believe, with the strangely changed positions af 
his King and Queen, and the facility afforded you for bringing 
the Pieces into immediate action, that the game is very much 
in your favour. 


GAME THE SEVENTH. 
Varying from the preceding at Black's 4th move. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K’s Kt. to B's 3rd. 2. Q's Kt. to B's 3rd. 
8. P. to'Q’s 4th. 9. P. takes P. 
4. Kt. takes P. 4. K's B. to Q. B's 4th. 


This is probably his strongest move; he may, though, play 
4. Kt. takes Kt., and resolve the game into a position of a 
former example, which we arrive at there by— 


1. Р. to K's 4th. J P.to K's 4th. 

2. K's Kt. to B's "rd. 2. Q's Kt. to B's 3rd. 
3. P. to Q's 4th. 3 Kt. takes P. 

4. Kt. takes Kt. 4. P. takes Kt. 

5. Q. takes P. 


Б Kt. takes Q’s Kt. 5. Q. to К. B's 8rd. 

6. Q. to K. B's 3rd. 6. Q. takes Q. 

7. P. takes Q. 7. Q. Kt.s P. takes Kt 

8 Q's B. to К. B's 4th. 8. P. to Q’s 3rd. 

9. K's B. to Q. B's 4th. 9. Q's B. to K's 3rd 
10. Q’s Kt. to Q’s 2nd. 


And the game is in every respect equal. 
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GAMES 


ILLUSTRATIVE OF THE QUEEN'S PAWN OR SCOTCH 
GAMBIT. 


(From the CAess- Player's Chronicle.) 


44 Саме I.—Played in the celebrated match between the 
London cen Edinburgh Chess Clubs, 1826, 
wmuiTk, (Edinburgh.) 


P. to K's 4th. 

K. Kt to B's 3rd. 
P. to Q's 4th. 
Kt. takes Kt. 

Q. takes P. 


. K. B. to Q. B's 4th, 


Q. to her 5th. 


. Kt. to Ө. B's 3rd.* 


Q. B. to Q's 2nd. 


. K. B. to Q. Kt.'s 5th. 


Q. to her B's 4th. 


. Castles on K's side. 


Q. to her 3rd.T 
Q. to K. Kt.'s 3rd. 
Kt. takes B. 
Kt. to Q. B's 3rd. 
B. to K. Kt.'s 5th. 
P. to Q. Kt.'s 3rd. 
to Q. B's sq. 
. Р. takes Q. 

es Kt. 

to Kt.'s ee 

to Q’s sq 

to Q. Kt s 3rd. 
К. р. s 3rd. 
kes 
Ex в Ath. 


BLACK. (London.) 

1. P. to K's 4th. 

2. Q. Kt. to B's 3rd. 
3. Kt. takes P. 

4. P. takes Kt. 

5. К, Kt. to K's 2nd, 
6. Kt. to Q. B's 3rd. 

7. Q. to K. B's 3rd. 

8. K. B. to Q. Kt.'s 5th. 

9. P. to Q's 3rd. 
10. Q. B. to Q's 2nd. 
11. К. B. to Q. B's 4th. 
12. Castles on K's side, 
13. Kt. to K's 4th. 

14. B. takes B. 

15. P. to Q. B's 3rd, 
16. Kt. to Q. B's 5th. 
17. Q. to K. Kt.'s 3rd. 
18. P. to K. B's 3rd. 
19. Q. takes Q. 

20. B. to Q's 5th. 

21. B. takes Kt. 

22. P. to Q. Kt.'s 3rd, 
23. Q. R. to K's sq. 
24. B. to Q. R's 4th. 
25. P. to K. B's 4th. 
26. Q. R. to K's 7th.t 
27. Q. R, takes Ө, B. P. 


* Castling would have been better play, because Black would then hava 
had no favourable opportunity of bringing their K. D. into the field, 

T Kt. to Q's 5th looks a tempting move, but it would have been a very 
bad one for them. (e. g-) 


13. Kt. to Q's 5th. 


14. Kt. takes Q. B. P. 


15. Kt. to Q's 5th. 
16. Q. to K's 2nd. 
17. Q. to K's sq. 


13. Q. to K. R's 5th. 

14. Q. R. to Q. B's sq. 
15. Kt. to K's 4th. 

16. Q. B. to К. Kt.'s 5th. 
17. Kt. to K. B's 6th (ch.) 


And Black win. 
$ Thev ehould have taken the Р. with К?з Rook, 
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28. B. to K. B's 4th. 28. Q. К. takes Ө. В. Р. 
29. B. takes Q. P. 29. K. R. to K's sq. 

30. Q К. to his 3rd. 30. P. to K. R's 3rd. 

31. B. to Q. B's 7th. 31. R. to K's 2nd. 

32. К. К. to Q's 8th (ch.) 32. K. to R's 2nd. 

33. R. to Q. B's 8th. 33. Q. К. to B's 8th (ch, 
34. K. to his R's 2nd. 34. K. R. to K's 8th. 

35. K. to his R’s 3rd 35. R. to K. R's 8th (ch.) 
36. B. to K. R's 2nd. 36. B. to Q. B's 6th.* 
37. P. to K. B's 4th. 37. B. to Q's 7th. 

38. P. to К. Kt.'s 3rd. 38. B. to Q. R’s 4th.t 
39. Q. К. to K's 3rd.t 39. Q. R. to Q. B’s 7th, 
40. P. to K. Kt.'s 5th. 40. K. R. takes B. Ea 
41. K. to his Kt.'s 4th. 41. P. to К. R's 4th (ch.) 
42. K. to B's 3rd. 42. K. R. to B's 7th (ch.) 
43. K. to his 4th. 43. P. to K. Kt's 3rd. 

44. К. К. to Q. B's 7th ch.) 44. K. to his Kt.'s sq. 

45. K. to his 5th. 15. Q. R. to Q. B's 4th (ch, 
46. K. to B's 6th. 46. Q. R. takes P. (ch.) 
47. K. takes P. 47. Q. R. to K. B's sq. 
48. K. R. to K. Kt.'s 7th (ch.) 48. K. to R's sq. 

49. K. to R's 6th. 49. B. to Q. Kt. s 5th. 
50. Q. R. to K's 6th. 50. Q. R. to K. B's 4th. 
51. K. R. to R’s 7th (ch.) 51. K. to his Kt.'s sq. 

52. Q. R. to K. Kt.'s 6th (ch.) 52. K. to B's sq. 

53. Q. R. takes B. P. 53. Q. R. to Q. B's 4th. 
54. Q. R. to K. B's 6th (ch.) 54. K. to his sq. 


* From the subjoined variation it appears that they would not havs 
Improved their game by the move of B. to Q's 7th. 
36. B. to Q's 7th. 


37. Q. R. to R’s 4th. 37. B. to K's 6th. 
38. Q. R. to K's 4th, 38. B. to K. Kt.'s Bth. 
39. Q. R. to K's 8th. 39. R. takes B. (ch.) 


40. K. to Kt.'s 3rd. 
And White must win. 
T If Black had played their Rook to Q. B's 7th, the opposing party 
would have moved P. to K. Kt.'s 5th. (e. g.) 


38, К. to 9. B's 7th. 
39. P. to К. Kt.'s 5th. 39. P. takes P., or (A.) 
40. Q. R. takes Q. R. P. 
And White wins. 


(А.) 
39. К. К. takes В. 
40. К. to his Kt.’s 4th. 
Black cannot ave the game. 
the game is admirably played, 
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55. P. to K. Kt.'s 6th. 55. Q. R. to Q. B's 6th. 

56. P. to К. Kt.’s 4th. 56. B. to K. B's sq. (ch.) 
57. R. takes B. (ch.) 57. К. takes К, 

58. P. to K. Kt.'s 7th (ch.) 58. K. to B's 2nd, 

59. К. to К. R’s 8th. 59. Q. R. to B's 3rd (ch.) 


60. X, to his R's 7th. 
And Black resigned. 


30 . Gamez II.—Between Messrs. Cochrane and Walker. 


warre. (Mr. С.) BLACK. (Mr. W.) 
1. P. to K's 4th. . P. to K's 4th, 
2. K. Kt. to B's 3rd. . Q. Kt. to B's 3rd. 
3. P. to Q's 4th. . Kt. takes P. 
4. Kt. takes P. . Kt. to K's 3rd. 


5. B. to Q. B's 4th. P. to Q. B's 3rd. 

6. Castles. K. Kt. to B's 3rd, 

7. Kt. takes K. B. P.* . K. takes Kt. 

8. B. takes Kt. (ch.) . К. takes В. 

9. P. to K's 5th. . Kt. to Q's 4th. 
10. P. to Q. B's 4th. 10. Kt. to Q. Kt.'s 3rd, 
11. K, to R’s sq. 1l. P. to K. R's 4th. 
12. P. to K. B's 4th. 12. P. to К. Kt.'s 3rd. 
13. Р. to К. B's 5th (ch.) 13. К. takes К. Р, 


14. В. to К. B’s 4th (ch.) 
And Black lost the game. 


>|. Gams III.—Between Messrs, Cochrane and Deschappelles, 
warre. (Mr. C.) BLACK. (M. D.) 


1. P. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 

3. P. to Q's 4th. 3. P. takes P. 

4, K. B. to Q. B's 4th. 4. K. B. to Q. B's 4th. 

5. K. Kt. to Kt.'s 5th. 5. Q. Kt. to K's 4th.f 

6. K. B. takes B. P. (ch.) 6. Q. Kt. takes B. 

7. Kt. takes Kt. 7. B. to Q. Kt.'s 5th (ch.) 
8. P. to Q. B's 3rd. 8. P. takes P. 

9. P. takes P. 9. K. B. takes Р, (ch.) 


10. Q. Kt. takes B. 


0. K. takes Kt. 
11. Q. to her 5th (ch.) 1 


1 
11. K. to B's square 

* We are indebted to Mr. Cochrane for this ingenious variation огт 
the ordinary opening. 

T This is not the correct move, he should have played К. Kt, to Rs 
$rd. 
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42. Q. B. to R’s 3rd (ch.) 
13. P. to K's 5th. 

14. P. takes P.* 

15. P. takes P. (dis. ch.) 
16. Kt. takes Q. 

17. Castles on K's side, 
18. B. to Q's 6th. 

19. Q. D. to К. Kt.'s 3rd. 
20. Q. R. to Q's square. 


21. K. R. to K's square (ch.) 


22. Q. R. takes B. 

23. Q. R. to his 5th. 
24. Q. R. to Q. B's 5th. 
25. К. В. P. takes Kt. 
26. K. R. to Q's square. 
27. K. R. to Q's 3rd. 


28. Q. R. to K. B's 5th (ch.) 


29. K. R. to Q's 8th (ch. 
30. R. to K. B's 8th (ch. 


21 
22 
23 


24. 
25. 
26. 


27 
28 
29 
30 


. P. to Q's 3rd. 

. Q. to K. Kt.'s 4th, 
. Q. takes Q. 

. К. to B’s 2nd. 


i. Q. В. to Q’s 2nd. 


. Q. К. to Q. B's square, 
. K. to his 3rd. 

. Q. В, to his 3rd. 

. B. takes Kt. 

. К. to B’s 3rd. 

. K. Kt to R’s 3rd. 

. Kt. to K. B’s 4th. 
Kt. takes B. 

K. to B’s 2nd. 

K. R. to K’s square. 
. K. R. to K's 2nd. 

. К, to bis square. 

. R. takes R. 

. K. takes R. 
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31. P. takes R., becoming a Q. (ch.) 
And White wins. 


3, Game IV.—Between Messrs. Popert and Stauntor. 


waite. (Mr. S. BLACK. (Mr. P.) 
1. P. to K’s 4th. l. P. to K's 4th. 
2. K. Kt. tc B's 3rd. 2. Q. Kt. to B's 3rd. 
3. P. to Q's 4th. 3. P. takes P. 
4. K. B. to Q. B's 4th. 4. K. B. checks. 


5. P. to Q. B's 3rd. 

6. Castles. 

7. Q. takes P. 

8. P. to Q. R's 3rd. 

9. P. to Q. Kt.'s 4th. 
10. Q. B. to Q. Kt.'s 2nd. 


2 0 мыо л 


. P. takes P. 

. P. to Q. B's 7th. 
. P. to Q's 3rd. 

. B. to Ө. R’s 4th. 
. B. to Q. Kt.'s 3rd 


10. K. Kt. to B's 3rd, 


11. P. to K'e 5th. ll. P. takes P. 
12. Kt. takes P. 12. Kt. takes Kt. 
13. B. takes Kt. 13. Castles. 


14. Q. Kt. to B's 3rd. 
15. Q. B. to K. Kt.'s 3rd. 


14. Kt. to K. Kt.'s 5th. 


. Q. to К. Kt.'s 4th. 
Q. B. to К. B's 4th. 


16. Q. R. to K's sq. 16. 


17. Q. to her Kt.'s 3rd. 17. P. to Q. B's 3rd.t 


* The termination of this game is very ingeniously played by Mr 
Cochrane. 
+ K. to his 3rd would have saved the gume. 
t Highly ingenious, the object being to tempt White to attack the 
Rook, that Black might be enabled to take the К. В. Р. ү 
N 
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18. B. to Q's 6th. 18. Kt. takes K. B. P. 
19. B. takes К. R.* 19. Q. B. to K. Кз 6th.f 
20. K. B. takes K. B. P. (ch.) 20. К. takes Q. B. 

21. B. to Q's 5th.z 21. Q. B. P. takes B. 

22. ©). takes Р. 22. Q. to K. B's 3rd. 


23. P. takes B. 23. Kt. takes P. (double check.) 
24. K. to Kt.'s 2nd. 24. Kt. to K. B's 7th. 

25. Kt. to K.'s 4th. 25. Q. to К. Ке 3rd (ch.) 
26. Q. to K. Kt.'s 5th. 26. Q. to her B's 3rd. 

27. R. takes Kt. (ch.) 27. D. takes R. 

28. K. takes B. 28. К. to Kt.'s sq. 


White wins. 


33. Game V.—Between Messrs. Cochrane and Popczt. 
wnriTE. (Mr. C.) BLACK. (Mr. P.) 


1. P. to K's 4th. l. P. to K's 4th. 

2. К. Kt. to B's 3rd. 2, Q. Kt. to B's 3rd 
3. P. to Q's 4th. 3. P. takes P. 

4. K. B. to Q. B's 4th. 4. B. checks. 

5. P. to Q. B's 3rd. 5. P. takes P. 

6. P. takes P. 6. B. to Q. R’s 4th. 
7. P. to K's 5th. 7. P. to Q's 3rd.§ 
8. Q. to her Kt.'s 3rd. 8. Q. to K's 2nd. 

9. Castles 9. Q. P. takes P. 
10. Q. B. to Q. R's 3rd, 10. Q. to K. B's 3rd. 
11. Q. Kt. to Q's 2nd. 11. Ө. B. to К. B's 4th. 


12. K. Kt. takes P. 12. Kt. takes Kt. 

13. Q. to Kt.’s 5th (ch.) 13. Q. Kt. to B's 3rd. 
14. K. R. to K's sq. (ch.) 14. Q. B. to K's 3rd. 
15. B. takes B. 15. P. takes В. 

16. Q. takes Q. Kt. Р.|| 16. R. to Q's sq. 

17. Q. takes Kt. (ch.) 17. K. to his B's 2nd. 
18. Kt. to K's 4th. 18. Kt. to K's 2nd. 
19. Kt. to К. Kt.’s 5th (ch.) 19. Q. takes Kt. 


20. Q, takes K. P. (ch.) 
And White wins. 


* If he had taken the Kt., Black would have had a fine position о 
offence. 

T This is very skilful, nothing but the nicest care can save White" 

e. 

$ The only move apparently to avert the threatened defeat. 

§ In the analysis of this opening it is shown that the better move is— 
7. P. to Q's 4th. ў 

[| This game is admirably played by Mr, Cochrane 
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эЧ Game VI.—Between Messrs. Horwitz and Staunton. 
wHiTE. (Mr. Н.) BLACK. (Mr. $.) 


1. P. to K’s 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd, 

^. P. to Q's 4th. 3. P. takes P. 

4. Kt. takes P. 4. Q. to K. R’s 5th.* 

5. K. Kt. to Q. Kt.'s 5th.T 5. Q. takes P. (ch.) ў 

6. B. to K’s 2nd. 6. Q. to K’s 4th. § 

7. P. to K. B's 4th. 7. Q. to her B's 4th. 

8. Kt. takes Q. B. P. (ch.) 8. K. to Q's sq. 

9. Kt. takes R. 9. K. Kt. to B's 3rd. 
10. Q. Kt. to B's 3rd. 10. K. B. to K's 2nd. 
11. Q. to her 2nd. 11. R. to K's sq. 

12. Q. Kt. to Q. R's 4th. 12. Q. to K. B's 4th. 


* This move, which was introduced by a brilliant amateur or the Lon. 
don Chess Club, а few years ago, has been approved by the best writers, 
Bilguer, Lewis, Jaenisch, &c., since, as the most effectual way of wrest- 
ing the attack from the opening player; but an examination of the highly 
ingenious rejoinder, devised by Mr. Horwitz, will have the effect, if we 
mistake not, of considerably weakening the reliance of players upon this 
favourite variation in future. 

T This is the counter move invented by Mr. Horwitz. He had long 
felt assured, he tells us, that the fourth move of Black was unsound, 
and, after much pondering and analysis, it occurred to him that Kt. to 
Q. Kt.'s 5th might be satisfactorily opposed to it. The following moves 
will serve to show the effect this move is likely to have upon the subse- 
quent game of the second player. Suppose,— 

WHITE. BLACK. 
5. Q. takes P. (ch.) 
(It is with this object Black plays his Q. out.) 


6. B. to K's 2nd. 6. К. В. to Q's 3rd, or (A.) 
7. Q. takes K. B. 7. Ө. takes К. B. (ch.) (best) 
8. K. takes Q. 8. P. takes Q. 


9. Kt. to Q. B's 7th (ch.) 
Winning the exchange. 


(А.) 
6. К. to Q's sq. 
7. Castles. 7. Q. R. P. one. 
8. Q. Kt. to B's 3rd. 8. Q. to K's 4th. 
9. Q. Kt. to Q's 5th. 9. P. takes Kt. 
10. Q. B. to К. B's 4th. 10. Q. to her 5th. 
11. Q. B. takes P. (ch.) 11. K. to his sq. 


12. Kt. to Q. Kt.'s 6th. 


t He plays in evident unconsciousness of the peril with which hig 
opponent’s new attack surrounds him. 
$ Throwing away the game at once. 


n 2 
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13, Castles, 13. Kt. to K's 5th. 
14. Q. to her 3rd. M. Q. to К 3rd. 
15. P. to K. B's 5th. 15. Q. to К, B's 3rà 
16. Q. B. to K. B’s 4th. 16. K. B. to Q's 3rd. 
17. B. takes B. 17. Kt. takes B. 
18. Q. R. to Q's sq. 18. Q. Kt. to Q. Kt.'s 5th. 
19. Q. takes Kt. 19. Q. takes Q. 
20. R. takes Q. 20. К. takes B. 
21. P. to Q. B's 3rd. 2]. Kt. to Q. B's 7th. 
22. P. to K. B's 6th. 22. P. to K. Kt.'s 3rd. 
23. K. R. to Q's sq. 23. Kt. to K's 6th. 
24. Q. R. to Q's 2nd. 21. К. takes К. Kt. P. (ch.) 
25. Q. R. takes R. 25. Kt. takes K. R. 
26. R. to K's 2nd. 26. P. to Q. Kt.'s 3rd. 
27. R. to K's sq. 27. P. to Q. Kt.'s 4th. 
28. Q. Kt. to B's 5th. 28. Kt. takes Q. Kt. P. 
29. R. to K's 7th. 29, P. to Q's 3rd. 
30. Kt. to Kt.'s 7th (ch.) 30. B. takes Kt. 
31. R. takes В. 31. Kt. to Q. B’s 5th. 
32. R. takes K. B. P. 32. Kt. to K's 4th. 
33. R. takes Q. R. P. 
And wins. 
2:7 A 
23 fame VII.—Between Mr. B. Greville and Capt. Kennedy, 
wnuirE. (Capt. К.) BLACK. (Mr. B. G.) 
1. P. to K’s 4th. 1. P. to K's 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. P. to Q's 4th. 9. P. takes P. 
4. Kt. takes P. 4. К. B. to Q. B's 4th.* 
5. Kt. takes Kf. 5. Q. to K. B's 3rd. 
6. G. to her 2nd. 6. Q. P. takes Kt. 
7. Q. Kt. to B's 3rd. 7. Q. B. to K's 3rd. 
8. K. B. to Q's 3rd. 8. Castles on Q's side. 
9. Q. to K. B's 4th. 9. P. to K. R's 3rd. 
10. Q. takes Q. 10. Kt. takes Q. 
11. Castles. 11. P. to К. Kt.'s 4th. 
12. Kt. to K's 2nd. 12. P. to K. Kt.'s 5th. 
13. P. to Q. Kt.'s 3rd. 13. К. R. to Kt.'s sq.j 
14. Q. B. takes P. 14. Kt. to K. R’s 4th. 
15. Kt. to B's 4th. 15. P. to К. Kt.'s 6th. 


* This perhaps is the strongest way of replying to White's move of 
Kt. takes P. 

T The sacrifice of the P. here to gain an opening on the adverse K. 
Rook’s file, is the conception of an adept in chess strategy. 

1 This and the subsecuent moves of Mr. Greville are of the very first 
order of fine play. 
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16. Kt. takes Kt. 16. P. takes K. B. P. (ch.) 


17. K. to R's square. 17. R. to K. R’s sq. 

18. B. to K. Kt.'s 5th. 18. Q. R. to K. Kt.'s sq. 
19. Kt. to К, Kt.'s 7th.* 19. K. B. to Q's 3rd. 

20. P. to К. Кв 3rd. 20. Q. B. takes К. К, P. 
21. P. takes B. 21. Q. R. takes Kt. 

22. R. takes P. 22. K. R. takes P. (ch. 
23. K. to Kt.'s square. 23. Q. R. takes B. (ch. 
24. R. to K. Kt.'s 2nd. 24. B. to Q. B's 4th (ch.) 
25. K.to B's square. 25. К. К. to his 8th (ch.) 
26. K. to his 2nd. 26. Q. R. takes R. (ch.) 
27. K. to B's 3rd. 27. Q. R. to B's 7th (ch.) 


28. K. to Kt.'s 3rd. 28. K. R. takes R. 


And Black wins. 


36 Game VIII.—Between Mr. В. Greville and M. Kiescriteky 
wnurirE, (Mr. B. G.) BLACK. (M. K.) 


1. Р. to K's 4th. 1. Р. to K's 4th. 

:2. К. Kt. to B's 3rd, 2. Q. Kt. to B's 5rd. 

3. P. to Q's 4th. 3. P. takes P. 

4. K. B. to Q. B's 4th 4. B. to Q. Kt.'s 5th (ch.) 
5. P. to Ө. B's 3rd, 5. P. takes P. 

6. Castles. 6. P. takes Р. 

7. Q. B. takes P. 7. К. to B's square.f 

8. P. to K's 5th. 8. P. to Q's 3rd. 

9. Q. to her Kt.'s 3rd. 9. K. Kt. to R's 3rd. 
10. P. takes P. 10. P. takes P. 
11. P. to Ө. R’s 3rd. 11. B. to Q. Rs 4th. 
12. Q. Kt. to B's 3rd. ‚ 12. К. B. to ©, Kt.'s 3rd. 
13. Q. Kt. to Q's 5th. 13. Q. Kt. to Q. R's 4th. 
14. Q. to her B's 3rd.¢ 14. K. Kt. to B's 4th. 


15. K. B. to Q's 3rd. 15. P. to K. B's 3rd. 
16. Q. К. to К?з square.$ 16. Q. Kt. to Q. B's 3rd. 


* With the view to play his B. to K. B's 6th if Black took the Kt. 

T This is inferior, we think, to returning the Bishop home again. 

ў The attack is sustained with a good deal of vigour and ingenuity. 

$ Threatening to take off the K. Kt., and then plant the Rook at 
K’s 7th. The young player will comprehend the importance of the Rook 
being so placed from the annexed moves, which are probable when the 
Rook is played thus. Let us suppose White had now to move, — 


B. takes Kt. B. takes B. 

R. to K's 7th. Q. R. to B's sq. 

Q. to her 2nd. Kt. or R. attacks both Q, and В 
К, takes К. B. P. Kt. or R. takes Q. 

B. takes K. Kt. P. (ch.) 


and then White mates with the Kt. next move. 
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17. Kt. takes K. B. 17. Q. К. Р: takes Kt. 
18. К. Kt. to his 5th.* 18. Q. R. to his 4tn. 
19. B. takes Kt. 19. R. takes B. 

20. Kt. to K's 6th (ch.) 20. B. takes Kt. 

2], R. takes В. 21. R. to K's 4th. 

22. Q. to К. R’s 3rd. 22. R. to Q. Kt.'s 4th. 
23. B. to Q. R's square. 23. K. to B's 2nd. 

24. P. to K. B's 4th. 24. P. to K. R's 3rd. 
25. K. R. to K's square. 25. P. to Q's 4th. 
26. Q. to K. R's 5th (ch.) 26. P. to К. Kt.'s 2rd. 
27. Q. to K's 2nd. 27. Kt. to K's 4th. 
28, P. takes Kt. 28. K. takes R. 


29, P. takes P. (dis. ch.) 
Black surrenders. 


CHAPTER ІХ. 


THE QUEEN'S BISHOP'S PAWN GAME IN THE KING'S 
KNIGHT'S OPENING. 


Turs is an offshoot of the King's Knight's Opening, so full of 
interest and variety, that its omission in many of the leading 
works on the game is truly unaccountable. Ponziani has 
briefly touched on it, and proposed an ingenious sort of 
counter-gambit in Black’s reply of 3. P. to K. B's 4th, and 
Major Jaenisch has given some attention to its salient fea- 
tures, but it deserves, and, if we mistake not, will yet attain 
a higher place iu the category of legitimate openings than has 
hitherto been assigned to it. 


GAME THE FIRST. 


WHITE. BLACK. 
1. P to K’s 4th. 1. P to K’s 4th. 
9. K. Kt. to B's 8rd. 9. Q. Kt. to B's 8rd. 
8. P. to Q. B's 8rd. 8. P. to K. B's 4th. 


Black's 3rd move is the counter-gambit suggested by Pon- 
ziani. Instead of this move he may play P. to Q’s 4th, as 
in Variation I., or 9. К. Kt. to B's 3rd, or 3. B. to Q. B's ath, 
the result of his adopting either of which will be shown in 
the next game. 


ж Well played. Black dare not capture the Kt. 
t After this move the game is quite irretrievable, 
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4. P. to Q's 4th. 4. P. takes K. P. 


You may likewise play, though not so advantageously, 4. B. 
to Q. Kt.'s 5th. (e.g.) 

4. B. to Q. Kt.’s 5th. 4. P. takes K. P. 

5. B. takes Kt. 5. Q. P. takes B. 

6. Kt. takes P. 6. Q. to К. Kt.’s 4th. 


He must win your К. Kt. P., and will be better situated thar уой are, 
If in place of either, you take the K. B. P. with P., the fol. 
lowing moves will show that Black gets the better рате: 


4. P. takes P. 4. P. to Q's 3rd. 
5. P. to K. Kt.'s 4th. 5. P. to К. R's 4th. 
6. K. Kt. to his sq. 6. P. takes P. 
7. Q. takes P. 7. K. Kt. to K's 2nd. 
8. K. B. to Q's 3rd. 8. P. to K. Kt.'s 3rd, 
And you must lose the Pawn and have an inferior position, 
5. Kt. takes K. P. 5. K. Kt. to B's 2rd. 
6. K. B. to Q. Kt.'s 5th. 6. P. to Q. R’s 8rd. 


Your move of 6. B. to Q. Kt.'s 5th, is an effectual bar to the 
advance of the Q. P., and appears to me to give you an 
undeniable advantage in position. Instead of this move, the 
German “ Handbuch," which only eursorily notices the open- 
ing, recommends you to take Kt. with Kt., which gives an 
equal game. (e. g.) 


6. Kt. takes Q. Kt. 6. Q. Kt. P. takes Kt. 
7. Q. B. to K. Kt.'s 5th. 7. P. to Q's 4th. 
&c. 
7. B. takes Q. Kt. 7. Q. Kt. P. takes B. 


If he retake with Q. P., the game may be pursued thus :— 


7. Q. P. takes B. 
8. Q. B. to K. Kt.'s 5th. 8. K. B. to Q's 3rd. 


9. Q. Kt. to Q's 2nd. 9. Q. B. to K. B's 4th. 
10. Q. to her Kt.’s 3rd, with an excellent position. 
8. Q. B. to K. Kt.'s 5th. 8. Q. R. to Kt.'s sq. 


Black has no good move; if he play 8. K. B. to K's 2nd, you 
reply with 9. B. takes Kt., and then check with the Q. at 
K. R’s 5th; if he move 8. B. to Q. Kt.'s 2nd, you may play 
9. Q. to her Kt.’s 3rd, and win a Piece; and if he play 
8. K. B. to Q’s 8rd, you can answer with 9. Q. Kt. to Q’s 
2nd, and have an excellent position. 


9 P.to Q. Kt.’s 4th. 9. Q. B. to Kt.’s 2nd. 
Thus far the moves are those occurring in a game between 


LI 
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Mr. Harrwitz and the writer. White now played 10. Q ta 
her R’s 4th, and the game proceeded thus :— 


10. Q. to her R's 4th. 10. P. to Q's 4th. 
11. Castles. 11. P. to К. R's 3rd. 


(At the 11th move, White would play badly to take the 9. В. P., oa 
account of 11. Q. to her 2nd.) 


12. В. to К. R's 4th. 12. Q. to her 3rd. 
13. B. to K. Kt.'s 3rd. 
Winning in a few moves, 
You may, however, instead of moving the Qucen, play at 
your 10th move thus:— 
10. Castles. 10. P. to Q's 4th. 
11. P. to K. B's 3rd. 11. B. to K's 2nd. 
If he play 11. P. to K. R’s 3rd, you answer 12. B. takes Kt., 
and if he then retake with his Q., you can take P. with P., 
and have a splendid game. Should he however prefer taking 
the B. with K. Kt. P., the following moves are likely to occur; 
let us suppose,— 
11. P. to K. R’s 3rd. 
12. B. takes Kt. 12. P. takes B. 
13. P. takes K. P. 13. P. takes Kt. 
14. Q. to К. R’s 5th (ch.) 
And then checkmates in five moves. 
12. P. takes K. P. 12. Castles (best) 
18. Q. Kt. to Q's 2nd. 
And you have a clear Pawn more, and a much better game 
than he has. 
If he now attempt to regain the P. by taking P. with Kt., 
you must exchange Rooks, and then you can win easily. 


VARIATION I., 
Beginning at Black's 8rd move. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B’s 3rd. 
8. P. to Q. B's 3rd. 8. P. to Q/s 4th. 
4. K. B. to Q. Kt.’s 5th. 4. P. takes:K. P. 


If instead of taking the P. he play 4. Q. B. to K. Kt.'s 5th, 
the result must be favourable to you; for example,— 
4. Q. B. to K. Kt.'s 5th. 
5. Q. to hor R's 4th. 5. B. takes Kt. 
6. B. takes Kt. (ch.) 6. P. takes B. 
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7. Q. takes P. (ch.) 7. K. to his 2r.d. 
8. P. takes B. 
You have a winning game. 
5. Kt. takes K. P. 5. Q. to K. Kt.'s 4th, 


He may also play 5. Q. to her 4th, and, if you move 6. Q. ta 
Q. R's 4th, follow with 6. К. Kt. to K's 2nd. 

6. Q. to her E's 4th. 6. Q. takes Kt. 
He has apparently no stronger move—taking ће К. Kt. P. 
would be disastrous to him. 

7. B. takes Kt. (ch.) 7. K. to Q’s sq. 


8, Q. takes K. P. 
Gaining a Pawn and a superior position. 


GAME THE SECOND. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. К. Kt. to B's 2:4. 2. Q. Kt. to B's 3rd. 
8. P. to Q: B's Зх. 3. K. Kt. to B's 8rd. 


As was before remarked, he has also the choice of playing 
3. K. B. to Q. B's 4th, for which see Variation I., in the pre- 


sent game. 
4. P. to Q's 4th. 4. K. Kt. takes K. P. 


5. P. takes K. P. 5. P. to Q's 4th. 
These are the opening moves of a game between Messrs. 
Kieseritzky and Horwitz. If Black, for his 5th move, play 
K. B. to Q. B's 4th, your rejoinder should be also K. B. to 
Q. B's 4th, and not, as recommended by Jaenisch, 6. Q. to her 
5th, and then if he either castle or take your K. B. P., by 
playing Q. to her 5th, you have the better game. He may, 

owever, play 5. P. to Q's 8rd, as advised by Jaenisch, 
apparently without disadvantage. 

6. K. B. to Q. Kt.’s 5th. 6. K. B. to Q. B's 4th. 

7. К. Kt. to Q’s 4th. 7. B. takes Kt. 

If he decline the Kt. and play 7. Q. to her 2nd, you win a 
Piece by 8. P. to K. B's 3rd. If he play 7. B. to Q’s 2nd, 
you may pursue the game as follows :— 
7. B. to Q's 2nd 
8. B. takes Kt. 8. P. takes B. 


(Should he take B. with B., you can play Q. to K. Kt.'s 4th, threaten 
ing to win the Kt. by P. to K. B's 3rd.) 
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9. Castles. 9. Castles. 
10. P. to К. B’s 3rd. 10. K. Kt. to Kt.'s 4th, 
11, P. to К. B's 4th. 1l. Kt. to K's 5th. 


12. P. to K. B's 5th. Д 
And you have certainly а good game, 


8 P. takes B. 8. Castles. 
You can now take off his Kt. and castle, and then play Q 
to К. R’s 5th, preparatory to advancing Р. to K. B's 8rd, 


having a slight advantage. ‘This position may also occur iz 
the ordinary Giuoco Piano, where it is brought about by— 


1. P. to K’s 4th. 1. P. to K's 4th. 
2. К. K . to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. K. B. to Q. B's 4th. 3. K. B. to Q. B's 4th. 
4. P. to Q. B's 8rd 4. K. Kt. to B's 3rd. 
5. P. to Q's 4th 5. P. takes P. 
6. P. to K’s 5th. 6. P. to Q’s 4th. 
7. B. to Q. Кев 5th. 7. К. Kt. to K's 5th. 
8. К. Kt. takes P. 8. B. takes Kt. 
9. Р, takes В. 9. Castles. 

10. B. takes Q. Kt. 10. P. takes B. 


&c., &c. 


VARIATION I., 
Beginning at Black's 3rd move. 
WHITE, BLACK. 

1. P. to K's 4th. . P. to K's 4th. 

2. K. Kt. to B's 3rd. Q. Kt. to B's 3rd. 

8. P to Q: is 3rd. K. B. to B's 4th. 

4, P. to О. Kt.'s 4th. . B. to 9. Kt.’s 3rd. 

& P. to Q. Kt.'s 5th. ©. Kt to R's 4th. 

6. Kt. takes К.Р. . Q. to K's 2nd. 

T. P. to Q’s 4th. . P. to Q’s 8rd. 
These moves occur in the opening of a game between Messrs, 
Horwitz and Harrwitz:— 

8. B. to Q. Ев 2rd. 8. P. to K. B’s 8rd. 

9. Kt. to K. B’s 3rd. 9. Q. takes K. P. (ch.5 


You may also retreat the Kt. to his 4th, and interpose hint 
at K's 3rd, when the Q. takes К. Р. 


10. B. to K's 2nd. 10. K. Kt. to R’s 3rd. 
11. Castles. 11. Castles, 
12. K. B. to Q’s 3rd. 

And you have an undoubted advantage of situation. 


TAO ol 
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GAMES 


ILLUSTRATIVE OF THE QUEEN'S BISHOP'S PAWN GAME 
IN THE KING'S KNIGHT’S OPENING. 


34 Gamu I.—Between Messrs. Harrwitz and Staunton. 


wire. (Mr. S.) BLACK. (Mr. H.) 

1. Р. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 

3 P.to Q. B's 3rd. 3. P. to K. B's 4th. 

4. P. to Q's 4th. 4. К. B. Р, takes P. 

^. Kt. takes P. 5. K. Kt. to B's 3rd. 

6. K. B. to Q. Kt.'s 5th. 6. P. to Q. R's 3rd. 

7. B. takes Kt. 7. Q. Kt. P. takes B. 
8. Q. B. to K. Kt.'s 5th. 8. Q. R, to Q. Kt.'s sq. 
9. P. to Q. Kt.'s.4th. 9. Q. B. to Kt.'s 2nd. 
10. Q. to Q. R's 4th. 10. P. to Q's 4th. 
11. Castles.* 11. P. to К. R's 3rd. 
12. Q. B. to K. R's 4th. 12. Q. to her 3rd. 
13. B. to К. Kt.'s Зга.т 13. К. К. to K. Kt.'s эд. 
14. 9. Kt. to Q's 2nd. 14. Q. R. to Q. B's sg. 
15. Q. Kt. to his 3rd. 15. Kt. to Q's 2nd. 


16. Q. Kt. to R's 5th. 
17. Q. to B's 2nd. 

18. P. to К. B's 3rd.t 
19. R. takes P. 

20. 9. К. to K's sq. 

21. K. Kt. takes Q. B. P. 
22. B. takes Q. 


23. Q. to K. Kt.'s 6th (ch.) 


24. Kt. takes B. (ch.) 


16. 


21. 
22. 
23. 


And wins. 


Kt. to Kt.'s 3rd. 


. Q. B. to Q. R's sq. 
. P. takes P. 

+ Q. to K's 3rd. 

. K. B. to K's 2nd. 


Q. takes R. (ch.)§ 
B. takes Kt. 
K. to Q's sq. 


* The following moves will show the probable result of taking the P. 


with Kt.:— 
11. Kt. takes Q. B. P. 
12. P. to Q. Kt.'s 5th. 


11. Q. to her 2nd. 
12. R. to Q. R's sq. 


(His best move ; if P. takes P., then White plays Q. to her R’s 7th.) 

13. P. takes P., or B. takes Kt, 
And White has little if any advantage. 

+ Threatening to win ће К. R. by moving the Kt. to К B's 7th. 


13. Q. to her sq. 


or Kt.’s 6th. 


f This is much stronger than taking the Q. В. P. with the К, Kt. 
§ He has no better move—the game is beyond hope. 
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33 Game II.—Between Mr. Horwitz and Captain Evans, 


59 


waits. (Capt. Е.) 
1. P. to K's 4th. 
2. K. Kt. to B's 3rd. 
3. P. to Q. B's 3rd. 
4. P. to Q's 4th. 
5. P. to K's 5th. 
6. Q. Kt. takes P. 
7. Ө. B. to К. Kt.'s 5th. 
8. K. B. to Q. B's 4th. 
9. P. takes P. in passing. 
10. Q. to K's 2nd. 
11. КЕ, takes Kt. 
12. Castles.T 
13. Q. Kt. to Q's 5th. 
14. Q. B. takes Kt. 


BLACK. (Mr. H.) 
1. P. to K's 4th. 

2. Q. Kt. to B's 3rd. 

9. P. to K. B's 4th. 

4. P. takes Q. P.* 

5. P. talks Q. B. P. 

6. К. B. to Q. Kt.'s 5th. 
7. K. Kt. to K's 2nd. 

8. P. to Q's 4th. 

9. Q. takes P. 

10. Q. Kt. to Q's 5th. 

11. Q. takes Kt. 

12. Q. B. to Q's 2nd. 

13. Castles on Q's side. } 
14. B. takes B. 


15. Kt. takes B. (ch.) 15. K. to Kt.'s sq. 
16. K. R. to Q's sq. 16. Q. to K. R's 5th. 
17. B. to Q. Kt.'s 3rd. 17. Q. to K. R's 3rd. 
18. R. to Q's 2nd. 18. P. to K. D's 5th. 
19. Q. R. to Q's sq. 19. P. to K. B's 6th. 
20. Q. takes P. 20. P. to Q. R's 3rd. 
21. R. takes B. 21. R. takes R. 

22. R. takes R. 22. Q. to her B's 8th (eh.) 
23. Q. to her sq. 23. Q. takes Kt. P. 
24. R. to Q's 8th (ch.) 24. К. takes R. 

25. Q. takes R. (ch.) 25. K. to R's 2nd. 


26. Kt. to Q. B's 6th (ch.) 


And White mates in four moves. 


Gauer III.—Between Capt. Evans and Mr. Henderson. 


waite., (Capt. E.) 
1. P. to K's 4th. 
2. K. Kt. to B's 3rd. 
3. P. to Q. B's 3rd. 
4. K. B. to Q. Kt.'s 5th, 
5. Q. to her R's 4th.§ 


BLACK. (Mr. H.) 
l. P. to K's 4th. 
2. Q. Kt. to B's 3rd. 
3. P. to Q's 4th. 
4, Q. B. to K. Kt.'s 5th. 
5. Q. to her 3rd. 


* Tn the previous game the King's Pawn was taken, 
t White has now an overwhelming attack. 


$ The loss of a Piece eventually was inevitable, and Black did wisely in 
giving it up at once, to bring his other forces into action. 
$ If Black, at his 4th move, take Р. with P., this move is the best reply 


B 
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6. Kt. takes K. P.* 
7. B. takes Q. Kt. (ch.Y 
8. Q. takes P. (ch.) 
9. P. to K. B's 3rd. 
10. P. to Q's 4th. 
11. Q. takes Q. B. P. (ch.) 
12. Q. to Q. B's 5th (ch. 
13. Q. to Q. B's 8th (ch. 
14. Q. takes Q. (ch.) 
15. P. to К’ 5th. ў 
16. Kt. to Q's 2nd. 
17. Kt. to Q. Kt.'s 3rd. 
18. P. to К. B's 4th. 
19. P. to K. R’s 4th. 
20. K. to his 2nd. 
21. K. to his B's 3rd. 
22. P. to K. Kt.'s 3rd. 
23. Kt. to Q's 2nd. 
24. K. R. to K's sq. 
25. P. to Q. Kt.'s 3rd. 
26. B. to Q. Kt.'s 2nd. 


27. P. to K. R’s Sth. 
28. P. takes P. 

29. R. to K. R's sq. 
30. R. to К. R’s 3rd, 
31. R. to Q. B's sq. 
32. P. to Q. B's 4th. 
33. Kt. takes P. 

34. K. to his 2nd. 

35. R. to K. Kt.'s 3rd 
36. P. to Q. R's 3rd 
37. Q. R. to K. Kt.'s sq 
38. R. to K. R's 3rd. 
39. R. to Q. B's sq.|| 
40. R. to Q's 3rd. 

41. Kt. to Q's 6th. 

42. K. x to Q. B's 3rd 
43. P. to Q i 5th (ch.) 
44. R. to Q's 3rd (ch.) 
45. Kt. takes Kt. 

46. R. to Q's 6th (ch.) 


6. 


Q. takes Kt. 


7. P. takes B. 


. K. to his 2nd. 


R. to Q's sq. 


. Q. to K's 3rd. 
. R. to Q's 2nd. 
. K. to his sq. 


R. to Q's sq. 


. B. takes Q. 


P. to K. B's 4th. 


. Kt. to K. R’s 3rd, 
. Kt. to K. B's 2nd. 
. B. to K's 2nd. 


Kt. to K. R's 3rd. 


. B. to Q's 2nd, 


B. to Q. Kt.'s 4th. 


. B. to Q's 6th. 
. Kt. to K. Kt.'s 5th. 


P. to K. R's 3rd. 
R. to Q. B's sq. 


. P. to K. Kt.’s 4th.$ 


P. takes B. P. 
R. to K. Kt.'s sq. 


. K. to B's 2nd. 


K. to his 3rd. 
R. to K. Kt.'s 2nd. 


. P. takes P. 


B. to K's 5th (ch.) 
B. to K. Kt.'s 7th. 


. B. to K's 5th. 
. Q. R. to K. Kt.'s sq. 


B. to К. R's 5th. 


. B. to K. B's 7th. 

. Q. B. to К. Kt.'s 7th. 
. B. to K. R's 5th. 

. Kt. to K. B's 7th. 

. Kt. to K's 5th. 

. K. takes P. 


K. to K's 3rd. 


. P. takes Kt. 
. K. to B's 4th. 


* A little premature ; P. to Q's 4th first, would have strengthened the 


attack. 
T This is not a judicious move. 


+ White has still three excellent Pawns for the Piece given up. 
$ The power of forcing an opening here, adds greatly to the chances of 


Black's success. 


|| There is nothing to be gained by taking the Kt. with the Rook. 


192 CHESS-PLAYERS HANDBOOK. 


47. P. to K’s 6th. 

48. K. to his 3rd. 

49. К. to Q. B’s 5th (ch.) 
50. R. to Q's 2nd. 

51. К, takes В. 

52. B. to K's 5th (ck...) 
53. K. to his 3rd. 

54. K. to Q's 4th. 

55. R. to Q. B’s sq. 

56. K. to Q. B's 3rd. 


47. B. to K. B's 6th (ch.) 
48. R. to K. Kt.'s 7th. 

49. К. to K. Kt.'s 5th. 

50. К. takes R. 

51. К. takes К. B. P. 

52. K. to K. Kt.'s 5th. 

53. B. to К, Kt.'s 4th (ch.) 
54. P. to K's 6th. 

55. К, to Q's sq. (ch.) 

56. R. to Q. B's sq. (ch.) * 


And Black wins. 


Ч D, Game IV.—Playcd between Messrs. Horwitz, Harrwitz, and 


Von Carnap, against Messrs. Perigal, Jones, and Captain 


Evans, in consultation. 


wHiTE. (Messrs. H., H., & V. C. 


. B. to Q's 3rd. 
takes K. R. P. (ch. 
21. Castles. 

22. Q. to her 3rd. 

23. Q. Kt. to Q's 2nd. 
24. Q. to K's 2nd. 

25. Kt. takes Kt. 


1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 
3. P. to Q. B's 3rd. 
4. P. to Q's 4th. 

5. P. to Q's 5th. 

6. Q. Kt. to R's 3rd. 
7. Q. B. to K. Kt.'s 5th.t 
8. B. takes Q. Kt. 

9. P. takes P. 

10. Q. to Q's 5th. 
11. P. to Q. Kt.'s 4th. 
12. Q. takes Q. B. P. 
13. Q. to Kt.'s 5th. 
14. Q. to B's 6th. 
15. Q. to her 5th. 
16. Q. to her sq. 
17. Q. Kt. to his sq. 
18. Q. to Q. B's 2nd. 

K 
B. 


BLACK. (Messrs. P., J., & E. 
]. P. to K's 4th. 
2. Q. Kt. to B's 3rd. 
3. K. Kt. to B's 3rd. 
4. P. to Q's 3rd. 
5. Q. Kt. to K's 2nd. 
6. P. to Q. B's 3rd. 
7. K. Kt. takes K. P. 
8. B. takes B. 
9. Castles. 
10. Kt. to Q. B's 4th. 
11. P. takes Q. B. P. 
12. Q. B. to Q. Kt.'s 2nd 
13. Q. B. to R's 3rd. 
14. R. to Q. B's sq. 
15. Q. B. to Kt.'s 2nd. 
16. Kt. to K's 5th. 
17. Q. to Q. Kt.'s 3rd. 
18. Q. takes Q. Kt. P. 
19. Kt. takes Q. B. P. 
20. K. to R's sq. 
21. Kt. to K's 5th. 
22. K. takes B. 
23. Q. R. to Q. B's 6th. 
24. Kt, takes Kt. 
25. Q. to Q. B's 4th. 


Ж This is an interesting and well-contested game. 
# Where is the prospective equivalent for the P. now sacrificed ? 
ў Already Black have so manifest an advantage, that with ordinary care 


the game is their own. 


PsauTHHODP 
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Бы 


‚ R. to Ө. B's sq. 
. to Q. R's 4th. 
to R's sq. 
to K. B's sq.* 
to R's 3rd. 


> Р. to 9. 66650 
. Р. to Q. К' 6th. 
‚ Q. К. to Q. Kt.'s 8th (ch.) 


598. R to Q. Kt.'s 3rd. 


26. 
27. 
28. 


39. 
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Q. to B's 3rd, 
R. to K's 6th. 
to K. B's 4th. 
. to Kts sp. 


к 


. P. takes Р. 

. Q. to K’s 5th. 

. R. to K's 7th. 

. R. takes K. Kt. P. 
. R. to К. Kt.'s 5th. 
. В.К. R's 5th. 
5. К. R. to B's ard. 

. Q. B. to his 3rd. 

. K. to R's 2nd. 


R. to K. R's 3rd. 


And Black resigns, 


ЧІ - GAME V.—Played by Mr. Perigal and Capt. Evans, consulting 
against Mr. Harrwitz and Von Carnap. 


WHITE. 


1: 


(Messrs. Р. and Е.) 
Р. to K’s 4th. 
K. Kt. to B's 3rd. 


. P. to Q. B's 3rd. 


K. B. to Q. Kt.'s 5th. 
Kt. takes К. P. 


. Q. to Q. R's 4th. 


Р. to К. B's 4th. 


. Kt. takes P. 


K. B. to Q. B's 4th. 
K. to B's 2nd. 


. P. to Q's 3rd. 

. B. takes B. 

. K. R. to K's sq. 

. P. to Q's 4th. 

. Q. to her Kt.'s Bid. 


K. to his Kt.'s sq. 
Q. B. to K. Kt.'s 5th. 


‚ Р. takes P. 
‚ B. takes Kt. 


Q. Kt. to B's 3rd. 


BLACK. 


il 


(Messrs. H. and C.) 
P. to K's 4th. 


2. Q. Kt. to D's 3rd. 


P. to Q's 4th. 

P. takes P. 

Q. to her 4th. 

K. Kt. to K’s 2nd. 

P. takes P. in passing. 
P. to Q. Кв 3rd. 


. Q to K's 5th (ch.) 
. Q. B. to K's3rd.f 
- Q. to K. B's 4th. $ 
. P. takes B. 

. Castles. 

. К. Kt. to his 3га. 
. P. to K's 4th. 

. P. takes P. 

. K. Kt. to K's 2nd. 
. P. to К. R's 3rd. 

. B. takes B. 

. Q. Kt. takes P. 


* Q. R. takes B. would perhaps prolong the defence. 
The attack and defence of this opening are both ably conducted, 
t It ів obvious that if Black had not played with caution, they must 


have lost their Q. by the В, taking К. B. P. 


$ Promising to advance the Q. Kt. P. on the Q. and B. 
|| This looks attacking, but it is presently seen to be a weak move. 
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21. Kt. takes Kt. 21. B. to Q. B's 4th.^ 
22. R. to K. B’s sq. 22. R. takes Kt. 
23. К. to R’s sq + 23. Q. to her 2nd.t 
24. K. R. to K. B's 7th. 24. Q. to К. Kt.'s 5th, 
25. P. to K. R's 3rd. 25. Q. to К. Kt.'s 3rd, 
26. Kt. to Q's 5th. 26. Q. К. to Q's 70.11 
27. R. takes P. (ch.) 27. K. to Q's sq. 
28, Kt. to K. B's 4th. 28. Q. to her 3rd, 
29. R. takes B. 29. Q. takes Kt. 
30, Q. takes Q. Kt. P. 30. Q. R. to Q's 2nd. 
31. Q. to B's 8th (ch. 31. K. to his 2nd. 
32. Q. R. to K's sq. (ch.) 32. K. to B's 3rd. 
33. Q. takes Q. R. 33. K. to his Kt.'s 3rd. 
34. Q. to her 3rd (ch.) 34. K. to B's 3rd. 
35. R. to B's 6th (ch.) 35. К. to B's 2nd, 
36.. Q. to К. Kt.'s 6th (ch.) 36. K. to Kt.'s sq. 
37. R. to B's 8th (ch.) 
And wins. 
^. Game VI.—Between Messrs. Horwitz and Harrwitz, 
warre, (Mr. Horwitz.) BLACK. (Mr. Hurrwits.) 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. P. to Q. B's 3rd. 3. К. B. to Q. B's 4th. 


4. P. to Q. Kt.'s 4th. 4. К. B. to Q. Кі.’ 3rd, 
5. P. to Q. Kt.'s 5th. 5. Q. Kt. to R's 4th. 

6. K. Kt. takes K. P. 6. Q. to K's 2nd. 

7. P. to Q's 4th. 7. P. to Q's 2rd. 

8. A. B. to R’s 3rd, 8. P. to К. B's 3rd. 


9. К. Kt. to K. B's 3rd. 9. Q. takes К. P. (chò 
10. K. B. to K's 2nd. 10. К. Kt. to R's 3rd, 
11. Castles. 11. Castles, 

12. K. B. to Q's 3rd. 12. Q. to K, Kt.'s 5th. 
13. Q. B. to Kt.'s 4th. 13. Q. to K's 3rd. 

14. K. R. to K's sq. 14. Q. to К, B's 2nd. 
15. P. to Q's 5th. 15. K. Kt. to his 5th. 


* Unquestionably Black have now the advantage both of forec and 
position. ^ 

+ The proper move: White would be mated at once if they took the @. 

$ Q. to K. R's 4th we believe to be preferable. 

§ Here also we should rather have gone to R’s 4th, with the view pre- 
sently of playing Q. to K's 4th, and B. to Q's 3rd, and because the Q. at 
R's 4th prevented the Kt. from being moved to K's 2nd or Q's 5th. 

i| This move is the result of imperfect calculation. They should rather 
have played B, to Q's 3rd. 
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16. K. R. to K. B's sq. 16. K. Kt. to K's 4th. 
17. Kt. takes Kt. 17. B. P. takes Kt. 
18. Q. Kt. to Q's 2nd. 18. Q. takes Q. P. 

19. Kt. to Q. B's 4th. 19. P. to K's 5th. 

20. Kt. takes B. 20. Q. К. Р. takes Kt. 
21. K. B. to Q. B's 2rd. 21. Q. takes Q. 

22. B. takes Q. 22. B. to K's 3rd. 

23. B. to Q. B's 2nd. 23. K. R. to K's sq. 
24. B. takes K. P. 24. B. to Q. B's 5th. 
25. K. R. to K's sq. 25. P. to Q's 4th. 

26. B. to К. B's 3rd. 26. B. takes Q. R. P. 
27. K. R. to Q's sq. 27. B. to Q. Kt.'s 6th. 
28. B. takes Q. P. (ch.) 28. B. takes B. 

29. R. takes B. 29. Kt. to Ө. B's 3ra. 
30. Q. R. to Q. B's sq. 30. Kt. takes D. 

31. P. takes Kt. 31. Q. R. to his 7th. 
32. P. to K. R's 3rd. 32. К. R. to K's Е, 
33. Q. R. takes Q. B. P. 33. P. to K. R’s 3rd. 
34. K. R. to Q's 8th (ch.) 34. K. to R's 2nd. 
35. K. R. to Q's 7th. 35. К. R. takes B. Р. 
36. K. R. takes Kt. P. Qu ) 36. K. to R's sq. 

37. Q. R. takes Q. Kt. P. 37. K. R. to Q. Kt.'s 7th, 
38. K. R. to K. Kt.'s 6th. 38. P. to K. R's 4th. 
39. К. R. to К. Kt.'s 5th. 39. P. to K. R’s 5th. 
40. Q. R. takes Q. Kt. P. 40. K. to R's 2nd. 
41. K. R. to K. Kt.'s 4th. 41. Q. R. checks. 

42. K. to R's 2nd. 42. R. to Q. R's 5th. 
49. К. К. takes P. (ch.) 43 К. to Kt.'s па. 
44. К. R. to О. B's 4th. 


And wins 


END OF BOOK II, 
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Re SYNOPSIS OF BOOK III. 


THE KING'S BISHOP'S OPENING, 


WITH ITS SEVERAL MODIFICATIONS, VIZ, — 


Ist, Тнк блмк or THX Two Kines’ Brsnors:— 


1 P. to K's 4xn. 9 к. B. to Q. B's 4th, 
* P. to Кв 4th, * K. B. to Q. B's 4th, 


2nd. Tux Iraurans’ Derence :— 


|. PtoK’sath o K.B. to Q. Beth, P. to Q. B's 3rd. 
* P. to K'a 4th. "KB, to Q. B's 4th. ` Q. to K, Кє ath 


8rd. Mc Роххькл”в DOUBLE GAMBIT :— 


1 P. to K’s 4th. 9 K. B. to Q. B's 4th. 3 P. to Q. Kt.'s 4th, 
'Р. о K's ith, "К. B. to Q. B's 4th, * B. takes КІ P, 


4. P. to K. B's 4th. 


4th. Tux Lorez GAMBIT:— 


1 P. vo Кв Ath. 2 K. B. to Q. B’s 4th. 3 Q. to K’s 2nd. 
* cto Kr ath "К.В. to Q. B's 4th. BORD TET 


P. to K. B's 4th. 
4, ————— 


5th. Tur King’s Knient’s DrrENCE:— 


1 P. to K’s 4th, 9 K. B. to Q. B's 4th. 
* P. to K's 4th, * K. Kt. to B's 3rd. 


6th. Tue COUNTER GaMaBIT;— 


1 P. to K's 4th. К. B. to Q. B's 4th. 
* P. to K's 4th. " P. to K, B's 4th. 


71h. Тнк QurEN's bisuop’s Pawn’s DEFENCE 1— © 


1 P. to K's 4th. o K. 5. to Q. B's 4th. 
* P. to K's 4th. * P. to Q. B's 3rd. 


THE QUEEN'S BI6HOP’S PAWN'S OPENING:—— 


1 P. to K's 4th. 2 P. to ©. В 310. 
* P to K'e 4th. * vis 
" 


BOOK III. 


The King’s Bishops Opening. 


Cuarren Í. 
THE KING’S BISHOP'S OPENING 


Is an important and interesting-method of commencing the 
game, and, according to Philidor, the best that the opening 
player can select, inasmuch as it requires no initiatory sacrifice, 
and permits the Pawns to advance without obstruction from 
their officers. Later authors, however, differ materially from 
Philidor in his estimate of the King’s Bishop’s Opening, and 
general opinion now is in favour of beginning with the King’s 
Knight, as the stronger and more lasting manner of attack. 

Most writers concur in recommending 2. К. В. to Q. B's 
4th also, as Black’s best reply to the Bishop’s Opening; but 
Jaenisch and the authors of the German “ Handbuch” unani- 
mously recommend 2. K. Kt. to B's 8rd in preference. Upon 
this point the latter remark: ** We support our opinion not 
only by the authority of the ‘Nouvelle Analyse,’ in which 
Jaenisch advises the play of the Kt., but by the experience of 
our friends, the best players of Berlin, who, in two of their 
games by correspondence, against Magdeburg (1833) and 
against Posen (1839), played the move 2. K. Kt. to B's 8rd, 
їп reply to 2. К. B. to Q. B's 4th, and won them both." 

The leading works to be consuited upon this old and favourite 
opening are—Lopez, p. 82; Greco (Hirschel's ed.), pp. 56, 
100; Ercole del Rio, pp. 37, 63; Ponziani, 1782, p. 112; 
Cozio (1st vol), pp. 236, 276, 322, 323, 845; (2nd vol.), 
р. 801; Pratt’s Philidor, 1825, p. 63; De la Bourdonnai 
pp. 16, 110; Jaenisch (vol. 1.), pp. 136—151; “ Palaméde,” 
1842, p. 241; Lewis's “ Treatise,” 1844, pp. 33—92; Walker, 
1846, pp. 105—123; and the collection of games in the 
" Chess-Player's Chronicle,” vol. i. to vii. 

o9 
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GAME THE FIRST. 


WHITE. BLAOK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. К. B. to Q. B's 4th. 


Black has the choice of three good moves and several indiffo- 
rent ones, in reply to your second move. "The unexceptionable 
answers are 2. K. B. to Q. B's 4th, also 2. K. Kt. to B's 8rd, and 
2. P. to K. B's 4th; and upon the two former opinions are so 
nicely balanced, that it is difficult, and perhaps unimportant, 
to decide between them. The first of these moves will form 
the subject of the present Chapter, and the second shall be 
examined in the next; and 2. P. to K. B's 4th, with those 
which are more objectionable, will be treated of in Chapter 
III. 


8. P. to Q. B's 3rd. 3. К. Kt. to B's 8rd. 


Instead of P. to Q. B's 3rd, you might play 3. К. Kt. to B's 
3rd, and if Black then defended his Pawn with Q. Kt., his 
best move, you have the Giuoco Piano opening. (See Game the 
Sixth.) Black has, in the present début, an infinite variety of 
apparently good moves at his command ; and this circumstance 
would tend to show, I think, that your move of 3. P. to 
Q. B's 3rd, although the acknowledged “classical” play, handed 
down to us from Philidor, is not the best the board affords. 
He may, without much danger, make the move in the text, 
or Q. to K's 2nd ; or, as the Italians recommend, Q. to К. Kt.'s 
4th; or P. to Q’s 4th, the defence of Mr. Lewis; or Q. Kt. 
to B's 3rd (See Games Second, Third, Fourth, and Fifth), 
each of which will be examined in its turn. If, instead of an 

one of these, he play 3. Q. to К. R’s 5th, or 3. P. to Q's Bnd 
you speedily obtain an advantage; e. g., in the first place.— 


3. Q. to K. R's 5th. 

4, Q. to K’s 2nd. 4. K. Kt. to B's 3rd. 

5. P. to Q's 4th, 5. В. to Kt.’s 3rd, or (A.) 
6. P. takes P. 6. Kt. takes K. P. 

7. P. to К. Kt.'s 3rd. 7. B. takes K. B. P. (ch.) 
8. Q. takes B. 8. Kt. takes Q. 

9. P. takes Q. 9. Kt. takes R. 
10. B. to Q's 5th. 10. Q. Kt. to B's 3rd. 


11. 9. B. to К. B's 4th. 
Gaining the K. Kt, directly, and baving the better game. 
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(А. 
1 5. P. takes Q. Р, 
6. P. to K's 5th. б. Kt. to his sq. — 
(Те he play the Kt. to К?з 5th or R's 4th, you move 7. P. to К, Kt, s 
3rd, and win him. 
7. K. Kt. to B's 3rd. 7. Q. to K. Kt.'s 5th. 
8. B.takes К. B. P. (ch.) 8. К. to B's sq. (best) 
9. P. to K. R's 3rd. 9. Q. to B's 4th. 
(By taking the Kt. P. he !oses his Q.) 
10. B. takes K. Kt. 10. R. takes B. 
11. P. takes P. 
You have a much better game than Black 


In the second place :— 
3. P. to Q’s 3rd. 


4. P. to Q’s 4th. 4. P. takes P. 

5. P. takes P. 5. B. to Kt.'s 5th (eh.) 
6. Q. Kt. to B's 3rd. 6. B. takes Kt. (ch.) 

7. P. takes B. 7. K. Kt. to K's 2nd. 
8. Q. to K. R's 5th. 8. Castles. 


9. ©. B. to К. Kt.’s 5th. 9. P. to К. Kt.'s 3rd. 


(1f he play 9. P. to K. R’s 3rd, you may move 10. K. Kt. to B's 3rd 
leaving your B. to be taken.) 


10. Q. to К. R’s 4th. 10. K. R. to K's sq. 
11. B. takes K. B. P. (ch.) 
And you win easily. 


Having disposed of these unsafe defences, we can now con- 
tinue the regular game :— 
4. P. to Q’s 4th. 4. P. takes P. 


If Black, for his 4th move, play B. to Q's 3rd, you take P. with 
P., and then advance P. to К. B's 4th. Не may, however. 
play another move, viz., 4. B. to Q. Kt.’s 3rd, and the game 
proceed thus :— 
4. B. to Q. Kt.'s 3rd. 
5. P. takes P. 5. КЕ, takes P. 
And by playing 6. Q. ќо her 5th, or B. takes К. В. P. (ch.), you gain 
a striking advantage. 


5. P. to K's 5th. 5. P. to Q's 4th. 
He may also play 5. К. Kt. to K's 5th, or 5. Q. to K's 2nd ; 
but in either case the result after a few moves will be in you: 
favour. For example, in the first place,— 


5. Kt. to K's 5th. 
6. Q. to K's 2nd. 6. P. to Q's 4th. 


(You may with equal advantage play 6. B. takes К, B. Р. Gh.) 
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7. P. takes P. in раве, 7. Castles, 
8. P. takes Q. B. P. 8. Q. takes P, 
9. Q. takes Kt. 

And you have gained a Piece, 


In the second place :— 
5. Q. to K's 2nd. 


6. P. takes P. 6. B. to Q. Kt.'s 5th (ch.) 
7. K. to B's sq. 7. Kt. to K's 5th. 

(Your move of the King is much better than interposing a Piece.) 
8. Q. to K. Kt.'s 4th. 8. P. to K. B's 4th. 


Af he play 8. Kt. to К. B's 3rd, you reply with 9. Q, takes К. Kt. P. 

` if he move 8. Kt. to Q's 3rd, you play 9. К. B. to K's 2nd; and if ho 
play 8. P. to Ө. B's 3rd, you take the Kt., and in every case must 
have the better game.) 


9. Q. to R's 5th (ch.) 9. P. to К. Kt.’s 3rd. 
10. Q. to R's 6th. 10. P. to Q. B's 3rd. 
11. P. to К. B's 3rd. 11. P. to Q's 4th. 


12. B. to K's 2nd. 
Winning the Kt. 

6. P. takes Kt. 6. P. takes B. 
If you retreat the B. to Q. Kt.’s 3rd, or check with him at 
Q. Kt.’s 5th, the result, aecording to the best authorities, is an 
even game; but taking the Kt. appears to me to yield you a . 
slight advantage. 

4. P. takes К. Kt. P. 7. К. to К. Kt.s sq. 


If he check with his Q. first, you may interpose Q. В. at 
K’s 3rd. 

Instead of taking the K. Kt. P. at this point, you may 
play 7. Q. to К. Кв 5th, but not, I think, with the samo 
advantage. For instance :— 


7. Q. to К. R’s 5th. 7. Castles. 
(Castling is his best move.) 
8. Q. takes B. 8. R. to K's sq. (ch.) 
9. К. Kt. to К?з 2nd. 9. P. to Q's 6th. 
10. Q. B. to K's 3rd. 10. P. takes Kt. 


11. Q. Kt. to Q's 2nd. ll. Q. Kt. to R’s 3rd, 
12. Q. takes doubled P. 12. Q. takes P. 
13. Q. takes P. at K's 2nd. 


The game is about even, 


8. Q. to К. Кв 5th. 8. Q. to K's 2nd (ch.) 
9. К. to Q's sq. 9. К. takes Р. 
* „© К, Kt. to B's 3rd. 1 10 Q. Kt. to B's 3rd 
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11. K. R. to K's sq. 11. Q. B. to K's 3rd. 
12. К. takes В. 12. 9. takes R. 
18. Q. takes В. 18. P. to Q. Kt.'s 8rd. 
14. Q. to her Kt.'s 5th. 14. R. takes K. Kt. P. 


In the German “ Handbuch" the game is now dismissed as 
favourable to Black ; but in what his advantage consists is not 
clear, I certainly prefer your game. You can now take Р. 
with P., and presently develope your forces, having a Piece 
more than your opponent, and very little inferiority of posi- 
tion. 


GAME THE SECOND. 
WHITE, BLACK. 


1. P. to K’s 4th. 1. P. to K's 4th 

2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
3. P. to Q. B's 8rd. 8. Q. to K's 2nd. 

4. K. Kt. to B's 3rd. 4. P. to Q’s 3rd (best) 
e 


If he take the К. B. P. (ch.) instead, you get the better game 
(e. g.) 


4. B. takes B. P. (ch.) 
5. K. takes B. 5. Q. to her B's 4th (ch.) 
6. P. to Q's 4th. 6. Q. takes B. 
7. Kt. takes K. P. 7. Q. to K's 3rd. 


8. K. R. to K's sq., &c. 
5. P. to Q’s 4th. 5. P. takes P. 
He may also retire his B. to Q. Kt.’s 3rd, with a safe though 
somewhat confined game. 


6. Castles. 6. P. takes Q. B. P. 
Mr. Jaenisch gives this as Black’s best move. 
7. P. to Ө. Kt.’s 4th. т. B. to Ө. Kt.'s 3rd. 


Your 7th move is a suggestion of Mr. Petroff, and serves to 
increase the power of your attack. If he take the offered P. 
with his B., the game is likely to proceed as follows :— 
7. B. takes P. 
8. Q. to R's 4th (ch.) 8. Q. Kt. to B's 3rd. 
9. К. B. to Q. Kt.’s 5th. — 9. P. to Q. B's 7th (best) 
10. B. takes Kt. (ch.) 10. K. to B's sq. (best) 

Uf he retreat the K. to Q's sq., you may take B. with Q., he replies 
with P. takes Q, Kt. (becoming a Q.), you take this Q. with the Ө. R., 
he then takes the B., and you move Q. to her B's 3rd, with a fina 
attacking game.) А v 
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11. B. takes Q. Kt. P. 11. Q. B. takes B. 


12. Q. takes K. B. 12. P. takes Kt. (becoming a а.) 
13. 9. К, takes 9. 13. В. takes К, P. 

14. К. R. to K's sq. ‚ 14. P. to К, B's 4th (best) 

15. Kt. to Kt.'s 5th. 15. Q. to her 2nd, 

16. Kt. takes B. 16. P. takes Kt. 


17. Q. takes K. P. 

And you must at least regain a Pawn, and have a good position. 

8. Q. Kt. takes P. 8. К. Kt. to B's 3rd. 
If instead of this move he play 8. B. to K's 8rd, you move 
9. Q. Kt. to Q’s 5th, and bring the game to a position similar 
to one in the Scotch Game, favourable to the first player. Tf 
he play 8. B. to К. Kt.’s 5th, you answer also with 9. Q. Kt. 
to Q’s 5th, and afterwards P. to Q. R’s 4th. The move in the 
text is given by Jaenisch, Bilguer, and Н. der Laza, as 
Black's best. 

9. Q. Kt. to Q/s 5th. 9. Kt. takes Kt. 


You may play, but with less benefit, I think, 9. Q. B. to 
K. Кїз 5th; for example, — 

9. Q. B. to К. Kt.’s 5th. 9. Q. B. to K's 3rd. 

10. Q. Kt. to Q's 5th. 10. B. takes Kt. 


11. P. takes B. 11. Castles. 
12. R. to K's sq. 12. Q. to her sq. 
And he has a Pawn more, and no inferiority of situation, 
10. P. takes Kt. 10. Castles. 
. 11. Q. B. to Q. Kt.'s 2nd. 11. 9. B. to К. Kts 50 
12. К. R. to K's sq. 12. 9. to her sq. 


Your attack is hardly an equivalent for his extra Pawn. 


GAME THE THIRD. 


THE ЇтАттАхв' DEFENCE. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
3. P. to Q. B's 3rd. 8. Q. to K. Kt.'s 4th. 


This defence of Black’s is the favourite of the three great 
Italian masters, Del Rio, Lolli, and Ponziani, and is given by 
Jaenisch as the best he can adopt. (See “Analyse Nouvelle 
des Ouvertures,” ke., pp. 167—185 У 


KING'S BISHOP'8 OPENING. 201 


4. Q. to К, B's 8rd. 4. Q. to K. Kt.'s 3rd (best) 
This move of your Queen, which is given by Del Rio, is gene- 
rallp aeknowledged by all authors to be the best you cau 
adopt. Instead of it, Mr. Petroff has proposed 4. K. to B's sq., 
a move of remarkable ingenuity, but which, if correctly 
opposed, is, in the end, disadvantageous to your game, as the 
following moves will demonstrate :— 

4. K. to B's sq. 4. Q. to K's 2nd. 


(By this retreat Black utterly disconcerts the meditated attack ; almost 
any other play would afford you an opportunity of developing your 
game with rapidity and effect, but this proves the move of your King to 
be subtle, but not sound.) 

5. P. to Q's 4th. 5. B. to Q. Kt.'s 3rd. 
6. K. Kt. to B’s 3rd. 6. P. to Q's 3rd. 

And from the unfortunate position of your King, Black has the bettet 

game. 


5. K. Kt. to K's 2nd. 5. P. to Q's 3rd. 
Instead of so playing, he can move 5. Q. Kt. to B’s 3rd, oz 
5 К. Kt. to B’s 3rd. In the first place, — 

5. Q. Kt. to B's 3rd. 


$. P. to Q's 3rd, 6. P. to Q's 2rd. 

7. B. to K's 3rd. 7. B. to Q. Kt.'s 3rd. 

8. Q. Kt. to Q's 2nd. 8. K. Kt. to K's 2nd. 
Even game. 


In the second case,— 
5. K. Kt. to D's 3rd. 


6. P. to Q's 4th. 6. P. takes P. 

(If he decline the Pawn, you take P. with P., and have the better geme.) 
7. P. to K's 5th. 7. Kt. to K's 5th. 
8. P. takes P. 8. B. checks. 


(You would do wrong to take the К. B. P. with your В. (ch.) at tia 
8th move.) 


9. Q. Kt. to D's 3rd. 
And you have the advantage of position, 

6. P. to G's 4th. 6. B. to Q. Kt.'s 31d. 
His best move; if he attack your Queen with his Q. B., you 
may take К. В. P. with B. (ch.); and if he take P. with К.Р, 
you obtain a better opened gamo. 

7. P. takes Р. 7. P. takes P. 

8. K. Kt. to his 8rd. 8. K. Kt. to B's 8rd. 

9. P to. К 3rd. 

The game is equal. 


t 
c 
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GAME THE FOURTH. 


Lewis's COUNTER QAMBIT. 


WHITE. BLACK, 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K. B. to Q. B’s 4th. 2. K. B. to Q. B's 4th. 
8. P. to Q. B's 3rd. 9. P. to Q’s 4th. 


Biack's counter move in this variation we owe to the invention 
of Mr. Lewis. At one time it was held to be invincible; and 
even now, after passing the ordeal of rigid analysis, it is 
acknowledged to be an ingenious and beautiful dé^w£, and one 
which may be adopted with security, as leading to an even 
game. i 

4. B. takes P. 4. K. Kt. to B's 3rd. 
If you take the Pawn with Pawn, instead of Bishop, he 
answers with 4. B. takes K. B. P. (ch.), and if your King 
takes, he plays Q. to K. R’s 5th (ch.), &e. 

5. Q. to K. B's 3rd. 5. Castles. 
Your present move 1s recommended as your best by tho 
German ** Handbuch," but the obvious and ordinary move fot 
you is 5. Q. to her Kt.’s 8rd, which leads to many highly 
instructive situations; for example, in the first place,— 


5. Q. to her Kt.’s 3rd. 5. Castles. 

6. B. takes Q. Kt. P. 6. B. takes B. 

7. Q. takes B. 7. Q. to her 6th. 

8. Q. takes R. 8. Q. to her R’s 3rd, 

9. P. to Q's 4th. 9. Q. Kt. to Q's 2nd. 
10. Q. takes R. (ch.) 10. B. takes Q. 
11. P. to К. B’s 3rd. 11. P. takes Q. P. 
12. P. takes P. 12. Q. to Q's 6th. 

Black has the better game. 
Secondly,— 

5. Q. to her Kt.’s 3rd. 5. Castles. 

6. B. takes Q. Kt. P. 6. B. takes B. 

7. Q. takes B. 7. Q. to her 6th. 

8. Q. takes R. 8. P. to Q. B's 3rd. 

9. Q. to Kt.'s 7th. 9. Q. takes К. P. (ch., 
10. Kt. to K's 2nd. 10. Q. takes K. Kt. P. 
ll. K. R. to B's sq. 11. Kt. to Kt.’s 5th. 
12. P. to Q's 4th. 12. P. takes P. 

13. P. takes P. 13. Kt. takes К. В. Е. 


14. Q. Kt. to Q's 2nd. 
And by this move you obtain the better gamo. 
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Yhirdly,— 
5. Q. to her Kt.'s 3rd. 5. Castles, 
6. K. Kt. to B's 3rd. 6. P. to Q. B's 3rd. 
(If instead he take the B. with Kt., you retake with your Q. and th 
game in a few moves becomes quite even.) 
7. B. takes K. B. P. (ch.) 7. R. takes B. 
8. Kt. takes K. P. 8. Q. to K's 2nd. 
(Snould he take K. B. P. with B. (ch.), you must play K. to B's sq.) 
9. Q. takes R. (ch.) 9. Q. takes Q. 
10. Kt. takes Q. 10. K. takes Kt. 
11. P. to Q's 4th. 
And you have a fine game. 


6. P. takes P. 

7. P. takes P. 

8. Q. Kt. to Q’s 2nd. 

9. P. to Q. B's 8rd. 
10. Q. to K's 2nd. 


The game is even. 
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GAME THE FIFTH. 


WHITE. BLACK. 
1. P. to K’s 4th. z P. to K's 4th. 
2. K. B. to Q. B’s 4th. . K. B. to Q. B's 4th. 
3. P. to Q. B’s 8rd. У Q. Kt. to B's 3rd. 


The move of 3. Q. Kt. to B's 3rd, may be played with safety, 
I believe, provided Black retreats ‘his B. to Ө. Kt.’s 3rd, when 
your Q. P. is thrown forward; but if he take the P., you cer- 


tainly have the advantage. 


4. P. to Q’s 4th. 4. B.toQ. Kt.'s3rd (best) 
5. K. Kt. to K's 2n4. 5. К. Kt. to B’s 3rd. 
6. Q. to her 3rd 6. Castles. 
, 7. P. to К. B's 4th. 7. P. takes Q. P. 
8. P. to K's th. 8. P. to Q's 4th. 


9. B. to Q. Kt.'s 8rd. 9. 
. P. to K. B's 4th. 
129 


10. 9. В. Р. takes Р. 
11. 9. Kt. to B’s 8rd. 


K. Kt. to K’s 5th. 
Q. B. to K's 8rd. 


And the game is even. 
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GAME THE SIXTH. 


WHITE. BLACK, 


1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
9. K. Kt. to B's 8rd. 8. P. to Q’s 8rd. 


I quite concur with Major Jaenisch in opinion that your move 
of K. Kt. to B's 3rd is more vigorous and attacking than P. te 
Q. B's 3rd, and that it has not been sufficiently appreciated by 
authors. As he observes, you evade by this move the powerful 
defenee of the Italian writers, 9. Q. to K. Kt.s 4th, and 
that of Mr. Lewis, 3. P. to Q/s 4th, involving a long and 
complicated series of defensive manœuvres, the slightest error 
in which would be dangerous to your success, and which, 
when played with perfect accuracy, seems to lead only to an 
equal game. 

In addition to the present move, you have the choice for 
your third step of the following moves :—15%, Q. to K's 2nd, 
which will be treated of under the head of “Тһе Lopez 
Gambit" (see Game 13th) ; 2ndly, of Q. to K. B's 3rd; 
Srdly, of Q. to K. Kt.’s 4th; 4thly, of Q. to K. R’s 5th: 
5thly, of P. to Ов 4th; 6thly, of P. to Q. Kt.’s 4th; and 
lastly, of P. to K. B's 4th, eaeh of which shall be examined in 
detail as we proceed. 

If Black, in answer to 8. K. Kt. to B's 3rd, play 3. Q. Kt. to 
B's 3rd, the opening becomes the Giuoco Piano. His present 
move, Jaenisch cites as the best, now his K. B. is in the 
field. He may, however, play also 3. K. Kt. to B's 8rd, and 
the game then be followed thus:— 

3. К. Kt. to B's 3rd. 


4. Kt. takes P. 4. Kt. takes P. 

5. B. takes P. (ch.) 5. K. to B's sq. 

6. Q, to B's 3rd. 6. B. takes P. (ch.) 
7. K. to his 2nd. 7. P. to Q's 3rd. 
8. Q. takes Kt. 8. P. takes Kt. 

9. R. to B's sq. 


And you have a fine game. 
4. Р. to О. B's 3rd. 4. K. Kt. to B's 8rd. 
I have found in play that 4. PP. to Q’s 4th gave me a free wel. 
opened game, preferable to any obtained by the move 1n tae 


text. 
Black, instead of bringing out his K, Kt., might retreat his 
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B to Q. Kt.'s 3rd, or play Q. to K's 2nd, with a safe though 
confined position. If he play 4. Q. B. to K's 3rd, you take 
B. with B., and then move Q. to her Kt.'s 3rd. If he venture 
the counter-gambit 4. P. to K. B's 4th, you retort with P. to 
Q's 4th, having a much better game; and lastly, if he move 
4. Q, B. to К. Kt.'s 5th, you play 5. Q. to her Kt.’s 3rd, . 
winning at least a Pawn. 

5. P. to Q's 4th. 5. P. takes P. 

6. P. takes P. 6. B. to Q. Kt.'s 5th (ch.) 


He may also retreat his B. to Q. Kt.'s 9rd, as in the following 
example :— 
6. B. to Q. Kt.'s 2rd. 


7. Q. Kt. to B's 3rd, 7. Q. B. to К. Kt.'s 5th. 
(If he castle instead, you move 8. K. B. to Q's 3rd.) 
8. Q. B. to K's 3rd. 8. Castles. 

9. K. B. to Q's 3rd. 9. Q. Kt. to B's 3rd. 


10. K. B. to Q. B's 2nd. 10. B. takes K. Kt. 
11. К. Kt. P. takes B. 


And his King will be exposed to a dangerous attack from your Rooks on 
the open K. Kt.'s file. 


7. B. to Q/s 2nd. 7. B. takes В. (ch.) 

8. Q. Kt. takes B. 8. P. to Q’s 4th. 
If he take 8. K. P. with his Kt., you play 9. B. takes 
K. B. P. (ch.); but if he castles instead, you then move 
9. К. B. to Ө 3rd. 


9, P. takes P. 9. Kt. takes P. 
10. Q. to her Kt.'s 3rd. 10.2Р. to Q. Bis 8rd, 
11. Castles. 11. Castles. 


You have the move, and your Pieces are in better play, 


GAME THE SEVENTH, 


WHITE, BLACK. 
1. P. to K's 4th. 1. P. to K’s 4th. 
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
9. Q. to K. B's 3rd. 8. К. Kt. to B's 8rd. 


Your Queen is ill-placed in occupying the square on which 
pe. K. E should stand, and this mode of attack is not to 
vised. 


4. P. to K. Kt.'s 4th. 4. P. to Q's 4th. 
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If you played instead 4. Q. to К. Kt.'s 8rd, Black could have 
castled, or he might have played 4. P. to Q’s 8rd, leaving you 
to take the K. Kt. P., the consequences of which have been 
already seen in the analysis of the K. Kt.'s opening, p. 63. 
5. K. B. takes Q. P. 5. Q. B. takes P. 
You could have taken P. with P., but would not have im- 
proved your game by i*. 
6. Q. to Q. Kt.'s 3rd. 6. K. Kt. takes K. B. 
7. P. takes Kt. 7. К.В. to Q. Kt.'s 3rd. 
If you take the Q. Kt. P. at the 7th move, he may win your 
Q. by moving К. Kt. to Q. Kt.’s 3rd, and then Q. В. to his sq. 
8. Q. to К. Kt.'s 3rd. 8. Q. to K. B's 3rd. 
Black has the better game. 


GAME THE EIGHTH. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
8. Q. to К. Kt.’s 4th. 3. Q. to K. B's 3rd. 


The present sortie of your Queen is equally objectionable with 
8. Q. to K. B's 3rd, and may, like that, be very shortly 
dismissed. 


4. P. to Q’s 4th. 4. B. takes P. 

5. K. Kt. to B's 9rd. 5. Q. Kt. to B's 3rd. 
6. Q. to K. Kt.'s 3rd. 6. P. to Q’s 8rd. 

1. Q. B. to K. Kt.'s 5th. 7. Q. to К. Kt.’s 8rd. 
8. Q. Kt. to Q’s 2nd. 8. P. to К. Вв 3rd. 


Black has the advantage. 


GAME THE NINTH. 


WHITE. BLACK, 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th, 
3. Q. to К. R's 5th. 3. Q. to Кв 2nd. 


Q. to K. R’s 5th is less exceptionable than the former places 
for her, yet this is not a good move. Black’s best reply 
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is Q. о Кв 2nd, but he may also defend his K. B. P., and 
oh the same time attack yours, by playing 3. Q. to К, B's 
. (e.g. 
( i ) 3. Q. to K. B's 3rd. 


4. K. Kt. to B's 3rd. 4. P. to Q's 3rd. 
5. Q. Kt. to B's 3rd. 5. K. Kt. to K's 2nd. 
Even game. 
4. K. Kt. to B's 8rd. 4. P. to Q’s 8rd. 
5. K. Kt. to his 5th. 5. K. Kt. to B's 8rd. 


6. Q. takes K. В.Р. (ch.) (best) 6. Q. takes Q. 
You would not at all improve your game by taking the P. 
with your B. instead of the Q.; for example,— 
6. B. takes K. B. P. (ch.) 6. К. to Q's sq. 


7. Q. to K. R’s 4th. 7. K. R. to B's sq. 
(If you retire your ©. elsewhere at move 7., he wins а Piece by 7, P. to 
K. R’s 3rd.) 
8. K. B. to Q. B's 4th. 8. K. Kt. to his 5th, 
9. Castles. 9. R. takes K. B. P. 
And Black's game is superior to yours. 

7. B. takes Q. (ch.) 7. К. to his 2nd. 
You may take the Q. with your Kt. instead, as follows :— 
7. Kt. takes Q. 7. R. to K. B's sq. 

8. Kt. to his 5th. 8. P. to K. R’s 3rd, 
9. Kt. to K. B's 3rd. 9. Kt. takes K. P. 
10. Castles. 10. Kt. takes K. B. P. 
11. R. takes Kt. 11. B. takes В. (ch.) 
12. K. takes B. 12. P. to K's 5th. 
Winning the Kt., and having the better game. 
B. B. to Q. B's 4th. 8. P. to К. Кв 8rc. 
9. Kt. to K. B's 8rd. 9. Kt. takes K. P. 


You have no advantage. 


GAME THE TENTH. 


WHITE. BLACK. 
4 Р. to K’s 4th. 1. P. to K’s 4th. 
ù K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
P. to Q/s 4th. 8. B. takes P. 


Your 3rd move in this game comes under the category of pre- 
mature attacks, the result of which, when they are properly 
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spe must always be a loss of time or material to the 
сет. In the present case you sacrifice a Pawn without 
any chance of obtaining an equivalent, either in position or 
otherwise. 

4. K. Kt. to B's 3rd. 4. Q. Kt. to B's 3rd. 


If you play 4. P. to Q. B's 3rd, he would reply with B. to 
Q. Kt.’s 3rd, and not to Q. B’s 4th, because of your being 
then enabled to take K. D. P. with B. (ch.), &e. 


S Ptol B's 9rd. 5. B. to Q. Kt.'s 8rd. 
6. K. Kt. to his 5th. 6. К. Kt. to R's 3rd. 
7. Q. to К. Кв Sth. 7. Castles. 


You have other modes of play, which we omit for want of 
space, but in all Black maintains in security the Pawn 


gained. 


GAME THE ELEVENTH. 


MocDoxNErrs DovsnE САмвгт. 


WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K's 4th. . 

2. К. B. to Q. B's 4th, 2. K. B. to Q. B's 4th. 
8. P. to Q. Kt.'s 4th. 3. B. takes Kt. P. 

4. P. to K. B's 4th. 4. P. to Q’s 4th. 


Instead of advancing your К. B. P., which forms what ie 
called the “ double gambit,” an attacking but rather perilous 
sert of opening for the first player, you can reduce the game 
to an Evans’ Gambit by moving 4. P. to Q. B's 3rd, and ther. 
K. Kt. to B’s 3rd. 

If Black, in lieu of P. to Q’s 4th, should take K. B. P. with 
P., you answer with K. Kt. to B’s 8rd, and get a powerful 
attack. (e. g.) 

4. P. takes K. B. P. 

5, K. Kt. to B's 3rd, 5. Q. to K's 2nd. 

6. Q. to K's 2nd. 6. K. Kt. to B's 31d. 

7. P. to K's 5th. 7. K. Kt. to R's 4th. 

8. P. to Q. B's 3rd. 8. B. to Q. R’s 4th. 

9. P. to Q's 4th. 9. B. to Q. Kt.'s 3rd. 

1u. P. to К. Kt.'s 4th, 10. P. takes P. in passing. 
The move hitherto given as your 10th is 9. В. to 9. R’s 3rd, to which 
Black answers 10. P. to Q. B's 4tb, and the attack is at end. 
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{f Black, instead of taking the Pawn, move 10. P. to Q’s 4th, the fol- 
wing few moves will prove, I think, that you still have a better game:— 
10. P. to Q's 4th. 
11. B. takes Ө. P. 11. P. to Q. B's 3rd (best) 
You may now take Q. B. P. with B. (ch.), then take the К. Kt., after- 
wards recovering the P., and with your fine centre of Pawns have the 
advantage. 
11. Kt. to his 5th. 
And you preserve a fine attack. 


5. P. takes Q. P. 5. P. to K's 5th. 
1f you take the Q. P. with your B. instead, he still maintains 
an advantage; for instance,— 


5. B. takes Q. P. 
6. P. to Q. B's 3rd, 
7. P. takes B. 


. P. to Ө. B's 3rd. 

. P. takes B. 

. P. takes К. P. 

8. P. takes K. P. . Q. to her 5th. 

9. Q. to her B's 2nd. . Q. B. to K. B's 4th. 


He has the better position. 


оомо ўл 


б. К. Kt. to K’s 2nd. 6. К. Kt. to B's 3rd 
7. Castles. 7. Castles. 

8. Q. Kt. to B's 8rd. 8. P. tu Q. B's 3rd. 
9. P. takes P. 9. Q. Kt. takes P. 
10. К. to Кв sq. 10. Q. B. to K. Kt.'s 5th 

Your game is inferior to his. 
GAME THE TWELFTH. 
WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K's 4th. 

2. К. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
8. P. to K. B’s 4th. 3. B. takes К, Kt. 


Your present 3rd move is not commendable, because it is 
needlessly hazardous, and throws upon you at once the onus 
of defence. 

. Black plays rightly in taking the Kt.; if he take P. with P. 
instead, you may play 4. P. to Q’s 4th, and if he then checks 
With his Queen, the game is resolved into a species of К. B's 
Бати, the advantage of position being much in your favour, 

4. Q. to К. Ев 5th. 4. Q. to K's 2nd. 


If instead of this sally with your Queen, you take the В. 
P 
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with your Rook, he answers with 4. Q. to К. R’s 5th (ch.), 
and proceeds as follows :— 


4. Q. to K. R's 5th (ch.) 


5. P. to K. Kt.'s 3rd. 5. Q. takes К, R. P. 
6, K. to B's sq. 6. P. to Q’s 41. 
Ho has evidently a better game. 
5. R. takes B. 5. P. to Q’s 8rd. 
6. P. to K. B's Sth. 6. K. Kt. to B's 8rd. 
7. Q. to K. Kt.’s 56. 7. K. Kt. takes K. P. 
8. Q. takes K. Kt. P. 8. Q. to К. B's 3rd. 
9. К. B. takes К. B. P. (ch.) 9. K. to his 2nd. 
10. Q. takes Q. (ch.) 10. Kt. takes Q. 
11. K. B. to Q. Kt.'s 3rd. 11. Q. B. takes P. 
The game is in Black's favour. 
GAME THE THIRTEENTH. 
THE Lopez Олмвіт. 
WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
9. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
8. Q. to K’s 2nd. 9. P. to Q’s 3rd. 


The move of your Queen thus is far better than any of the 
three previous marches. In this position you threaten at 
once to take Black's K. B. P. with your B., and if he retake 
the B., to play the Q. ta her B's 4th (ch.), and then capture 
nis Bishop in return. At the same time, you have an oppor- 
tunity, when Black, foreseeing the menaced danger, attempts 
to guard against it, to advance your P. to K. B's 4th, and 
thus form a gambit more advantageous to you in som? 
respects than the ordinary King's Gambit. This opening 16 
first found in the old work, * Libro de la Invencion liberal 
y Arte del Juego del Axedres," of Ruy Lopez (1561), and 18 
usually named after its inventor, “ Тһе Lopez Gambit.”  , 

In reply to your move of 3. Q. to K's 2nd, Black has at hie 
command three good methods of play; viz., 3. P. to Q's 31. · 
3. Q. to K's2nd, and 3. Q. Kt. to B's 3rd, each of which has 
its advocates, and shall receive a separate examination. 


4.P.tox, Вв 4th. 4. Kt. to K. B's 3rd. 
Instead of 4. К. to К. B's 3rd. Black may play 4. B. takes 
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K. Et., or 4. P. takes P., but in either case the game will be 
In your favour; for example, in the first place, —- 
4. K. B. takes K. Kt. 
5. R. takes B. 5. K. Kt. to D's 3rd. 


(Taking the Pawn at this point would be detrimental to him.) See (A.) 
6, P. to Q's 3rd. 6. Q. to K's 2nd. 
(If he play instezd 6. Q. B. to К. Kt.’s 5th. you move 7. Q. to К. B’s 2nd.) 
7. Q. Kt. to B's 3rd. 7. Q. Kt. to B's 3rd. 


(He may move 7. Q. B. to K's 3rd, upon which you exchange Bishops 
and advance P. to K. B's 5th.) 


8. Q. B. to K's 3rd. 8. P. takes K. B. P. 
9. Q. B. takes P. 9. Kt. to Q's 5th, 
10. Q. to K. B's 2nd. 10. Q. Kt, to K's 3rd. 


11. P. to К. Kt.'s 4th. 
You have the advantage: 
(A.) 
5. P. takes B. P. 
6. P. to Q's 4th. 6. P. to К. Kts 4th. 
(You may also play 6. P. to Q's 3rd, and if he answer with 6. P, to 

K. Kt.'s 4th, play as in this case) :— 
7. P. to К. Kt.'s 3rd. 7. P. takes P. 
8. В. takes К. B. P. (ch.) 8. К. takes B. 


(1f he refuse to take the B., and play his K. to B's sq., you can take the 
P. with the R., and should win.) 


9. Q. to К. R’s 5th (ch.) 9. К. to Kt.'s 2nd. 
(If he play 9. К. to B's sq., or К. to his 2nd, you equally take the Р. with 
your Q. B., and have an obvious advantage.) 
10. B. takes Kt. P. 10. Q. to her 2nd. 

(Should he take the R. P., you give checkmate in four moves; and if he 
interpose the Kt., you check with your B. at K. R’s 6th, and win 
easilv." 

11. R. takes P. 11. K. to B's sq. 
12. K. R. to B's 3rd (ch.) 
And you must clearly force the game in a few moves. 


In the second. place,— 
4. P. takes B. P. 


5. K. Kt. to B's 3rd. 5. P. to K. Kt.'s 4th. 
6. P. to Q's 4th. 6. B. to Q. Kt.'s 3rd. 
7. P. to К. R’s 4th. 7. P. to K. Kt.'s 5th. 


lí be attempt to sustain the Kt. P. with К. B. P., you take the Kt. P. 
with your Kt.) 
8. Kt. to his 5th. 8. Kt. to К. R’s 3rd, 
&. Q. B. takes P. 
And you have an excellent game. 


P2 
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You can now return to and pursue the former series Of 
moves, which we left at Black's 4th move. 


5. K. Kt. to B's 8rd. . Q. to K's 2nd. 

6. P. to Q's 91d. . Q. В. to К. Kt.’s бї 
7. P. takes Р. . Г. takes Р, 

8. Q. B. to К. Kt.'s 5th. . Q. Kt. to Q's 2ud; 

9. Q. Kt. to Q’s 2nd. . Castles on Q/s sido. 
10. Castles on Q’s side. 


The positions are equal / 


DNO 


GAME THE FOURTEENTH, 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K's 4th. 
2. K. B. to.Q. B's 4th. 2. K. B. to Q. B's 4th. 
8. Q. to K's 2nd. 8. Q. to K's 2nd. 


Black’s defence here is perfectly safe, and with correct piny 
on both sides, the result, I think, must be an even game. 


P. to K. B's 4th. 4. K, Kt. to B's 3rd. 
K. Kt. to B's 3rd. 5. P. to Q's 3rd. 
Q. Kt. to B's 3rd. 6. Р. to Q. B's 8rd. 

. to Q'S 3rd. 7. 9. B. to К. Kt.'s 5th. 
P. to К. B's 5th. 8. Q. Kt. to Q’s 2nd. 
Q. B. to К. Kt.'s 5th. 9. P. to K. R's 8rd. 

10. О, B. to К. Кв 4th. 10. Р. to К. Kt.’s 4th. 


You may cither take the Pawn in passing, or play Q. B. to 
К. B's 2nd. The game is quite even. 


ооу Cn 
rg 


GAME 1HE FIFTEENTH. 


WHITE. BLACK. 
1. P. to K’s 4th. b 1. P. to K’s 4th. 
2. B. to Q. B's 4th. 2. B. to ©. B's 4th. 
8. Q. to K's 2nd. 3. Q. Kt. to B's 3rd. 


Black’s 8rd move in this example is perhaps the best defence 
ofall. ftis originally given by Lopez, but was little known 
untilits introduction by M. Calvi, in his valuable series of 
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tessons in ће Palaméde.” (See“Palamède” of June, 1842, 
for a comprehensive and elegant analysis of the Lopez Gambit.) 
4, P. to Q. B's 8rd. 4. К. Kt. to B's 3rd. 


Instead of playing your Q. B. P., you might take the adverse 
K. B. P. with your B. (ch.). (See Variation.) 


5. P. to K. B's 4th. 5. B. takes K. Kt. 
6. R. takes D. 6. Castles. 
T. P. to Q’s 8rd. _ 4. P. to Q's 4th. 


You may also take P. with P., and the following moves are 
then likely to oceur:— 


7. P. takes P. 7. Q. Kt. takes P. 
8. К. B. to Q. Kt.’s 3rd. 8. K. Kt. takes K. P. 
9. Q. takes Kt. 9. R. to K's sq. 
10. K. to Q's sq. 10. P. to Q's 4th. 
11. Q. takes Q, P. 11. B.to K. Kt.'s 5th (ch.) 
12. K. to B's 2nd. 12. Q. to K. B's 3rd. 
And although you have a Piece more, Black must win. 
8. K. B. takes Q. P. 8. K. Kt. takes B. 
9. P. takes Kt. 9. P. takes K. B. P. 
10. Q. B. takes P. 10. R. to K's sq. 


If, instead of taking the P., you play 10. Q. to К. B's 8rd, 
Black answers with 10. Kt. to K's 4th. His move in the 
int of R. to K's sq., is much better than playing 10. Q. takes 
» 


11. В. to K's 3rd. 11. Kt. to K's 4th. 
19. P. to I TU s '8rd: 12. B. to K. B's 4th. 
18. P. to Q’s 4th. 18. B. to Q’s 6th. 


And by afterwards moving the Kt. to Q. B's 5th, Black must 
win at least a Piece. 


VARIATION, 
Beginning at White's Ath move. 


WHITH. BLACK. 

. P. to K's 4th. . P. to K's 4th. 

. K. B. to Q. B's 4th. . K. B. to Q. B's 4th 
. Q. to K's 2nd. Q. Kt. to B's 8rd. 

. K. B.takes K. B. P. (ch.) . K. takes B. 

. Q. to her B's 4th (ch.) . P. to Q’s 4th. 

, Q. takes В. . P. takes К Р. 


ONANI 
Dne Om 


LOBO I 
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If you take the О, P. with P. instead of capturing the Bishop, 
Blaek may then take your K. B. P. (ch.), and afterwa 
move Q. Kt. to Q. R’s 4th. 


7. Q. to her B's 4th (ch.) 


8. Q. takes P. 


7. Q. B. to K's 8rd. 


8. K. Kt. to B's 3rd. 
And you have an inferior game. 


GAMES 


ILLUSTRATIVE OF THE PRECEDING ANALYSES. 


waite. (Mr. S.) 
. P. to K’s 4th. 


P. to Q. B's 3rd. 
К. Kt. to B's 3rd. T 
Р. to Q's 4th. 

. P. takes P. 

B. to Q's 2nd. 

Q. Kt. takes B. 

. В. to Q's 3rd. 

. P. to Ө. R’s 3rd. 

. Q. to Q. B's 2nd. 
. Q. R. to Q. B's sq. 
. P. to K's 5th. 

Kt. takes B. 

. P. to K. Kt.'s 3rd. 
Р. to Q. Kt.'s 4th. 
. Q. to Q's 2nd. 

. Castles. 

‚ Ө. R. to B's 3rd. 
. Kt. to K. R's 4th. 
. P. to К. B's 4th. 

. P. to К. Kt.'s 4th. 
. P. takes B. P. 

. Kt. takes Kt. 

. К. to R's sq. 


PENSAR wwe 


K. B. to Q. B’s 4th. 


Sense еюн 


* 
+P. 
t Р. 
§ 

Q. to К. Kt.'s 5th. 


(From the Chess- Player's Chronicle.) 


.—Played some years since between Messrs. Popert 
and Staunton. 


BLACK. 
. P. to K’s 4th. 


(Mr. P.) 


K. B. to Q. B's 4th. 
P. to Q's 3rd.* 

K. Kt. to B's 3rd. 
P. takes P. 

B. checks. 


. B. takes B. (ch.) 

. Castles.t 

. Kt. to Q. B's 3rd. 

. Q. B. to K. Кїз 5th, 
a P. to К. R's 3rd. 

. P. to Q’s 4th. 

. B. takes Kt. 

. Kt. to K. R’s 4th. 

. Р, to К. Kt.'s 3rd. 


Q. to Q's 2nd.§ 


. К. to R's 2nd. 

. Ө. R. to K's sq. 

. Kt. to Q’s sq. 

. P. to Q. B's 3rd. 

. P. to К. B's 4th. 

. Kt. to K. Kt.'s 2nd. 
. K. Kt. takes P. 

. P. takes Kt. 

. K. R. to K. Kt.'s sy. 


Not so good a move as К. Kt. to B's 3rd, ог 9. to К. Kt.'s 4th, 
to Q’s 4th would perhaps have been stronger play. 

to Q's 4th is a better move at this point. 

Intending, if the € €t, P. should be played on his Kt., to move 
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26. Q. R. to Q. B's sq. 26. Q. to K. B's 2nd. 
27. Q. to Q. B's 2nd. 27. Q. R. to K. B's sq. 
28. K. R. to M Kt.'s sq. 2 ed E 3rd. 

29. К. takes К, . К. takes В. 

90. R. to К. Кїз sq, (ch.) 30. K. to R’s sq. 

. B. to K's 2nd. 2. Q. to K. B's 2nd. 
33. Q. to K. R's 4th. 33. Q. to K. R's 2nd. 
34. B. to K. R's 5th. 34. Kt. takes Q. P. 

35. R. to К. Kt.'s 3rd. 35. P. to Q. Kt.'s 3rd. 
36. B. to К. Kt.'s 6th.T 36. Q. to K. Kt.'s 2nd, 
37. B. to K. B's 7th. 37. R. takes B.t 


38. R. takes Q. 38. K. takes R. 
39. К, to Kt.’s 2nd, and wins. 


qu . Gamer IL—Dotween two London Amateurs. 
WHITE. BLACK. 


l. P. to K's 4th. 1. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
3. P. to Q. B's 3rd. 3. Q. to K. Kt.'s 4th. 
4. Q. to K. B's 3rd. 4. Q. to K. Kt.'s 3rd. 
5. K. Kt. to K's 2nd. 5. P. to Q's 3rd. 
6. P. to Q's 4th. 6. P. takes P. 
7. P. takes P. 7. B. to Q. Kt.'s 3rd. 
8. P. to K's 5th. 8. K. Kt. to K's 2nd. 
9. P. to K's 6th. 9. P. to K. B's 3rd. 
10. Q. Kt. to B's 3rd. 10. Castles. 
11. K. Kt. to K. B's 4th, 11. Q. to K's sq. 
12. Q. B. to K's 3rd. 12. Q. Kt. to Q. B's 3rd. 
13. Q. R. to Q's sq. 13. K. to R's sq. 
14. P. to K. Rs 4th. 14. Q. Kt. to Q's sq. 
15. P. to K. R’s 5th. 15. P. to K. B's 4th. 
16. Q. Kt. to Q's 5th. 16. Q. B. takes P. 
17. Kt. takes Kt. 17. Q. takes Kt. 
18. Kt. to K. Kt.'s 6th (ch.) 18. P. takes Kt. 


19. P. takes P. (dis. ch.) 
And White gives checkmate in three moves. 


y5 Game IIL— Played. between the London and Edinburgh 
Chess Clubs in 1824. 


EDINBURGH. LONDON. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. B. to Q. B's 4th. 2. В. to Q. B's 4th. 
3. P. to Q. B's 3rd. 3. Q. to K's 2nd, 


* A lost move. p 
+ It would have bécn more decisive if played to K. B's 7th at once, 
Y If the Q. takes B., mate follows in three moves. 
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4. K. Kt. to B's 3rd. 4. P. to Q's 3rd. 
5. P. to Q's 3rd. 5. K. Kt. to B's 3rd, 
6. Q. to K's 2nd.* 6. Castles. 
7. Q. B. to K. Kt.'s 5th. 7. P. to К. R’s 3rd.T 
. to K. R’s 4th. 8. Q. B. to K's 3rd, 


9. K. 


8. Q. 


B 
B 
B. to Q. Kt.'s 3rd. 
R 


9. B. takes B. 


10. Q. R. P. takes B. 10. Q. Kt. to B’s 3rd. 
11. Q. Kt. to Q’s 2nd. 11. Q. to K’s 3rd. 

12. P. to Q. Kt.'s 4th. 12. В. to Ө. Kt.'s 3rd. 
13. B. takes Kt. 13. Q. takes Kt. 

14. Q. Kt. to Q. B's 4th. 14. Q. to K's 3rd. 

15. K. Kt. to R's 4th. 15. Kt. to K's 2nd. 


. P. to K. Kt.'s 4th. 
. Kt. takes Kt. 
. Castles on К?з side, 


19. P. to K. R’s 8rd. 
20. Kt. takes B. 


. P. to К. B’s 3rd. 
. K. to Кєз 2nd. 

. K. R. to B's 2nd. 
, Q. to К?з 3rd. 

. K. to Kt.'s 3rd. 

. Q. R. to K's sq. 

. Q. to K's 2nd, 


16. Kt. to К. Kt.'s 3rd.1 
17. P. takes Kt. 

18. К. К. to B's 5th. 
19. Q. R. to K. B's sq. 
20. Q. R. P. takes Kt. 
21. Q. to K. B's 3rd. 
22. P. to Q. B's 3rd. 
23. P. to Q. Kt.'s 4th, 
24. P. to K. R's 4th. 
25. Q. to К. Kt.'s 4th.§ 
26. К. to R’s 2nd. || 

27. 9. К. to К. R’s sq. 


28. Q. to K's 3rd. 28. K. to Kt.'s sq. 

29. K. R. to his 2nd. 29. K. R. P. takes P. 
30. К. P. takes Р. 30. R. takes B. P. (ch.) 
31. K. takes R.** 31. Q. takes Q. (ch,) 
32. K. takes Q. 32. R. takes R. 


1 


2 


. R. to Ө. R’s sq. 
. K. to his 2nd. 
. K. to his 3rd. 


33. К. to Rs 6th (ch.) 
34. К. to Rs 7th (ch. 
35. R. to R's 6th (ch. 


The game was declared drawn. 


————— 


U6 Gaun IV.—Played some years ago between Mr. Staunter 


and one of the finest players in Europe. 


warre, (Mr. S.) 
. P. to K’s 4th. 
. B. to Q. B's 4th. 


BLACK. (Mr. —) 
1. P. to K's 4th. 
2. B. to Q. B's 4th. 


ж Castling would perhaps have been better play. 


+ A little like lost time. Я 
f P. to Q's 4th would certainly have been a stronger move. 


§ Threatening to win the adverse Q. 

|| Ө. to К. R’s 3rd appears a good mode of continuing the attack. 

€ If they had taken with К, B. P., London would have played Q tc 
K. R's 5th (ch.), and then taken K. Kt. P. with the K. R. 

жж Much better than taking with the Q. 
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8. P. to Q. B's 3rd. 3. Q. Kt. to B's 3rd. 
4. K. Kt. to B's 3rd. 4. P. to Q’s àrd.* 

5. P. to Q's 4th. 5. P. takes Р. 

5. P. takes P. 6. B. to Q. Kt.'s 3rd. 

7. Castles. 7. Q. В. to К. Kt.'s 5th. 
8. Q. to her Kt.'s 3rc 8. Q. B. to K. R's 4th, 


9. P. to K's 5th. 9. P. takes P. 

10. P. takes P. 10. K. Kt. to K's 2nd. 
11. P. to K's 6th. 11. Castles. 
12. P. takes P. (ch.) 12. K. to R's sq. 
13. K. Kt. to K. Kt.'s 5th. 13. Q. Kt. to Q's 5th. 
14. Q. to К. R’s 3rd. 14. B. to К. КЕ’ 3rd. 
15. Q. Kt. to Q. R's 3rd. 15. K. Kt. to K. B's 4th 
16. Q. B. to K. B's 4th. 16. Q. to K. B’s 3rd. 
17. Q. R. to K's sq. 17. К. Kt. to R’s 3rd. 
18. K. Kt. to K's 6th. 18. B. to K. B's 4th. 
19. Kt. takes R. 19. К. Kt. takes Р.Т 
20. Kt. takes K. R. P. 20. B. takes Kt. 
21. Q. to her 7th. 21. Q. takes B. 
22. B. takes Kt. 22. B. to K. B's 4th. 
23. R. to K's 8th (ch.) 23. R. takes R. 
24. Q. takes R. (ch.) 24. K. to R's 2nd. 
25. Q. to K. Kt.'s 8th (ch.) 25. K. to R’s 3rd. 

B 


26, Q. to К. R's 8th (ch.) 26. 
27. B. to K. Kt.'s 8th. 


Black resigned in a few moves. 


. to K. R’s 2nd. 


A ce Ses 
ЧУ cane V.—Tnuz Lorez Gamrit.—Between Messrs. De la 
Bourdonnais and Me Donnell. 


wHiTE. (M. De la B.) BLACK. (Mr. Mc D.) 
1. P. to K’s 4th. l. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th, 
3. Q. to K's 2nd. 3. К. Kt. to B's 3rd. 
4. P. to Q's 3rd. 4. Q. Kt. to B's 3rd. 
5. P. to Ө. B's 3rd. 5. Q. Kt. to K's 2nd. 
6. P. to К. B's 4th. 6. P. takes P.t 
7. P. to Q's 4th. 7. K. B. to Kt.'s 3rd. 
8. Q. B. takes P. 8. P. to Q's 3rd. 
9. K. B. to Q's 3rd. 9. Q. Kt. to К. Kt.'s 3rd. 
10. Q. B. to K's 3rd. 10. Castles. 
]1. P. to K. R's 3rd. 11. K. R. to K's sq. 
12. Q. Kt. to Q's 2nd. 12. Q. to K's 2nd. 


* The position is that of the Giuoco Piano,—Black should have bronght 
out his K. Kt. to B's 3rd. 

+ Had he taken the Q., White would have won easily. 

f In this opening it is not advisable for the second player to take thy 
gambit Р. with his K. P. 
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13. Castles on Q’s side. 13. P. to Q. B’s 4th. 
a4. К. to Kt.’s sq. 14. P. takes P. 
15. P. takes P. 15. P. to Q. R's 4th. 


16. K. Kt. to B's 3rd. 16. Q. B. to Q's 2nd. 
17. P. to К. Kt.'s 4th. 17. P. to K. R's 3rd. 
18. Q. R. to K. Kt.'s sq. 18. P. to Q. R's 5th. 
19. P. to K. Kt.'s 5th. 19. P. takes P. 
20. B. takes P. 20. P. to Q. R's 6th. 
21. P. to Q. Kt.'s 3rd. 21. Q. В. to his 3rd. 
22. Q. R. to K. Kt.'s 4th, 22. К. B. to Q. R's 4th. 
23. P. to K. R’s 4th. 23. B. takes Q. Kt. 
24. Kt. takes B. 24. Q. R. to his 4th. 
25. P. to K. R’s 5th. 25. R. takes B. 
26. R. takes R. 20. Kt. to K. B's 5th. 
27. Q. to К. B's 3rd. 27. Kt. takes B. 
28. P. to Q’s 5th. 28. Kt. takes Q. P. 
29. К. К. to К. Kt.'s sq.* 29. Kt. to B’s 6th (ch.) 
30. K. to R’s sq. 30. B. takes K. P 
31. R. takes K. Kt. P. (ch.) 31. K. to R’s sq. 
32. Q. to К. Kt.'s 3rd. 32. B. to К, Kt.'s 3rd 
33. K. R. P. takes B. 33. Q. to K's 8th (ch.) 
34. К. takes Q.f 34. R. takes R. (ch.) 
35. Q. takes R. 35. Kt. takes Q. 
36. R. to R’s 7th (ch.) 36. K. to Kt.’s sq. 
37. P. takes K. B. P. (ch.) 37. K. takes R. 
38. P. one, becoming a Queen. 38. Kt, mates. 
4g ‚Оламе VI.—Tut Lopez GAMBIT. 
WHITE. BLACK. 
l. P. to K's 4th. 1. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 
3. Q. to K's 2nd. 3. 9. Kt. to B's 3rd. 
4. B. takes K. B. P. (ch.) 4. K. takes B. 
5. Q. to her B's 4th (ch.) 5. P. to Q’s 4th. 


* This portion of the game is full of interest and instruction, and is 
remarkably well played. 

T White loses the game by this move. The following variation, by the 
writer, was published some years since, and seems to prove that White 
might have won easily from this point :— 

33. Q. to K's 8th (ch.) 
34, Kt. to Ө. Kt.’s sq. 34. Q. takes Q. 
35. R. to K. R’s 7th (ch.) 35. К. to his Kt.’s sq. 
‘If White take the Queen instead of е with his R., he loses the 
‘ame, 
36. P. takes K. B. P. (ch. 36. K. takes R. 
37. R, to К. R’s sq. (ch.) 37. К. to Kt.’s 2nd. 
38 P, takes R., becoming a Q., aud wins. 
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6. «x. takes В. . P. takes P. 


6 

7. Q. to her B's 4th (ch.) 7. Q. B. to K's 8rd, 

8. Q. takes P. 8. K. Kt. to B's 3rd. 

9. Q. to K. R’s 4th. 9. Q. Kt. to Q's 5th. 
10, Q. Kt. to R's 3rd. 10. P. to K's 5th. 
11. P. to Ө. B's 3rd. 11. P. to К, Kt.'s 4th.* 
12. Q. takes K. Kt. P. 12. K. R. to K. Kt.'s sq. 
13. Q. to K's 3rd. 13. Q. Kt. to K. B's 4th, 
14. Q. to K's 2ud. 14. R. takes K. Kt. P. 
15. Q. Kt. to B's 2nd. 15. Q. to her 3rd. 
16. Q. Kt. to K's 3rd. 16. Kt. takes Kt. 
17. Q. P. takes Kt. 17. Q. R. to K. Kt.'s sq. 
18. Q. to К. B's sq. 18. Q. R. to Q's sq. 
19. Q. to K's 2nd. 19. Kt. to his 5th. 
20. Kt. to R’s 3rd. 20. Kt. to K's 4th. 


21. Kt. to K. B's 4th. 21. Kt. to K. B's 6th (ch) 
22. K. to his B's sq. 


And Black can checkmate in six moves, 


uq Gamu VII.—Between Messrs. Cochrane and Staunton. 
унти. (Mr. S.) BLACK, (Mr. С.) 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. B. to Q. B's 4th. 2. B. to Q. B's 4th. 

3. K. Kt. to B's 3rd. 3. Q. Kt. to B's 3rd. 

4. P. to Q. Kt.’s 4th.T 4. B. takes Q. Kt. P. 

5. P. to Q. B's 3rd. 5. B. to Q. R’s 4th. 

6. Castles. 6. B. to Q. Kt.'s 3rd. 

7. P. to Q's 4th. 7. P. takes Q. P. 

8. K. Kt. takes P. 8. Kt. takes Kt. 

9. P. takes Kt. 9. P. to Q's 3rd. 
10. P. to Q. R's Ath. 10. P. to Q. B's 3rd. 
11. P. to Q. R's 5th. 11. К. B. to Q. B's 2nd.t 
12. Q. to her Kt.'s 3rd. 12. Q. to K's 2nd. 
13. Q. B. to Q. R’s 3rd. 13. Q. to K. B's 3rd. 
14. Q. Kt. to Q. B's 3rd. 14. Q. to K. Kt.'s 3rd. 
15. Q. Kt. to K's 2nd. 15. К. Kt. to К. R’s 3rd. 
16. P. to K's 5th. 16. P. to Q's 4th. 
17. K. B. to Q's 3rd. 17. Kt. to K. B's 4th. 
18. Q. to her Kt.’s 4th. 18. K. B. to Q's sq. 


* The game from this point forward is admirably conducted by Black. 

+ We have now the same position brought about which occurs in tha 
Evans’ Gambit. 

t If he had taken the P., Black, by taking the К. B. P. with his B 
checking, and when the K. took the B., playing Q. to K. R’s, 5th (ch.) 
хоца have gained a more valuable P. in return, and have deprived hir. 
opponent of the privilege of castling. 
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Q. to her Kt.'s sq. 


19. Q. to K. R's 4th. 


20. Kt. to К. Kt.'s 3rd. 20. Kt. takes Kt, 

21. K. В. P. takes Kt. 21. К. B. takes Q. R. P. 
22. K. B. to K. D's 5th. 22. К. B. to Q. Kt.'s 3rd 
23. Q. to her Kt.'s 4th. 23. Q. to K. Kt.'s 4th. 
24. K. B. takes Q. B. 24. Q. R. takes B. 

25. P. to K's 6th. 25. P. takes P, J 


White announced mate in eight moves. 


D— 


30 QANE VIII.—Between Messrs. Walker and Daniele. 


wuirE. (Mr. W.) BLACK. (Mr, D.) 

1. P. to K's 4th. 1. P. to K's 4th. 

2. B. to Q. B's 4th. 2. B. to Q. B's 4th, 

3. P. to Q. B's 3rd. 3. P. to Q's 4th. 

4. B. takes Q. P. 4. K. Kt. to B's 3rd, 

5. Q. to her Kt.'s 3ra. 5. Castles. 

6. K. Kt. to B's 3rd. 6. P. to Q. B's 3rd.* 

7. B. takes К. B. P. (ch.) f 7. R. takes B. 

8. Kt. takes K. P. 8. Q. to K's 2nd. 

9. Q. takes R. (ch.) 9. Q. takes Q. 
10. Kt. takes Q. 10. K. takes Kt. 
11. P. to Q's 4th. 11. B. to Q. Kt.'s 3rd. 
12. P. to K. B's 3rd. 12. Q. B. to K's 3rd. 
13. Q. B. to K's 3rd. 13. Q. Kt. to R’s 3rd. 
14. K. to B's 2nd. 14. Q. Kt. to B's 2nd. 
15. Q. Kt. to Q's 2nd. 15. P. to K. Kt.'s àrd. 
16. P. to K. Kt.'s 4th. 16. K. to Kt.'s 2nd. 
17. P. to K. R’s 4th. 17. R. to K's sq. 
18. P. to К. R’s 5th. 18. Q. B. to K. B's 2nd. 
19. P. takes P. 19. Q. B. takes P. 


20. 


22. 
23. 


[е] 
p 
: 


25. 


Q. R. to K. Kt.'s sq. 
Q. Kt. to Q. B's 4th. 
P. to K's 5th. 

B. to К. R’s 6th (ch.) 
K. to Kt.'s 3rd. 

Kt. to K's 3rd. 


20. Q. Kt. to K's 3rd. 


21. B. to Q. B's 2nd. 


22. K. Kt. to Q's 4th. 


23. К. to B's 2nd. 


24. P. to Q. Kt.'s 4th. 


25. Kt. takes Kt. 


26. B. takes Kt. 26. P. to Q. B’s 4th, 
27. P. to K. B's 4th. 27. P. takes P. 

28. P. takes P. 28. Q. В. to Q's 6th. 
29. P. to K. B's 5th. 


Black resigns. 


* This is not advisable. It would be better to take B. with Kt. 
+ The notion of this sacrifice originated with Messrs. Henderson sic 
Williams, of Bristol, during an examination of the present opening. 


St. Qamr IX.—Played by co 


* sw 


0 00009 сл р N 


10. 
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wurre. (Posen.) 
P. to K's 4th. 

B. to Q. B's 4th. 
K. Kt. to B's 3rd. 
Kt. takes P. 

К. B. to Q. Kt.'s 3rd. 
Kt. takes K. B. P. 
K. R. to B's sq. 

P. to Q. B's 3rd. 
P. to Q's 4th. 

K. Kt. takes K. R. 
Q. to K's 2nd. 

K. takes Q. 


. K. R. to K. Kt.'s sq. 


Q. Kt. to Q's 2nd, 


. Kt. to K. B's 3rd. 


В. to К?з 3rd. 


. К. Kt. to K. B's 7th. 


P. takes Kt. 


. P. to K. R’s 4th. 
. К. Kt. to K's 5th. 


Kt. takes Kt. 


. Kt. to K. B's 3rd. 


P. to К. R's 5th. 


rrespondence between Berlin and 


BLACK. (Berlin.) 
. P. to K's 4th. 
. К. Kt. to B's 3rd. 
. Kt. takes P. 
P. to Q's 4th. 

Q. to K. Kt.'s 4th, 
Q. takes K. Kt. P. 
Q. Kt. to B's 3rd. 
К. Kt. to Q. B’s 4th, 
. Kt. takes B. 
Q. to K's 5th (ch.) 
11. Q. takes Q. (ch.) 
12. Kt. takes R. 

13. Q. B. to K. B's 4th. 
14. Castles. 

15. R. to K's sq. (ch.) 
16. Q. Kt. to Q. B's 7th 
17. Kt. takes B. 

18. P. to К. Kt.'s 2rd. 
19. R. to K's 2nd. 
20. Kt. takes Kt. 
21. К. B. to К. Kt.'s 214, 
22. R. to K's 5th. 

23. К, B. to R’s 3rd. 


Гая 


NS 


© соха съ бл н бо 


= 


And Berlin wins. 


Game X.—Between V. Н. der Laza and Dr. b. 


wuirr. (Dr. B.) 
P. to K's 4th. 

B. to Q. B’s 4th, 
P. to Q's 4th. 

P. to K's 5th. 

B. to Q. Kt.'s 3rd. 


, K. Kt. to B's 3rd. 


P. to Q. B's 3rd. 


. Castles. 


Q. B. takes P. 

K. Kt. to Q's 4th. 

Kt. takes B. 

P. to K. B's 3rd. 

P. to B's 4th. 

P. to B’s 5th. 

B. to Q. R’s 4th (cn.)* 


BLACK, (V. Н. d. L.) 
1. P. to K's 4th. 

2. K. Kt. to B's 3rd 
3. P. takes Q. P. 

4. P. to Q's 4th. 

5. Kt. to K's 5th. 

6. B. checks. 

7. P. takes P. 

8. P. takes Q. Kt. P. 
9. Q. B. to K's 3rd. 
10. P. to Q. B's 4th. 
11. P. takes Kt. 
12. К. Kt. to his 4th. 
13. Kt. to K's 5th. 
14. P. to Q. B's 5th. 
15. Q. Kt. to B'es art, 


* Q, to К. R's 5th (ch.), appears a stronger move. 
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16. P. takes K. P.* 16. B. checks, 

17. B. to Q's 4th. 17. Q. to her Kt.'s 3nd. 
18. B. takes B. 18. Q. takes B. (ch.) 
19. K. to R’s sq. 19. Kt. to K. B's 7th (abe) 
20. R. takes Kt. 20. Q. takes R. 

21. Q. Kt. to B's 3rd. 21. Castles on K's side. 
22. Kt. takes Q. P. 22. Q. R. to K's sq. 

23. P. to K's 7th. 23. К. Е. to К. B's 4th, 
24. B. to Q. B's 2nd. 24. К. R. takes Р, 

25. P. to K. R's 3rd. 25. Kt. takes P. 

26. Kt. takes Kt. (ch.) 26. Q. К, takes Kt. 


White surrenders. 


CHAPTER II. 


GAME THE FIRST. 


Tur King’s Knrent’s Derencre ІХ King’s Brsuor's 


OPENING, 
WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K. B. to Q. B’s 4th. 2. K. Kt. to B's 3rd. 


K. Kt. to B's 3rd is the defence most highly approved bj 
Jaenisch and the writers of the German “Handbuch,” who 
consider it so powerful a retort, as to wrest from White at 
once the advantage of the move, and thus prove the compa- 
rative feebleness of the long-established method of beginning 
the attack with B. to Q. B's 4th at the second move. 
Although of opinion that playing the Kt. is a safe defence, 
I am not prepared to estimate it as so much superior to the 
old move of B. to Q. B's 4th, as these able writers assume it 
to be, especially since І find in their admirable analyses of the 
two defences, that the result, with the best play on both sides, 
is in either case an equal game. The chief works deserving 
consultation upon this particular opening, are—Greco (Hir- 
shells edition), pp. 68—105; Lolli, pp. 189—201; Cozio 
lsi vol.), pp. 326, 345; (2nd vol.), pp. 102, 313, 318, 344; 
Ouz ап) (1782), p. 79; Allgaier (Tab. iij.); Bledow (1843), 
рр. 8—28, 20; Lewis (1844), pp. 87—89; Walker (1846), 


* Again, checking with the Queen seems preferable. 
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111; “Palaméde” (1842), (2nd vol), pp. 100—145; the 
German “Handbuch;” and the collection of openings and 
games in the “ Chess-Player’s Chronicle.” 

3. P. to Q’s 4th. 8. P. takes P. 


3. P. to Q’s 4th is the move which forms the centre gambit of 
Ponziani, a mode of play which is censured by Jaenisch, but 
which may yet, I think, be adopted by you with perfect 
security, if not with any striking advantage. Instead of so 
playing, you have the choice of 3. P. to Q’s 9rd, or P. to 
К. B's 4th, 3. K. Kt. to B's 3rd, and 3. Q. Kt. to B's 8rd, 
each of which will be examined in the present Chapter. (See 
the next and the two succeeding games.) In answer to your 
third move in the text, Black may play 3. P. to Q. B's 8rd 
without danger, or 8. K. Kt. takes P., but the result in the 
latter case would be favourable to your game. (е. g.) 
3. Kt. takes K. P. 
4. P. takes P. 4, B. to Q. B's 4th. 
5. B. takes К. B. P.(ch.) 5. К. to B's sq. 
(If К. take B., you play Q. to her 5th (ch.), and then take the Kt.Y 
6. Q. to K. B's 3rd. 
You have the better game. 


4. P. to K's 5th. 4. P. to Q’s 4th. 


You may also, for your 4th move, take the P. with your Q.; 
the game then, in a few moves, becoming equal ; for example,— 


4. Q. takes P. 4. Q. Kt. to B's 3rd. 
5. Q. to К?з 3rd, 5. B. to Q. Kt.'s 5th (ch.) 
6. B. to Q's 2nd. 6. Castles. 
You have certainly no disadvantage. 
5. В. to 9. Kt.’s 8rd. 5. Kt. to K's 5th. 


Neither taking the Kt. nor checking with the Bishop is 
advisable for you at this point. It is much better to retire 
the latter to Kt.'s 3rd. 

6. K. Kt. to K's 2nd. 6. P. to Q. B's 4th. 


If you move 6, K. Kt. to B's 3rd, Black will have the superior 
game; for suppose,— , 


6. K. Kt. to B's 3rd. 6. К. B. to Q. Kt.’s 5th (ch ) 
7. P. to Q. B's 3rd. 7. P. takes P. 

8. Castles. 8. P. takes P. 

©. Q. B. takes P. 9. Q. В. to K's 3rd, 


And he has the advantage. 
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7. P. to К. B's 3rd. 7. Kt. to К. Kt.’s чш. 

8. Kt. to К. B's 4tk. 8. P. to Q. В'в ой. 

9. B. to R’s 4th (ch.) 9. Q. Kt. to B's 2rd. 
10. B. takes Kt. (ch.) 10. P. takes B. 
11, Q. takes doubled P. 11. Kt. to K's 3rd. - 
12. Kt. takes Kt. 12. К. B. Р. takes Kt. 
18. Castles. 18. P. to Q. B's 4th. 


'These moves are given by Jaenisch and the * Handbuch," and 
White is now made to play 14. Q. to K. B's 2nd, after which 
the game is speedily dismissed as favourable for Black. This 
retreat of the Queen, which would be feasible enough if 
Black, at his 12th move, take the Kt. with the Q. B., appears 
to me unnecessary, and much inferior to playing her to 
K. Kt.'s 4th, where she would be well stationed, and for some 
time could act as a powerful constraint upon the development 
of Black's forces. 


GAME THE SECOND. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. K. Kt. to B's 8rd. 
8. P. to Q/s 3rd. 8. K. B. to Q. B's 4th. 


Your present move is less immediately attacking than 3. P. to 
Q’s 4th, but it is thought preferable by some players. 

4. K. Kt. to B's 3rd. 4. P. to Q’s 8rd. 
You might now get a menacing, but somewhat hazardous, 
pans, by playing 4. P. to K. B's 4th, and pursuing it as 
follows :— 


4, P. to K. B's 4th. 4. P. to Q's 4th. 
(1f he play this P. one sq., you reply with 5. P. to Q. B's 3rd.) 
5. B. takes Q. P. 5. Kt. takes В. 
(It is much better to take the Q. P. with Bishop, than with the К. P.) 
6. P. takes Kt. 6. Q. takes P. 
7. К. Kt. to B's 3rd. 7. P. takes P. 
8. B. takes P. 8. Castles. 


Black has а good game, and will have a better if you take the Q. B. P. 
At your 7th move, instead of K. Kt. to B's 3rd, you might play Q. to 
К, B's 3rd, and equalize the positions. 

5. P. to Q. B's 8rd. 5. Castles. 

6. Р.то 9. R ath. 6. P. to Q. R's 4th. 


The game is even. 
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GAME THE THIRD. 


WHITE, BLACK. 
ta) be to Ks. 46h, 1, Р. to K’s 4th, 
2. K. B. to Q. B's 4th. 2. K. Kt. to B's 3rd. 
3, P. to K. B's 4th. 9. P. to Q’s 4th. 


Your 9rd move is censured by Caivi, but it may be played 
apparently without any dangerous consequences, and with 
mutually eorreet moves afterwards, must lead to an equal 
game. 

Black’s best reply, I believe, is to throw forward his Q. P., 
as above; if he play, as some authorities advise, 3. Kt. takes 
К, P., you must not move 4. Q. to K. B's 3rd, on account of 
4. P. to Q’s 4th, but you may play 4. P. to Q’s 3rd, and the 
game would probably be followed thus :— 

3. Kt. takes K. P. 


4. P. to Q's 3rd. 4. Q. to К. R's 5th (ch.) 
5. P. to K. Kt.'s 3rd. 5. Kt. takes К. Kt. Р, 
6. K. Kt. to B's 3rd. 6. Q. to К, R’s 4th, 
(If he play 6. Q. to К. R’s 3rd, you take K, P. with P., and pursue the 
attack as in the present case.) 
7. R. to K. Kt.'s sq. 7. Kt. to K. B's 4th. 
8. R. to Kt.'s 5th. 8. Q. to K. R's 6th. 
9. B. takes K. B. P.(ch.) 9. K. takes В. 


10. R. to K. R’s 5th. 10. Q. to K. Kt.'s 7th. 
(He obviously loses his Q. by taking the Rook, or going to Kt.'s 5th. 
with her.) 
11. R. takes Kt. (ch.) 11. K. to his sq. 

(The German “ Handbuch" here makes White, for his 12th move, take 
P. with R. (ch.), Black interposing his B., and the game is given up na 
equal; but, I believe, you have an advantage, considering that Black’, 
King has moved, by playing)— 

12, R. to K. Kt.'s 5th. 12. Q. to R’s 6th (best 
13, К. to К. Kt.’s 3rd. 13. Q. to R's 4th (best 
14. Q. to K's 2nd. 


I prefer your game. 


4. P. takes Q. P. 4. P. takes B. Р, 
5. P. to Q's 4th. 5. B. to К. Kt.'s Sth, 


If you play 5. Q. to K's 2nd (ch.), he answers with 5. B, to 
K’s 2nd and the positions are even. 


6. К. Kt. to D's 8rd. 
There is no advantage on either side. 
Q 
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GAME THE FOURTH. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. B. to Q. B's 4th. К 2. K. Kt. to B's 3rd. 
8. К. Kt. to B's 3rd. 9. Kt. takes K. P. 


You have also, as was previously observed, beside the pre- 
sent move, and the two moves just examined, the option of 
playing here 8. Q. Kt. to B's 8rd, by which you may obtain 
an opening fully equal to your opponent’s, as may be briefly 
shown before proceeding further; suppose then,— 

3. Q. Kt. to B’s 3rd. 3. K. B. to Q. B's 4th. 

4. K. Kt. to B's 3rd. 4. P. to Q's 3rd. 

The game is even. 


Black's move of 3. Kt. takes K. P. is extolled by Jaenisch 
and the German ** Handbuch," as the veritable mode of play. 
If instead, he move 3. Q. Kt. to B's 3rd, you have the **'Two 
Knights' Opening," a game very favourable for the first 
player (see page 142). 

4. P. to Q/s 3rd. 4. Kt. to Q’s 3rd. 


For the result of your playing 4. Q. to K's 2nd, see Petroff's 
defence to the Knight's opening, page 82, where this posi- 
tion occurs. We have there remarked that if, for your 4th 
move, you take K. P. with Kt., Black replies with 4. P. to Q’s 
4th, and, when the B. retreats, by moving Q. to К. Kt.’s 4th, 
he will have the better game. The following variation will 
show this clearly :— 


4. Kt. takes K, P. 4. P. to Q's 4th. 

5. B. to Q. Kt.'s 3rd. 5. Q. to K. Kt.'s 4th, 
6. Q. to K's 2nd. 6. Q. takes K. Kt. P. 
(He may also with advantage take the Kt.) 

7, К. to К. B’s sq. 7. Q. B. to K's 3rd. 
8. P. to Q's 3rd. 8. Kt. to K. B's 3rd. 


(If you check with the Q. at Kt.’s 5th, and then capture the КЕ, P., 
Black wins easily by playing Ө. B. to K. R’s Gth.) 


9.. Q. D. to K. B's 4th, 9. К, В. to Q's 3rd, 


10. Q. Kt. to B's 3rd. 10. Q. Kt. to Q's 2nd. 
11. Castles. 11. Kt. takes Kt. 

12. B. takes Kt. 12. K. B. takes B. 

13. Q. takes B. 13. P. to Q. B's 3rd. 
14. К, to К. Kt.'s sq. 14. Q. takes В. P. 


15. Q. R. to К, B's sa, 15. Q. to К. R's 5th. 
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16. R. takes K. Kt. P. 16. Q. to K. R's 3rd (cb.) 
17. R. to K. Kt.'s 5th. 17. К. К. to Kt.'s sq. 


Black has an advantage. 
Let us now return to the original theme, and proceed 
trom the 4th move. 


5. Kt. takes K. P. 5. Kt. takes B. 

6. Kt. takes Kt. 6. P. to Q’s 4th. 

7. Kt. to K's 5th. 7. К. B. to Q/s 8rd, 
8. P. to Q/s 4th. 8. Castles. 

9. Castles. 9. P. to К. B's 8га, 


10. Kt. to K. B's 3rd. 
Neither party ean boast of advantage. 


CHAPTER III. 
COUNTER GAMBIT IN THE KING’S BISHOP’S OPENING. 


Tuis ingenious reply to the Bishop’s opening, which eon- 
Sists in Black’s moving K. B. P. to B's 4th sq. at his 2nd 
move, first occurs in the valuable games of Greco; it has been 
subsequently examined by Cozio, Allgaier, Lewis, Jaenisch, 
who has devoted great attention to it, the German “ Hand- 
buch,” and the ** Chess-Player's Chronicle.” 


GAME THE FIRST, 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. K. B. to Q. B's 4th. 2. P. to K. B's 4th. 


You have now the choice of refusing or accepting the gambit; 
the former is the more judicious mode of operating, and the 
Consequences arising from it will be shown in this game, 
while the result of your accepting the gambit shall be con- 
sidered in the next. 

3. P. to Q’s 3rd. 3. К. Kt. to B's 3rd. 
This, according to Jaenisch and the Germen “ Handbuch," 
18 your best move for declining the gambit. You may, how- 
ever, with advantage play 3. P. to Q’s 4th, or 3. К. Kt. to 
B's 3rd, or 3. P. to Q. B's 3rd, as in Variation I.; or 8. К, B. 
takes Kt., as in Variation II. 

Q2 
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4. P. to K. B's 4th. 4. K. P. takes Р. 
If instead of this move you plar 4. K. Kt. to B's 8rd, Black 
бап answer with 4, P. to Q. B's 8rd, and the game proceed 
thus:-— 


4. K. Kt. to B's 3rd. 4. P. to Q. B's 3rd. 
5. Castles. 5. Q. to B's 2nd. 
6. K. Kt. to his 5th. 6. K. B. to Q. B's 4th. 
7. K. to R's sq. 7. P. to К. R’s 3rd, 
8. Kt. to K. B's 7th. 8. R. to K. B's sq. 
9, P. to K. B’s 4th. 9. P. to Q's 3rd. 
He has the better game. 
б. Q. В. takes Р. 5. P. takes К.Р. 


Black may play 5. P. to Q’s 4th, but still the advantage will 
be with you. (e. g.) 
5. P. to Q's 4th. 
6. P. takes Q. P. 6. Kt. takes P. 
7. Q. to K's 2nd (ch.) 7. Kt. to K's 2nd. 
8. K. Kt. to B’s 3rd. 


&c., &c. 
6. Q. Р. takes P. 6. Q. to K's 2nd. 
1. B. to K's 5th. 7. P. to Q/s 8rd. 
8. Q. to Кв 2nd. 8. P. takes P. 
9. B. takes P. 9. P. to Q. B's 8rd. 
10. К. Kt. to B's 3rd. 


You have a better developed opening. 


VARIATION IL, 


Beginning at White's 8rd move. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. P. to K. B's 4th. 
8. P. to Q’s 4th. 8. P. takes Q. P. (best) 


Your move of 3. P. to Q’s 4th is more attacking than 8. P. 
to Q’s 3rd, and gives you I think an advantage in the open- 
ing. At this point you may also adopt 3. P. to 9. B's 2rd 
or 3. К. Kx. to B's 3rd without danger. In the first place,— 


3. P. to Q. B's 3rd. 3. K. Kt. to B's 2rd. 
4. P. to Q's 4th. 4. Kt. takes K. P. 
5. Р. takes К. P. 5. Q. Kt. to B's 3rd. 
6. Q. to her 5th. 6. Q. to K's 2na. 


The game is about even- 
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Iu the second place, — 

9. K. Kt. to B's 3rd. 3. P. to Ө, B’s 3rd, 

4. P. to Q's ath. 

You have a better opening. 
4. Q. takes P. 4. 9. Kt. to B's 3rd. 
You may likewise play 4. B. takes Kt., followed ky 5. Q. 

lakes P., or, which I think best, 4. B. takes Kt., and then 
5. P. takes K. B. P. For examp-e, in the first place,— 


4. B. takes Kt. 4. R. takes B. 
5. Q. takes P. 5. Q. Kt. to B's 3rd. 
6. Q. to her B's 4th. 6. Q. Kt. to K's 2nd. 


If he retreat the Rook, you still play 
7. Q. Kt. to B's 3rd. 
And have, I think, a slight advantage. 
In the second place,— 
4. B. takes Kt. 4. R. takes B. 
5. P. takes K. B. P. 5. Q. to К. B's 3rd. 
6. K. Kt. to K's 2nd. 
And again your game appears to me to be safer than his, _ 
5. Q. to K’s 3rd. 5. P. takes P. 
6. Q. takes P. (ch.) 6. Q. to K's 2nd. 
The game is even. 


VARIATION Il., 
Beginning also at White's 3rd move. 


WHITE, BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. К. B. to Q. B's 4th. 9, P. to K. B's 4th 
3. B. takes K. Kt. 3. R. takes B. 
4. P. takes P. 4. P. to Q’s 4th. 


You may here also play 4. Q. Kt. to B's 3rd, and the game 
proceed thus:— 


4. Q. Kt. to B’s 3rd. 4. Q. to К. B's 3rd. 

5. Q. Kt. to Q's 5th. 5. Q. to her B's 3rd. 

6. Q. to R's 5th (ch.) 6. P. to К, Kt.'s 3rd. 

7. Q. takes Q. R. P. 7. K. R. to Kt.'s 2nd. 

8. Q. to К. R's 4th. 8. Q. takes Q. В. P. 

9. Kt. to B's 6th (ch.) 9. К. to his B's 2nd, 
10. K. P. takes P. 10. Q. takes P, at K. B's 4th. 
11. Kt. to Q's 5th. 


You have the better position. 
5. Q. to К. R’s 5th (ch.) 5. P. to K. Kt.'s 3rd. 


If you play 5. P. to К. Kt.s 4th, Black will soon get an 
Advantage; for example,— 


280 CHESS-PLAYER’S HANDBOOK, 


P. to К. Kt.'s 4th. 5. P. to K. R’s 4th. 


5. 
6. P. to K. R’s 3rd. 6. P. takes P. 
7. P. takes P. 7. P. to K. Kt.'s 3rd. 
&c., &c. 
6. P. takes P. 6. R. takes P. 
7. K. Kt. to B's 3rd. 7. Q. Kt. to B's 8rd. 


If you take the К. В. P. at your 7th move, he replies with 
Q. to K. B's 3rd, and has the more favourable game. 

Should Black now answer with 7. Q. B. to K. Kt.’s 5th, 
you pursue the game as follows :— 


7. Q. B. to К. Kts 5th. 


8. Q. takes К, К. P. 8. Q. to K. B's 3rd. 
(it would not be good play for him to move 8. Е. to К, Kt.’s 2nd.) 
9. Q. to К. Rs 4th. 9. B. takes Kt. 
10. Q. takes Q. 10. R. takes Q. 
11. P. takes B. 11. Ө. Kt. to B's 3rd. 
I prefer your game, 
8. Q. takes K. R. P. 8. Q. to K. B's 8rd. 
9. P. to Q’s 3rd. 9. К. B. to Q. B's 4th. 
10. B. to Кв 3rd. 10. B. takes B. 
11. P. takes B. 11. В. takes К. Kt. P. 


The positions are equal. 


GAME THE SECOND. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. P. to K. B's 4th. 
8. P. takes P. 9. К. Kt. to B's 9:4. 


Your present 3rd move is less advantageous for you than 
either of those before examined. 

4. P. to Q's 4th. 4. P. takes P. 
You can also play 4. P. to К. Kt.s 4th, forming a kind of 
King's gambit, but as the following moves show, you will be 
unable to sustain the Pawn eventually. 


4. P. to K. Kt.'s 4th, 4. P. to Q's 4th. 
5. B. to K's 2nd. 5. K. B. to Q. B's 4th. 
fi. P. to Q's 3rd. 6. P. to K. R’s 4th. 


(It you move б. P. to К. Kt.'s 5th, Black may leave his Kt, ea prise, and 
take the doubled P. with his Q. B.) 


И 
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7. P. to K. Kt.'s 5th. 7. Kt. to Kt.'s 5th. 
8. B. takes Kt. 8. P. takes B. 
9. Q. takes P. 9. Castles. 
10. Q. B. to K's 3rd. 10. Q. B. takes P, 
11. Q. to K. Kt.'s 3rd. 11. P. to Q’s 5th. 
12. B. to Q's 2nd. 12. P. to K's 5th. 
He has a good game. 
5, Q. takes P. 5. P. to Q/s 4th. 
6. K. B. to Q/s 8rd. 6. Q. Kt. to B's 3rd. 
7. Q. to K's 3rd (ch.) 7. K. to B's 2nd. 
8. K. Kt. to K's 2nd. 8. B.toQ.Kt.'s5th(eh.) 
9. P. to Q. B's 3rd. 9. R. to К sq. 
10. Q. to K. Kt.’s 3rd. 10. К. В. to Q’s 8rd. 


His game is better developed. ' 


CHAPTER IV. 


THE QUEEN'S BISHOP'S PAWN’S DEFENCE IN THE KING'S 
BISHOP'8 OPENING. 
WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. P. to Q. B's 8rd. 


This mode of play by Black is not to be commended, as it 
enables you to develope your men with speed, and consigns 
his to à long inaction. The chief writers who have treated 
of this variation are—Cozio (1st vol.), рр. 127, 169, 804; (2nd 
vol}, pp. 284, 320; Ponziani о р. 80; Philidor (1790), 
pp. 16, 24, 188, 192; Bertin, p. 45; Lewis (1844), pp. 33—37 ; 
aenisch (1st vol.) ), рр. 105—108. 
3. Q. to K's 2nd. 3. К. Kt. to B's 3rd. 


The move of Q. to K's 2nd is better than 2. P. to Q’s 4th, 

which Philidor recommends; for the latter see the Variation. 
4. P..to K. B's 4th. 4. P. to Qs 8rd. 

If he play 4. B. to Q. B's 4th, you answer with 5. P. takes 

K. P., and on his taking the K. Kt, you retake B. with R., 

and have a good position. He may, however, move 4, P. 

takes B. P., upon which you proceed as follows:— 


5. P. to K's 5th. 5. Kt. to Q's 4th. 

6. P. to Q's 4th. 6. B. to K's 2nd. 

7. B. takes Kt. 7.. K. B. to K. R's Sth (ch.) 
8. P. to K. Kt.'s 3rd. 8. P. takes P. 
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9, B. takes K. B. P. (ch.) 9. К. takes B. 
10. Q. to K. B's 3rd (ch.) 10. K. to his sq. 
11. P. takes P. 11. B. to K's 2nd. 


You have an excellent position. 
5. P. takes P. . P. takes Р. 
6. K. Kt. to D's 3rd. . K. B. to Q's 3rd. 
7. P. to Q’s 4th. . P. takes P. 
8. P. to K's 5th. Castles, 
9. Castles. . К.В. to Q. B's 4th 


if he play 9. К. К. to K's sq., you equally acquire an advan: 
tage. For, suppose,— 


с с-ф сл 


9. К. R. to K’s sq. 
10. Kt. to his 5th. 10. R. takes P. 
11. Kt. takes K. D. P. 11. R, takes Q. 
12. Kt. takes Q. (dis. ch.) 12. K. to R's sq. 
13. B. takes R. 
And you must win. 


10. Q. to her 3rd. 10. Kt. to Q’s 4th. 
11. Kt. to his 5th. 11. P. to К. Kt.s 8rd. 
19. Kt. to K's 4th. 19. B, to K's 2nd. 

18. B. takes Kt. 18. P. takes B. 

14. Kt. to B's 6th (ch.) 14. B. takes Kt. 


15. P. takes B. 
You have a fine game, 


VARIATION, 
Beginning at White's 8rd move. 
WHITE. BLACK, 
1. P. to K's 4th. 1. P. to K's 4th. 
2. K. B. to Q. B's 4th. 2. P. to Q. B's 3rd 
3. P. to Q’s 4th. 3. К. Kt. to B's 8rd. 


К. Kt. to B's 8rd is Black’s best move; if he play instead 
8. P. to Q’s 4th, or 3. P. takes P., the following variations 
are likely to arise; in the first place,— 
3. P. to Q's 4th. 
. P. takes Q. P. 4. Q. B. P. takes Р, 
. B. checks. 5. B. to Q's 2nd. 
. B. takes B. (ch.) 6. Kt. takes B. 
. P. takes K. P. 7. Kt. takes P. 
8. Q. to K's 2nd. 8. Q. to K's 2nd. 
9 
10 


мча тул у 


9, Q. Kt. to B’s 3rd. . Castles, 
10. Q. B. to K. B's 4th. . Kt, to Q. B's 3rá, 
11. Castles. 

Your game is preferable. 
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in the second lace, — 


. Q. takes P. 
. P. to K. B's 4th. 
K. B. to Q's 3rd. 


P. to K. B's 5th. 
. Castles, 


© оза сз л + 


1 


‚ Q. to her B's 3rd. 
. К. Kt. to B's 3rd. 


Conan 


Р. takes P. 
P. to Q’s 3rd. 

Q. B. to K's 3rd. 
to Q. B's 4th. 
. Kt. to B's 3rd. 
K. Kt. to B's 3rd, 
Q. D. to Q's 2nd. 


gu 


Your game is less confined than his. 


4. P. takes K. P. 


4. Q.toQ. R's 4th(ch.) 


Instead of so playing you may proceed thus :— 


4. K. Kt. to D's 3rd. 


5. P. takes K. P. 
6. B. to Q's 3rd. 


4 
5 
6 


. P. to Q’s 4th. 
. Kt. takes K. P. 
. P. to К, B's 4th. 


The game is even. 


6, P. to Q: Bis 8rd; 
6. B. to Q'S 8rd 
7. P. to K. B's 4th 
8. P. to K's 5th 


5. Q. takes K. P. 
6. К. B. to Q. B's 4th 
7. Q. to K’s 2nd. 


The game is in your favour. 


GAMES 
ILLUSTRATIVE OF THE PRECEDING ANALYSES. 


53. Game T.—Between Messrs. Stanley and Rousseau. 


wurn; (Mr. S.) 
. P. to K's 4th. 
. К. B. to Q. B's 4th. 
. Q. Kt. to B's ard. 
. K. Kt. to B's 3rd. 
. P. to К. R’s 3rd. 
. P. to Q's 3rd. 
. K. B. to Q. Kt.’s 2rd. 
. Q. Kt. to K's 2nd. 
. Q. Kt. to К. Kt.’s 3rd, 
. Kt. takes Kt. 
. P. to Q. B's 3rd.* 
12. Castles. 
13. Q. B. to K. Kt.'s 5th. 


NO mh Сә м ee 


s e 
- о 2 


BLACK. (Mr. К.) 

. P. to K’s 4th. 

К. Kt. to B's 3rd. 
K. B. to Q. B's 4th, 
P. to Q's 3rd. 

. Castles. 

. Q. B. to K's 3rd. 
Q. Kt. to B's 3rd. 
. Q. to K's 2nd. 

. Q. Kt. to Q’s 5*h. 
10. B. takes Kt. 

11. B. to Q. Kt.'s З. 
12. P. to @’s 4th.T 
13. P. to Q. B's 3rd, 


о ом соф со о 


* White gains a move by this exchange of Pieces, 


+ P. to К. R's 3rd would have been better play. 
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14. Kt. to K. R’s 5th. 

15. P. takes P. 

16. Q. to K, B's Зга.ж 

17. B. takes Kt. 

18. Kt. takes K. Kt. P. 
19. Kt. takes Q. 

20. Kt. takes R. 


14. P. takes K. F. 
15. B. takes В, 

16. Q. B. to his 5th 
17. Q. to K's 3rd. 
18. Q. B. to K's 7th. 
19. B. takes Q. 


Black surrenders. 


5 Ч. Game II.—Between Messrs, Horwitz and Schulten, 


wame., (Mr. S.) 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. Kt. to B's 3rd. 

4. B. takes Kt. P. 

5. P. to Q's 3rd. 

6. B. to Q. B's 4th. 

7. Q. to K's 2nd. 

8. P. takes P. 

9. Q. Kt. to K's 4th. 
10. P. takes Kt. 
11. Q. takes B 
12. Q. B. to Q's 2nd. 
13. Q. to K. B's 3rd. 
14. P. takes К. B. P. 
15. Q. to her Kt.’s 3rd. 


BLACK. (Mr. H.) 
1. P. to K's 4th. 
2. K. Kt. to B's 3rd. 
3. P. to Q. Kt.'s 4th. 
4. B. to Q. B's 4th. 
5. P. to Q. B's 3rd. 
6. Q. to her Kt.'s 3rd. 
7. P. to Q’s 4th. 
8. Castles. 
9. Kt. takes Kt. 
10. B. takes К. B. P. (ch.)? 
11. Q. to Kt.'s 5th (ch.) 
12. Q. takes K. B. 
13. P. to K. B's 4th. 
14. B. takes P. 


And Black mated by force in three moves.} 


y5 Gaxz III.—Between Messrs, Horwitz and Kieseritzky. 


энте. (М. К.) 

Р. to K’s 4th. 

K. B. to Q. B's 4th. 
K. Kt. to B's 3rd. 

P. to Q's 3rd. 

K. Kt. takes P. 

Q. to K's 2nd. 

K. B. to Q. Kt.'s 3rd. 
P. to K. B's 4th. 


SNoorskwowe 


E 


BLACK. (Mr. H.) 
1. P. to K’s 4th. 
2. K. Kt. to B’s 3rd. 
3. Kt. takes P. 
4. К. Kt. to К. B's 3rd, 
5. P. to Q's 4th. 
fi. Q. B. to K's 3rd. 
7. K. B. to Q's 3rd. 
8. Castles. 


* This is very finely played, and is an example to young players of the 


importance of gaining time at chess, 


Had White paused in his attack to 


recover the lost Bishop, the adversary might have succeeded in dislodging 
one or other of the Pieces by which he is beleaguered, or in bringing his 
own forces to the rescue, and then have ultimately retrieved the game. 

+ Black plays capitally now to the end. 

+ It is rarely in actual play one sees so pretty a mate. 
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9. Castles, 
10. Q. Kt. to Q. B's 3rd, 
11. К. to R’s sq. 

12. P. takes Kt. 
13. Q. B. to K. B's 4th. 
14. Q. Kt. to K's 4th.* 
15. K. B. takes Q. B. 
16. R. takes Kt. 
17. К. B. to Ө. Kt.'s 3rd. 
18. Q. R. to K. B's sq. 
19. P. to K. Kt.'s 3rd. 
20. Q. B. to К. Kt.'s 5th, 
21. K. P. to K's 6th. 
22. B. takes P. (ch.) 
23. Q. takes K. P.t 
24. B. takes Q. 
25. Q. B. to Q. B's 5th, 
26. B. takes K. R. 
27. K. to Kt.'s 2nd. 
28. K. to R’s 3rd. 
29. B. to Q. R's 3rd. 
30. K. to Kt.'s 4th. 


* This is pretty, but not sound. 


. Q Kt. to Q’s 2nd. 

. K, B. to Ө, B's 4th (ch.) 
. Q. Kt. takes Kt. 

. Kt. to К. Kt.'s 5th. 

. P. to Q. B's 3rd, 

. Q. P. takes Kt. 

. K. Kt. to K. B's 7th (ch.) 
. К. B. takes R. 

. Q. to her 5th.T 

. P. to K’s 6th. 

. Q. R. to Q's sq. 

. Ө. R. to Q’s 2nd. 

. P. takes P. 

. K. to Rs sq. 

3. Q. takes Q. 

. Q. R. to K's 2nd. 

. Ө. К. takes К. B. 

. К. to K's 7th. 

- B. to Q's 5th (dis. ch.) 
. R. takes Q. B. P. 

. P. to K. R’s 3rd. 

. B. takes Q. Kt. P. 


31. B. to Q's 6th. 31. B. to К. B's 3rd. 
32. P. to K. R's 4th. 32. R. takes Q. R. P. 
33. K. to K. B's 5th. 33. K. to K. R’s 2nd. 
34. K. to K's 6th. 34. R. to Q’s 7th. 
35. R. to K. B's 3rd. 35. P. to Q. R’s 4th. 
36. K. to Q's 7th. 36. R. to Q. B's 7th. 
37. P. to Q's 4th. 37. B. takes P. 
And White resigns. 
36 Gawx IV.—Between Dr. Bledow and Von Biiguer. 
waite. (Dr. B.) BLACK. (V. B. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. K. B. to Q. B's 4th, 2. P. to K. B's 4th. 

3. P. to Q's 3rd. 3. K. Kt. to B's 3rd. 

4, K. Kt. to B's 3rd. 4. P. takes K. P. 

5. P. takes P. 5. Kt. takes P. 

6. Q. to her 5th. 6. Kt. to Q's 3rd. 

7. Kt. takes K. P. 7. P. to Q. B's 3rd. 

8. Q. to K, B's 7th. (ch.) 8. Kt. takes Q. 

9. B. takes Kt. (ch.) 9. K. to his 2nd. 


T А good move. If White play P. to Q. B's 3rd, Black takes Q. P. 


with P. 


$ He would have been mated in two moves, on taking the R, with his D. 
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10, Q. B. to K. Kt.'s 5th (ch.) 


. K. to Q’s 3rd. 


11. B. takes Q. 1l. K. takes Kt. 

12. P. to K. B's tth (ch.) 12. K. to his B's 4th, 
13. Q. B. to K. Kt.'s 5th. 13. K. B. checks. 
14. P. to Q. B's 3rd. 14. K. R. to B's sq. 
15. K. B. to Q. Kt.'s 3rd. 15. P. to K. Rs 3rd 
16. K. B. to Q. B's 2nd (ch.) 16. K. to Kt.'s 5th. 


17. К. B. 15 Q's sq. (ch.) 


18. P. to K. Kt.'s 4th (ch.) 


19. B. to Q. B's 2nd (ch.) 
20. Q. B. to К. R's 4th. 


K. to B's 4th. 


. K. to Kts 3rd. 
. K. to B's 2nd. 


K. B. to K's 2nd. 


21. Q. B. to К. Kt.’s 3rd. 21. P. to Q's 4th. 

22. P. to K. B's 5th. 22. Kt. to Q's 2nd. 
23. Kt. to Q's 2nd. 23. K. D. to his 3rd. 
24. Kt. to К. B’s 3rd. 24. R. to K's sq. (ch.) 


25. K. to his B's 2nd. 


Kt. to Q. B's 4th. 


26. K. R. to K's sq. 26. Q. B. to Q's 2nd. 
27. P. to Ө. К.’ 4th. 27. Kt. to K's 5th (ch.) 
28. R. takes Kt.* 28. P. takes R. 

29. B. to Q. Kt.'s 3rd (ch.) 29. K. to B's sq. 

30. B. to Q's 6th (ch.) 30. B. to K's 2nd. 


31. Kt. to K's 5th. 


31. 


P. to К, Kt.'s 4th.f 


32. P. to K. B's Gth.t 


32. P. to K's 6th (ch.) 
33. K. to Kt.'s sq. 


Black resigns. 


Pl. Gamz V.—Between V. Н, der Laza and a Member of the 
Berlin Chess Club. 


warre, (Mr.—) BLACK. (V. H. d. L.) 
1, P. to K’s 4th. 1. P. to K’s 4th. 
2. B. to Q. B’s 4th. 2. P. to К. B's 4th. 
3. B. takes K. Kt. 3. R. takes B. 
4. P. takes P. 4. P. to Q's 4th. 
5. Q. to K. R’s 5th (ch.) 5. P. to K. Kt.'s 3rd. 
6. P. takes P. 6. R. takes P. 
7. P. to K. R’s 3rd. 7. Q. to K. B's 3rd. 
8. K. Kt. to B's 3rd. 8. Q. Kt. to B's 3rd, 
9. Q. Kt. to B's 3rd. 9. Q. B. to K's 3rd. 


10. K. Kt. to R’s 4th. 10. Q. Kt. to Q's 5th. 

11. Kt. takes R. 11. Kt. takes Q. B. P. (ch, 
12. K. to Q's sq. 12. P. takes Kt. 

13. Q. to K. R’s 7th. 13. Kt. takes Q. R. 


* The terminating moves are admirably played by Dr. Bledow, 

T It is quite evident that on taking the B., mate would have followed 
next move. 

1 Beautifully played. 


XING В 


14, Q. takes Q. В. Р. 
15. Q. takes Ө, Kt. P. 
16. Kt. to 9. Kt.'s 5th. 
17. K. to K's 2nd. 

18. K. to Q's sq. 

19. Q. to her B's 6th. 
20. Kt. to B's 7th (ch.) 
21. Kt. to Q. Kt.'s 5th. 
22. R. to K's sq. 

23. K. to K's 2ud. 


WHITK. 
1. P. to K's 4th. 
2. B. to Q. B's 4th. 
3. Q. to K's 2nd. 
4, P. to Q. B's 3rd. 
5. P. to K. B's 4th. 
6. P. to K. B's 5th. 
7. P. takes P. 
8. B. checks. 
9. B. takes B. (ch.) 
10. P. to Q's 4th. 
11. K. Kt. to R’s 3rd, 
12. Castles. 
13. Kt. to K. B's 4th. 
14. Q. to K. B's 2nd. 
15. Q. to K's 2nd. 
16. Kt. takes Q. P. 
17. К. to Rs sq. 
18, Q. takes K. P. 
19. Q. to K. B's 3rd. 
20. B. to K. Kt.'s 5th. 
21. B. to Q's 2nd. 
22. Q. Kt. to R’s 3rd. 
23. Q. Kt. to Q. B's 4th. 
24. Q. Kt. takes P. 
25. P. to а, B's 4th. 
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14. Q. to К. B's 4th. 

15. R. to Q's sq. 

16. Q. to Q. B's 7th (ch.) 
17. Q. to K's 5th (ch. 

18. R. to Q's 2nd. 

19. Q. B. to K. B's 4th, 
20. K. to D's 2nd. 

21. Q. takes К, Kt. P. 
22. Q. B. to his 7th (ch.)* 
23. Q. to K's 5th (ch.) 


And Black wins. 


SY. плив VI.—Played between two Amateurs of the London 


Chess Club. 


BLACK. 

1. P. to K’s 4th. 

2. P. to Q. B's 3rd 

3. Q. to Q. B's 2nd. 
4. K. Kt. to B's 3rd. 
5. P. to Q's 3rd. 

6. P. to Q's 4th. 

7. P. takes P. 

8. B. to Q's 2nd. 

9. Q. Kt. takes B, 
10. P. to K's 5th. 

11. Castles. 
12. B. to Q's 8rd. 

13. P. to К. R’s 3rd. 
14. K. Kt. to his 5th. 
15. P. to K. R's 4th. 
16. B. takes К. В. P. (3h.^ 
17. Q. to her 3rd. 
18. K. R. to K's sq. 
19. P. to K. Kt.'s 3rd. 
20. P. to K. B's 3rd. 
21. P. to K. Kt.'s 4th. 
22. P. to Q. R's 4th. 
23. Q. to her B's 3rd. 
24. Q. to Kt.’s 4th, 
25. Q. to R’s 5th. 


26. К. Kt. to Q. Kt.'s 6th (ch.j 26. ht. takes Kt. 


27. Q. takes P. 


ж Q. to К. B's 6th (ch.), 
more expeditions 


Mate. 


followed by B. tu B's 7th, would have beer 
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CHAPTER V. 
QUEEN'S BISHOP'S PAWN'S OPENING 


Is the designation given, in this country, to the opening 
wherein, after both players have moved their King's Pawn to 
K's 4th sq., White, instead of bringing out a Piece, propares 
at once to oceupy, with his Pawns, the centre of the board. 
'This mode of commencing the battle was probably a favourite 
in the earlier days of European chess play, as Ruy Lopez 
has devoted more than ordinary space and attention to it in 
his often-quoted work of the sixteenth century. Itis noticed 
also by Allgaier, Stamma, and Philidor, and to its condemna- 
tion by the latter, we are, perhaps, indebted for the elaborate 
analysis it has undergone by the celebrated Italian school, 
and which proves that, although this mode of beginning the 
game affords but few opportunities for striking or intricate 
combinations, it may be adopted with perfect safety. ‘The 
leading works which treat of the Q. B. P’s opening, besides 
the authors before-named, are—Ponziani (1782), pp. 85, 86, 
98; Sarratt (1808), pp. 1, 72—76, 90; Lewis (1844), pp. 259 
—270; Jaenisch (vol. i.), pp. 94—101; the German “ Hand- 
puch," and the ** Chess-Player's Chronicle." 


GAME THE FIRST. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K's 4th. 
2. P. to Q. B's 3rd. 2. P. to Q’s 4th (best) 


It was this reply of Black’s which induced both Allgaier and 
Philidor to decry the opening as bad for White; but subse- 
quent examination has shown that, despite this formidable 
counter-moye, he may pursue the game without disadvantage. 
If Black, instead of 2. P. to Q’s 4th, play the move given by 
earlier writers, viz., 2. K. Kt. to B’s 8rd, the positions, in a 
few moyes, would be equal. (See the next game.) He may 
also play 2. P. to К. B's 4th, but with still less benefit to his 
game, or 2. К. В. to Q. B's 4th, in which case the game 
would shortly resolve itself into some position, before ex- 
amined, in the King's Knight's opening. 
9. K. Kt. to B's 8rd. 3. P. takes K. P. 

He ean also play with safety 3. K. Kt. to B's 9rd. (See the 
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Variation.) Your third move we owe to Del Rio. Philidor 
‘gives 8. P. takes P., which is much inferior. (е. g.) 


3. P. takes P. 3. Q. takes P. 
4. P. to Q's 4th. 4. Q. Kt. to B's 3rd. 
5. Q. B. to K's 3rd. 5. Q. B. to K. B's 4th, 
6. Р. i» Q. B's 4th 6. Q. to her R's 4th (ch.) 
7. B. to Q's 2nd. 7. Q. to her Kt.'s 2rd. 
8. P. takes P. 8. Q. Kt. to Q's 5th. 
He has a capital attack. 
4: Kt. takes K. P. 4. К. B. to Q's 8rd. 


Del Rio advises, for your 4th move, Q. to Q. R’s 4th (ch.), 
and supposes it would give you the superiority; but in this 
he errs, as the subjoined variation will show. 

4. Q.to her Rs 4th (ch.) 4. P. to Q. B's 3rd. 


5. 9. takes К. Р. 5. K. B. to Q’s 3rd. 
6. K. B. to Q. B's 4th. 6. K. Kt. to B's 3rd. 


(If you move 6. P. to Q's 4th, he plays 6. P. to К. B's 4th with 
advantage.) 


7. Q. to K's 2nd. 7. P. to K's 5th. 
8. P. to Q's 3rd. 8. Castles. , 
9. P. takes P. 9. Kt. takes P. 
10. Q. B. to K's 2rd. 10. Q. B. to K. B's 4th. 
The game is even. 
5. Kt. to Q. B's 4th. 5. Q. B. to K's 8rd. 


If you check with your Q. at the 5th move, and then take 
the K. P., Black first interposes the Q. B. P., and after- 
wards moves Q. to K's 2nd. 


6. P. to Q’s 4th. 6. P. takes P. in pass- 
1. B. takes P. ing. 


The positions are equal. 


VARIATION, 
JDieginmng at Black's 3rd move. 
8. К. Kt. to B's 8rd. 


This move is given by Jaenisch, who thought it a novelty, but | 
it had previous;yy occurred in the games between Mr. Coch- 
rane and the writer. 


4. P. to Q’s 4th. 4. Kt. takes P. 


You can also without danger, I thick, take К. P. with Kt. 
instead of playing 4. P. to Q’s 4th, 
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5. Kt. takes P. 5. К. B. to Q's 3rá 

6. К. Kt. to Q’s 3rd 6. P. to Q. B's 4th. 

7. P. takes P. 7. Kt. takes P. 

8. Q. B. to K's 8rd. 8. Kt. takes Kt. (ch.} 

9. B. takes Kt. 9. Q. Kt. to,B’s 3rd. 
10, Castles. 10. Castles. 


Neither party has the advantage. 


GAME THE SECOND. т 
WHITE. BLACK, 
1, P. to K's 4th. 1. P. to K's 4th. 
2. P. to Q. B's 3rd. 2. K. Kt. to B's 8rd. 
3. P. to.Q's 4th. 8. К. Kt. takes К. P. 


You may also play 3. P. to K. B's 4th, upon which he should 
take K. P. with Kt., and the game in a few moves will be 
equal. If Black, for his 3rd move, take P. with P., you push 
on the K. P., and then take P. with P. 

4. 9. Р. takes P. 4. P. to Q/s 4th (best) 


If he move 4. B. to Q. B's 4th, you play 5. Q. to К. Kt.'s 4th, 
and have an immediate advantage, 


5. Q. B. to K's 31d. 
The game is quite even. 


GAMES 
ILLUSTRATIVE OF THE QUEEN'S BISHOP’S PAWN'S 
co OPENING, 
2". Gamm L.—Between Capt. Evans and an Amateur. 
warre. (Capt, E.) BLACK. (Mr. Р.) 
1. Р. (о K's4th. — 1, P. to K’s 4th. 
2. P. to Q, B's 3rd. 2. К. Kt. to B's 3rd, 
5. P. to Q's 4th. 3. P. takes P. 
4. P. to K's 5th. 4. Kt. to K's 5th. 
5. Q. to K's 2nd. 5. Kt. to his 4th. 
6. P. takes P. 6. B. to Q. Kt.'s 5th (ch.) 
7. Q. Kt. to B's 3rd. 7. Q. Kt. to B's 3rd. 
8. Q. to her 3rd. 8. P. to Q's 4th. 
9. P. to K. B's 4th. 9. Kt. to K's 5th, 
10. K. Kt. to B's 3rd. 10. Q. B. to K. B's 4th, : 
1. Q. to K's 274. 11. Castles. 
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12, P. to Q. R’s 3rd. 

13. P. to Q. Kt.'s 4th. 
M. Q. B. to Kt.'s 2nd. 
15. Q. Kt. to Q. R's 4th. 
16. Ө. Kt. takes В. 

17. B. takes B. 

18. K. to his 2nd. 

19. B. takes Kt. 

20. Q. takes P. 

21. Q. to K. B's 3rd. 

22. Q. R. to Q. B's sq. 
23. K. R. to K. Kt.'s sq.* 
24. K. 

25. P 
26. K. 
27. Q. to her 3rd. 

28. R. takes Kt. 

29. К. to B's 2nd.T 
30. R. to K. Kt.'s 3rd. 
31. P. takes R. 

32. P. takes P. 


12. B. to Q. R's 4th. 

13. B. to Q. Kt.'s 3rd, 
14. Q. B. to Kts Btu, 
15. B. takes K. Kt. 

16. B. takes K. Kt. P. 
17. Q. to К. R's 5th (ch. 
18. Q. R. P. takes Kt. 
19. P. takes D. 

20. Q. to Kt.'s 5th (ch.) 
21. Q. to K. B's 4th. 

22. Q. Kt. takes Q. Kt. P. 
23. Q. Kt. to B's 3rd. 
24. Q. to her 2nd. 

25. Kt. to K's 2nd. 

26. K. to R's sq. 

27. Kt. to К. Kt.'s 3rd. 
28. Ө. К. to K's sq. 

29. R. to K's 3rd. 

30. R. to Q's sq. 

31. Q. to K's 2nd.¢ 


ч 


Black surrenders, 


wuitr. (Mr. S.) 
. P. to K’s 4th. 
. to Q. B’s 3rd. 
. Kt. to B’s 3rd. 
. Kt. takes P. 

Q’s 4th. 

Kt. to Q's 2nd. 
. Kt. takes K. Kt. 
B. to К, B’s 4th. 
B. takes B 


ui 


TAR 


"uHODOD 


А В. to 9. B's 4th. 

. К.В. to Q. Kts 5th. 
12. Castles. 

13. К. B. to Q. F's 4th. 
14. Q. B. to К. Ke.’s 3rd. 


15. P. to K. B's 4th. 


T 
— 


60 Gamer II.—Between Messrs. Cochrane and Staunton. 


BLACK. (Mr. С.) 

1. P. to K’s 4th. 

2. P. to Q's 4th. 

3. K. Kt. to B's 3rd, 

4. K. Kt. takes P. 

5. K. B. to Q's 3rd. 

6. Castles. 

7. P. takes Kt. 

8. B, takes Kt. 

9. Q. Kt. to B's 3rd. 
10. Q. B. to К?з 3rd. 
11. Q. Kt. to K's 2nd. 
12. P. to Q. B's 3rd. 
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13. Q. Kt. to K. Kt.'s 3rd, 


14. P. to K. B's 4th. 
15. P. takes P. in passing, 


* Black played ingeniously in offering to give up the Kt If White had 
taken it, he must have been subjected to an embarrassing attack for some 
little time, 

‘+ Had he played on the P. (dis, ch.), he could not take ће Q, until his 

g was removed, 
t Taking the Q. would have been fatal to him. 
E 
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16. R. takes P. 16. P. to К. B's 5th. 
17. K. B. to Q. Kt.'s 3rd.* 17. Q. to her 3rd. 
18. Q. B. to K. B's 2nd. 18. K. to R's sq. 
19. К. В. takes B. 19. Q. takes В, 
20. Q. to her 3rd. 20. Q. R. to K's sq. 
21. K. R. to K. R’s 3rd. 21. Q. to К. B's 4th, 
22. Q. to K. B's 3rd 22. Q. R. to K's 5th. 
23. K. R. to his 5th 23. Q. to K's 3rd. 
24. Р. to ©. B's 4th 24. К. К. to K's sq. 
25. P. to Q. Kt.'s 3rd. 25. Q. to К. B's 3rd. 
26. Q. R. to K. B's sq. 26. Q. R. to K's 7th. 
27. P. to Q. R's 4th 27. Q. R. to his 7th. 
28. P. to Q's 5th. 28. Q. R. to his 8th. 
99. Q. B. takes Q. В. Р.Т 29. К. К. to K's 8th, 
80. R. takes R. 30. R. takes R. (ch.) 
31. К. to B's znd 31. Q. to her R's 8th. 
32. Q. to her 3rd 32. R. to K. Kt.'s 8th, 
33. Q. to K's 2nd. 33. Kt. to K's 2nd, 
84. P. to Q's 6th. 

And wins. 


61. 


Game III.—Between Capt. Evans and M. St. Amant. 


wuirr Capt. E.) BLACK. (M. St. A.) 
1. P. to K's 4th. 1. P. to K’s 4th. 
2. P. to Q. B's 3rd. 2. P. to Q. B's 4th. 
3. K. Kt. to B's 3rd. 9. Q. Kt. to B's 3rd, 
4. K. B. to Q. B's 4th. 4. K. Kt. to B's 3rd, 
5. P. to Q's 4th. 5. Q. B. P. takes P. 
6. K. Kt. to Kt.’s 5th.§ 6. P. to Q's 4th. е 
7. P. takes P. 7. K. Kt. takes P. 
8. K. Kt. takes K. B. P. 8. K. takes Kt. 
9. Q. to K. B's 3rd (ch.) 9. K. to his 3rd. 
10. Castles. 10. Q. Kt. to R's 4th. 
11. Q. B. to K. Kt.'s 5th, TIT. Q. to her 3rd. 
12. P. to K. Kt.'s 4th.|| 12. Q. to her 2nd. 
13. K. B. to Q's 3rd. 13. Q. to K. B's 2nd. 
14. B. to K. B's 5th (ch.) 14. K. to Q's 3rd. 
15. P. takes Ө, P. 15. Q. B. takes B, л 
16. Р. takes Р. (ch.) 16. К. takes Р. 


* But for this move of resource, Black would evidently have gainad 


“the exchange" at least. ' 
f An important outlet for his King. 
1 Black has now a very menacing position, 
5 We have here a position almost identical with the leading опе of ths 
Two Knights’ Game." 
{ White plays extremely well in this game. 
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17. P. taxes B. 

18. К. К. to K's sq. (ch.) 
19. R. to K's 6th (ch.) 
20. Q. B. to K's 3rd (ch.) 
21. Q. takes K. Kt. (ch.) 


warre., (Mr. W.) 
. P. to K’s 4th. 

. P. to Q. B's 3rd. 

. P. takes P. 

. К, Kt. to B's 2rd. 
» P. to 9. Kts 2rd. 
. K. B. to K's 2nd. 
. Kt. to Q's 4th. 

. Kt. takes B. 

. Castles. 

10. Kt. to K. B's 4th. 
11. Р. to Q's 4th. 

12. K. R. to K's sq. 
13. Q. Kt. to Q's 2nd. 
14. P. to Q. R’s 4th. 
15. P. to Q. Kt.’s 4th. 
16. P. takes P. 

17. Q. R. to Kt.'s sq. 
18. Kt. to Q. Kt.'s 3rd. 
19. Kt. takes B. 

20. B. to K's 3rd. 

21. B. to Q. B's 5tb. 
22. Kt. to К. R’s 3rd, 
23. P. to Q. R's 5th. 
24. R. to K. B's sq. 
25. P. to Q. R’s 6th. 
26. Q. to К. B's 3rd. 
27. Q. takes P. (ch.) 
28. Ө. takes Ө. (ch.) 
29. Kt. to K. Kt.’s bth. 
30. B. to K's 3rd. 

31. P. takes Kt. 

BQ, К. takes R. 


© 00 Ул С> m e$t 


17. Q. Kt. to B's 3rd. 
18. K. to Q's 3rd. 
19. K. to Q. B's 4th, 
20. K. Kt. takes B, 
21. K. to Kt.’s 4th, 
22. K. to Kt.'s 3rd. 
23. K. to B's 2nd. 


64%, Game IV.—Betweer: M. St. Amant and Mr. ©. Walker, 


BLACK. (M. St. A.) 
. P. to K’s 4th. 

2. P. to Q’s 4th. 

9. Q. takes P. 

4. K. B. to Q. B's 4th. 
5. Q. B. to К. Kt.'s bth. 
6. P. to K's 5th. 

7. B, takes B. 

8. а. Kt. to B's 3rd. 

9. Q. Kt. to K's 4th. 
10. Q. to her 2rd. 
11 
12 
13 
14 


m 


. P. takes P. in passing 

. Castles. 

. P. to K. B's 4th. 
P. to Q. R’s 4th. 
P. takes Р. 

16. B. to Q's 5th. 
K. Kt. to B's 3rd. 
K. Kt. to Kt.'s 5th. 

19. Q. takes Kt. 

. to her 3rd. 

. to K. R's 2rd. 

+ К. to K's sq. 

А to Q’s 7th. 

24. Kt. to Q’s 6th. 

25. P. takes P. 

26. K. R. to K's 5th. 

27. Q. to K's 3rd. 

28. R. takes Q. 

29. R. to K's 8th. 

30. Kt. takes B. 

31. R. takes R. (ch.) 

$2. Kt. to а. B's 8th 


E 
"RHOD 


And Blaek wins. 


END OF 


BOOK І, 


n9 


SYNOPSIS OF BOOK IV. 


THE KING’S GAMBIT, 


1 P. to K's 4th. 9 P. to К. B's 4th. 
* P. to K's ath. * P. takes Р, 


WITH ITS VARIOUS MODIFICATIONS, VIZ, = 


Tur King’s KwronT's GAMBIT, 


P. to K's 4th. P. to К. B's 4th. g, Kc Kt. to B's sra, 
L. go s ith, *PokesP. —— D en ee 


WHICH INCLUDES:— 


Тнк CUNNINGHAM GAMBIT:— 


1 P. to K's 4th. 2 P. to K. B's 4th. 3 К. Kt. to B's 314. 
*P.to K’s 4th. * P. takes P. "В. to K's 2nd. 


Tue SALVIO AND COCHRANE GAMBITS :— 


1 P. to K's 4th. 2 P. to K. B's 4th. 3 K. Kt. to B's 3rd. 
"Р. to K's 4th. * P. takes P. * P. to K. Kt,’s 4th, 
K. B. to Q, B's 4th. K. Kt. to K's 5th. 
4. EINST 5 === 
* P. to K. Kt.'s 5th. * Q. checks, 
K. to B’s sq. K. to B’s sq. 
6. K. Kt. to B’s or R's 3rd. Sarvo, or б. P. to К. B's 6th, Соснвлме. 
Tur Muzio балмвіт:— 
1 P. to K's 4th. 9 P. to K. B's 4th. 3 K. Kt. to B’s 3rd, 
"Р. to K's 4th. * P. takes P. * P.to K. Kt.'s 4th, 
K.B.toQ.B's4th. —, Castles. к Р. to Q's 4th. 
"to X.Ki/s5th. °° P.takesKt. 07 — % P, takes Kt, 
Tux ALLGAIER GaMBIT;— 
1 P. to K’s 4th. 9 P. to К. B's 4th. K. Kt. to B's 3rd. 
* P, to K's 4th. * P. takes Р, "Р. to K. Kt,’s 4th, 


4. P. to K. R's 4th. 


Tur Kine’s Roox’s Pawn GAMBIT;— 
1 P, to K's 4th. 9, P. to К. B's 4th. g, Peto K. НЗ ath, 
* P. to K's 4th. * P. takes P. TERA 


Tux Kine’s Brsuop's GAMBIT :— 


P. to K's 4th. P. to К. B's 4th. К. B. to Q. B's4th. 
1. уло Reith: Ф® шай з. в орла 
AND 


Тнк блмвїт DrcLrNED 


BOOK IV. 


Che King’s Gambit. 


CHAPTER I. 


Turs admirabie opening, in which is comprehended every 


"QT s : P to K's4th P.to K. B's 4th 
variety of the game, beginning with 1. Serim 2- — 


gives birth to the most intricate and beautiful combinations 
of which the chess-men are susceptible, and their inyestiga- 
tion will afford you an inexhaustible fund of entertainment 
and instruction, ‘To render the examination of them as 
intelligible as our limited space and somewhat cumbersome 
notation will admit, it may be well to classify the ramifica- 
tions of this gambit under different heads. For this purpose 
I propose to divide the variations into four separate sections. 
The 1st will contain the manifold débuts which spring from 
Тик Kine’s GAMBIT PROPER, or Krxo's Kwranr's GAM- 
BIT, as it is sometimes called, 1. 210081, о Pto К. B's fth, 

ER t P. to K’s 4th P. takes P. 


o K. Kt. to B’s 3rd . ә А S T 

g, EE. The 2nd will treat of the modification of this 

opening which is generally known as Torn ALLGATER GAMBIT, 

1 P. to K's 4th, P. to K. B's 4th. 3 К. Kt. to B's 3rd, 4 P. to K. R’s 4th, 
* P. to K's 4th * P. takes P. * P.to К. Kt.'s 4th 


including also an attack called Tur Krwc's Roox's Pawn 


P. to K's 4th P. to K. B’s 4th P. to К. R's4th,— p 
GAMBIT, J P. to K's 4th 2. SETET: Or Ee The 


3rd will embrace the varied methods of attack and defence 


" E P. to K's4t] 
in the favourite Kine’s Brsuor's Gamprr, 1 : 


* ProK's4th 
. В 
P.toK. B's 4th K. B. to Q. B's 4th 3 
EDD. › 8, 2277775 and the 4th will be devoted 


to the undefinable class of moves which the second player may 
sdopt in refusing the gambit. 
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GAME THE FIRST. 


WHITE. BLACK. 
1, Р. to Кв 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
8. K. Kt. to B's 3rd. 3. P. to К. Kt.'s 4th. 


Black's third move is considered the best he can adopt aftet 
he has accepted the gambit; but he has other modes of play, 
which, if not equally satisfactory, may be made without dis- 
advantage; for instance, he can play 8. P. to Q’s 4th, or 
3. P. to К. B's 4th, and obtain an even game. (For 8. B. to 
K’s 2nd, see Chapter II., Тнк CUNNINGHAM Gamarr.) In 
the first place,— 
3. P. to Q's 4th. 

4. P. takes P. 4. K. B. to Q’s 3rd. 

(If he play 4. P. to K. Kt.'s 4th, m answer with 5. К. B. to Q. Вч 
4th. 

5. P. to Q's 4th. 5. P. to К. Kt.'s 4th. 

6. P. to Q. B's 4th. 6. P. to Q. B's 3rd. 

7. К. B. to Q's Brd. 

The game is equal. 


In the second place,— 


3. P. to K. B's 4th. 
4. P. takes P. 4. P. to Q's 4th. 
5. P. to Q's 4th. 5. Ө. B. takes P. 
6. Q. B. takes P. 6. K. Kt. to B’s 3rd. 
Even game, 
4. K. B. to Q. B's 4th. 4. B. to K. Kt.'s 2nd (best) 


In Victor Küfer's “Complete Guide to the Game of Chess," 
(Grütz, 1842,) the move of 4. P. to Q. B's 3rd is recommended 
in place of 4. К. D. to Q. B's 4th; but if Black reply with 
4. К. B. to К. Kt.'s 2nd, you appear to gain nothing. (For 
the consequences of 4. P. to К. R’s 4th, seo Тнк ALL- 
GAIER Gamprr.) At the present stage of our game Black 
has a variety of moves at command. He may play 4. P. to 
K. B's 3rd, which is obviously bad, on aecount of 5. Kt. takes 
Kt. P., &c. He may also play 4. P. to Q’s 9rd, but without 
benefit, or 4. P. to К. Kt.s 5th, the result of which will be 
shown in Chapters ПІ. and IV., Tue SALVIO and COCHRANE 
Слмвітв, and Chapter V., Тик Muzro GawmBrr. If, instead 
of any one of these, he prefer 4. P. to К. Is 8rd, the gama 
will probably be carried on as follows :— 
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е 4. P. to К. Rs 3rd, 
5. Kt. to K's 5th. 5. К. R. to his 2nd. 
€. P. to Q's 4th. 6. P. to Q's 3rd. 
(If he play 6. Q. to К?з 2nd, you сап move 7. Q. to her 3rd.) 
7. Kt. takes К. B. P. 7. R. takes Kt. 
8. B. takes R. (ch.) 8. K. takes B. 
9. P. to К. R’s 4th. 9. K. Kt. to B's 3rd (best) 
10. P. takes P. 10. P. takes P. 
11. P. to К. Kt.'s 3rd. 11. Q. В. to К. Kt.'s 5th. 
12. Q. to her 3rd. 12. Q. to K's 2nd. 


Your attack will hardly compensate for the lost Piece. It would have 
been safer, therefore, to return the Kt. to Q’s 3rd on your 7th move. 


5. P. to Q’s 4th. 5. P. to Q’s 8rd. 


lt is of very little importance whether you castle at the 
5th move (see Game the Third), and then play 6. P. to Q’s 
4th, or move as in the text, and afterwards castle. As is 
observed in the German “ Handbuch,” **the transposition of 
moves here produces the same result.” You can, however, 
at this stage commence an interesting variation by playing 
5. P. to K. R’s 4th (see Game the Second). If you move 
instead 5. P. to Q. B’s 8rd, Black may answer with 5. P. to 
K. Kt.’s 5th, and have the better game, In place of replying 
to your move 5. P. to Q’s 4th with 5. P. to Q’s 8rd, he may 
play 5. P. to К. R’s.8rd safely, or 5. P. to K. Kt.'s 5th, but 
the latter would forward your game; for example :— 


5. P. to K. Kt.'s 5th. 


6. Castles. 6. P. takes Kt. 

(You can also advantageously play 6. Q. B. takes P.) 
7. Q. takes P. 7. B. takes Q. P. (ch.) 
8. K. to R’s sq. 8. P. to Q's 3rd. 

(Should he move 8. Q. to K. B's 3rd, you reply with 9. Q. B. take» 
9. Q. В. takes Р. 9. К. В. to his 3ra, 

10. P. to K's 5th. 10. P. takes P. 

11. Q. B. takes P. 11. Q. Kt. to Q's 2nd. 

12. Q. B. to his 3rd. 12. Q. to K's 2nd. 

+13. К. to K's sq. 13. B. to K's 4th. 
14. B. takes B. 14. Kt. takes B. 
15. Q. to K. R's 5th. 15. К. Kt: to B's 3rd. 


16. Q. takes Q. Kt. 
You have a superior game. 


6. P. to Q. B's 3rd. 6. P. to К. Kt.’s 5th (best) 
Black can now attack the Kt. with advantage, and by doing 


P 
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so he gets the better game. He may with almogt equal 
benefit play 6. P. to R’s 3rd. (e. g.) 
6. P. to К. R’s 3rd. 
7. Q. to her Kt.'s 3rd. 7. Q. to K's 2nd. 
{If you castle instead of moving the Q. thus, he answers with 7. K. Kt. 
to K's 2nd, and if then you attempt to open an attack by 8. P. to 
К. Kt.’s 3rd, he will play 8. P. to К. Kt.'s 5th, having a better game.) 


8. Castles. 8. Q. Kt. to Q's 2nd. 
9. P. to K. Kt.'s 3rd. 9. P. to K. Kt.'s 5th. 
ff you play 9. P. to К. R’s 4th, he can retort with 9. Q. Kt. to 
his 3rd.) 
10. Q. В. takes P. 10. P. takes Kt. 
11. R. takes P. 11. К. Kt. to B's 3rd. 
12. P. to K's 5th. 12. P. takes P. 
(Should you move 13. Q. Kt. to Q’s 2nd, he castles.) 
13. P. takes P. 13. K. Kt. to his 5th. 
14. B. takes K. B. P. (ch.) 14. Q. takes B. 
15. P. to K's 6th. 15. Q. to K. B's 4th. 
16. P. takes Kt. (ch.) 16. Q. B. takes P. 
17. P. to K. R's 4th. 7. Castles an Q's side. 
He has a much better game than you “ауе. 
7. Kt. to his sq. 7. Q. to K. R’s 5th (ch.) 


{f you sacrifice the Kt. by playing 7. Q. to her Kt.’s 8rd, or 
7. Q. B. takes P., you must equally lose. 
8. K. to B's sq. 8. К. B. to К. R’s 8rd. 
9. Q. to her Kt.'s 3rd. 9. Q. to К. Кв 4th. 
You can bring no Piece into action with advantage, while the 
field is all before him where to choono. 


GAME THE SECON». 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
8. K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th. 
4. K. B. to Q. B's 4th, 4. B. to K. Kt.s 2nd. 
5. P. to K. R’s 4th. 5. P. to К. R’s 3rd (best) 


Here Black plays his best move; if he adopt instead of 5. P. 
to R’s 8rd 5, P. to K. Kt.’s 5th, the utmost he can obtain 
will be an cyen game. (e. g.) Í 
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5. P. to K. Kt.'s 5th. 
6. Kt. to his 5th. 6. K. Kt. to R’s 3rd. 
7. P. to Q's 4th. 7. P. to K. B's 3rd. 
(If he play 7. Q. Kt. to B's 3rd, you answer with 8. P. to Q. B's 3rd, 
and afterwards with Q. B. takes P.) 
8. Q. B. takes P. 8. P. takes Kt. 
(Ho may also play 8. P. to Q’s 8rd, whereupon you move 9. Kt. to 
K's 6th, having an advantage; or he may play 8. P. to Q's 4th, which 
you take with K. B., and in a few moves the game will be equal.) 


9. B. takes P. 9. B. to K. B's 3rd. 
10. B. takes Kt. 10. B. takes K. R. P. (ch.) 
11. K. to Q's 2nd. 11. B. to K. Kt.'s 4th (ch.) 


12. K. to Q's 3rd. 
You have no disadvantage. 


6. P. to Q's 4th. 6. P. to Q/s 8rd. 


If he play here 6, P. to К. Kt.’s 5th, you may leave the Kt 
to be captured, and take P. with Q. B. 
7. P. to Q. B's 8rd. 7. P. to К. Kt.'s 5th. 


You may also play 7. Q. Kt. to B's 8rd, for the result of 
which see Var. I. Black, instead of 7. P. to K. Kt.’s 5th, 
may now play 7. Q. Kt. to Q's 2nd, with advantage; but if 
he attempt 7. Q. B. to K. Kt.'s 5th, or 7. K. Kt. to D's 3rd, 
the game will be less favourable for him. For example; in 
the first place,— 
7. Q. B. to K. Kt.'s 5th. 
8. Q. to her Kt.’s 3rd. 8. Q. B. to K. R's 4th. 
9. P. takes K. Kt. P. 9. P. takes P. 


10. R. takes B. 
And you win, 


In the second place, — 
7. K. Kt. to B's 3rd. 
8, P. takes Kt. P. 8. Kt. takes K. P. 
If in place of taking the P. you play 8. P. to K’s 5th, Black replies with 
8. Kt. to K's 5th, and has an advantage.) 


9. Q. to K's 2nd. 9. Q. to K's 2nd. 
The game is even. 
8. Q. B. takes P. 8. P. takes Kt 


Ifyou retreat the Kt., Black may play either 8. Q. to K's 2nd, 
or B. to К. B's 3rd, having a fine game. Ву the sacrifice of 
the Kt. you obtain a strong attack, but care on the part of 
your opponent will enable him to defend himself, 


9. Q. takes P. 9. Q. B. to K's 4га. 
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Lf instead he play 9. К. Kt. to B's 3rd, you may regain the 
udvantage ; for instance,— 
9. K. Kt. to B's 3rd. 
10. Castles. 10. Q. Kt. to B's 3rd. 
11. P. to K's 5th. a 11. P. takes P. 
(lf 11. К. Kt. to Q’s 2nd, you answer with 12. Ө. B. to К. Kt.’s 5th.) 


12. Q. B. takes P. 12. Kt. takes B. 

13. P. takes Kt. 13. Q. B. to K. Kt.'s 5th. 

14. Q. to K. B's 4th. 14. P. to K. R’s 4th. 

15. P. takes Kt. 

You have a much better game. 

10. Q. Kt. to Q/s 2nd. 10. K. Kt. to K's 2nd. 
11. P. to K. R’s 5th. li. B. takes B. 
12. Kt. takes B. 12. P. to Q. Къв 4th. 
18. Kt. to K’s 8rd. 13. Q. Kt. to B's 3rd. 


You have no adequate compensation for the Piece you are 
minus. 


VARIATION IL, 
Beginning at White's Tih move. 


WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 
ЮР, to E; CD's 4th. 2. P. takes P. 

3. K. He to B’s 3rd. 8. P. to K. Kt.’s 4th. 
4, K. B. to Q. B’s 4th. 4. B. to K. Kt.'s 2nd. 
D Pto к. R’s 4th. 5. P. to К. Ев 8rd. 
6. P. to Q’s 4th. 6. P. to Q’s 3rd. 

7. Q. Kt. to B's 3rd. 7. P. to. B's: 8rd. 


If he attack your Kt. with the K. Kt. P., you must retreat 
him to his own sq. again. 


8. P. takes K. Kt. P. 8. P. takes P. 
9. R. takes R. 9. B. takes R. 
10. K. Kt. to K's 5th. 10. P. takes Kt. 


You might also play 10. К. to B's 2nd, and the fol.owing 
moves occur:— 
10. K. to B's 2nd. 10. P. to K. Kt.'s 5th. 


(Black could likewise play with advantage 10. B.to K. Kt.'s 2nd, or 
10. K. Kt. to B's 3rd.) 


11. Q. to K. R's sq. 11. B. to K. Kt.'s 2nd. 
(His best move. 10. Q. to К. B's 3rd, or 10. P. takes К. Kt., would be 
in your favour.) 


T ъъ... 


; 
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12. Q. to К. R’s 5th. 12. P. to Q's 4th, 
13. Q. Kt. takes P. 13. P. takes Kt. 
Uf at this crisis you play 13. P. takes Q. P., Black takes your К. Kt, 
with P., and then moves K. Kt. to B's 3rd.) 
14. K. B. takes Q. P. 14. Q. to K's 2nd. 
15. Kt. to his 5th. 15. К. Kt. to B's 3rd. 
16. B. takes K. В. P. (ch.) 16. К. to B's sq. 
17. Q. to K. Kt.'s 6th. 17. Kt. takes К. P. (ch.) 
Ho now foxces the exchange of Queens, and having a Piece superiority 


must win. 
11. Q. to К. Кв Sth. 11. Q. to К. B's 2rd. 
12. P. takes K. P. 19. Q. to K. Kt.'s 2nd. 
18. P. to K's 6th. 18. B. takes P. (best) 


He may with almost equal advantage play 13. К. Kt. to B's 


srd. (e. g.) 

13. K. Kt. to B's 3rd. 
14. P. takes P. (ch.) 14. K. to his 2nd. ~“ 

'If he venture 14. K. to Q's sq., you play 15. Q. takes K. Kt. P., and 
win; so also, if he move 14. K. to B's sq., you may take P. with Q, B., 
leaving your Queen en prise, and if he capture either Q. or B., you 
mate him next move.) 

15. Q. to K's 2nd. 15. Q. B. to К. Kt.’s 5th. 

(Should he risk 15. Q. B. to K's 3rd, you exchange Bishops, then check 
with your Q. at her B's 4th, and afterwards, by playing her to Kt.’s 
4th, you must gain the advantage.) 


16. Q. to her 3rd. 16. Q. Kt. to Q's 2nd. 
17. Q. to her 4th. 17. K. Kt. to R’s 4th. 
He ought to win. 
14. B. takes B. 14. K. Kt. to B's 3rd. 
15. B. takes K. B. P. (ch.) 15. K. to his 2nd. 
16. Q. to K. Kt.’s 6th. 16. Q. takes B. 


The advantage is all on Black's side. 


GAME THE THIRD, 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 9. P. takes P. 
8. К. Kt. to B's 8rd. 3. P. to К. Kt.'s 4th. 
4. B. to Q. B's 4th. 4. B. to К. Kt.'s 2nd. 
5. Castles. 5. P. to Q’s 3rd (best) 


5. Castling, or 5. P. to Q’s 4th, may be played indifferently 
1 Black, in reply to your present move, play 5. P. to К. Kt.'s 


m" Jd 
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5th, you may retreat the Kt. to K’s sq., and thus ensure 
the winning of the gambit Pawn, or you can leave the Kt. to 
be taken, as in the following variation: — 

5. P. to K. Kt.'s 5th. 


6. P. to Q. B's 3rd. 6. P. takes Kt. 
7. Q. takes P. 7. B. to К. R’s 3rd. 
8, P. to Q's 4th. 8. Q. to K's 2nd. 
9. Q. B. takes P. 9. B. takes B. 

10. Q. takes B. 10. P. to Q's 3rd. 


11. B. takes К. B. P. (ch.) 11. К. to Q’s sq. 
12. Kt. to Q's 2nd. 
The game is even. 

6. P. to Q's 4th. 6. P. to K. R’s 8rd. 
But for this precautionary move of his, you might get a lively 
but somewhat hazardous attack, by sacrificing the Kt. for the 
two Pawns. 


7. P. to Q. B's 8rd. 7. Q. B. to K's 3rd. 


If you play 7. P. to K. Kt.'s 3rd, Black replies with 7. P. to 

K. Kt.'s 5th, and gets the better game. Should he, in answer 

to your present move, play 7. P. to Q. B’s 3rd, you can then 

advantageously move 8. P. to К. Kt.'s 9rd; for example,— 
7. P. to Q. B's 3rd. 


8. P. to K. Kt.'s 3rd. 8. P. to К. Kt.’s 5th. 
9. Q. B. takes P. 9. Р. takes Kt. 
10. Q. takes P. 10. Q. to K. B's 3rd. 


(If he play 10. B. to K's 3rd, you exchange Bishops, and then take 
Q. P. with your Ө. B. If he play 10. К. Kt. to B's 3rd, you may also 
take Q. P. with Q. B., and afterwards play P. to K's 5th.) 

11. Q. to K. R’s 5th. 11. Q. to K. Kt.'s 3rd. 
(You can also obtain a powerful attack by 11. P. to K's 5th, followed by 
Q. to K’s 3rd; the moves in the text are from the German ** Handbuch.") 
12. Q. takes Q. 12. P. takes Q. 
13. Q. B. takes P. 13. K. Kt. to B's 3rd. 
14. Q. Kt. to Q's 2nd. 

Your two central Pawns and superiority of general position are equivalent 

to the Piece he has gained. 


8. B. takes B. 8. P. takes B. 


You may here perhaps more advantageously play 8. Q. Kt. to 
Ws 8rd. 


9. Q. to her Kt.'s Sra. 9. Q. to her B’s sq. 
10. P. to К. R's 4th. 10. P. to K. Kt.'s 5th. 
11. Kt. to К. Is 2nd. 11. P. to K. Kt.'s 6th. 


He has a Pawn more and a strong position. 


QUO Mus. 


П 
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GAMHES 
ILLUSTRATIVE OF THE FOREGOING ANALYSES, 
pe 
(From the CAess- Player's Chronicle.) ive. лд. 1 м, 
63, Gamer I.—Between V. II. der Laza and Dr. Bledow, 

wuiTE. (V. H. d. L.) BLACK. (Dr. B.) 

1. P. to K's 4th. 1. P. to K’s 4th. id 
2. P. to К. Is 4th. 2. P. takes P. 

3. К. Kt. to B's 3rd, 3. r. to К. Rt. s 4th. 

4. K. B. to Q. B's 4th. 4. K. B. to Kt.'s 2nd. 

5. P. to Q's 4th. 5. Q. to K's 2nd.* 

6. Castles. 6. P. to K. R’s 3rd. 

7. Q. Kt. to B's 3rd. 7. P. to Q. B's 3rd. 

8. P. to K's 5th. 8. Q. to her Kt.'s 5th. 

9. Q. Kt. to K's 4th. 9. K. B. to his sq. 
10. Q. to K's 2nd.T 10. P. to К. Kt.'s 5th. 
ll. Kt. to Q's 6th (ch.) ll. D. takes Kt. 
12. P. takes В. (dis. ch.) 12. K. to Q's sq. 

13. Kt. to K's 5th. 13. R. to R's 2nd. 
14. P. to Q. B's 3rd. ]4. P. to K. B's 6th. 
15. Q. to K's 4th. 15. K. Kt. to B's 3rd, 
16. Q. takes R. 16. Kt. tokes Q. 


And White gave checkmate in six moves. 


H, Gamer II.—Boetween V. H. der Laza and Mr. H. of Berlin, 


ware. (V. H. d. L.) BLACK. (Mr. H.) 

l. P. to K’s 4th. 1. P. to K's 4th. 

2. P. to К. B's 4th. 2. P. takes P. 

3. K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th. 
4. K. B. to Q. B's 4th. 4. B. to K. Kt.'s 2nd 
5. Castles. 5. P. to К. R’s 3rd. 
6. P. to Q's 4th. 6. P. to Q's 3rd. 

7. P. to Q. B's 3rd. 7. P. to Q. B’s 3rd. 
8. Q. to her Kt.'s 3rd.t 8. Q. to K's 2nd. 

9. P. to К. Kt.'s 3rd, 9. P. to K. Kt.'s 5th. 
10. Q. B. takes P. 10. P. takes Kt. 
11. К, takes P. 11. Q. B. to K's 3rd. 


ж The proper move, as is seen in the foregoing variations, is 5, P 
lo Q's 3rd. 

T This little game is excellently played by White. 

$ Having now your Q. P. protected, and an opening for your Queen, 
you can advantageously advance the К. Kt, P., end sacrifice your КЪ, 
asin the Muzio Gambit, 


> 
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12. P. to Q’s 5th. 

13. P. takes Q. B. P. 

14. P. takes Kt. P. 

15. P. takes R. (becoming a Q.) 
16. B. takes K. B. P. (ch.) 

17. B. takes Kt. 

18. B. takes Q. P. (ch.) 


12. Q. B. to К, Kt.'s Sth. [ 
18. B. takes В. 

14. Q. takes К, Р. 

15. Q. takes Q, 

16. K. to B's sq. 

17. R. takes B. 

18. K. to K's sq. 


White mates in three moves,* 


— 


> 
65. Game IIL—Between Mr. Popert and an eminent Polish 


player. 


ware. (Mr. Z.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd. 
4. B. to Q. B's 4th. 

5. P. to Q's 4th. 

6. Castles. 

7. P. to K. Kt.'s 3rd. 
8. K. Kt. to R's 4th. 
9. Q. B. to K's 3rd. 
10. P. to Q. B's 3rd. 
11. К. Kt. to К. B's 5tb. 
12. P. takes B. 

13. Q. to her Kt.'s 3rd. 
14. K. B. to Q's 3rd. 
15. Q. to her B’s 2nd. 
16. Kt. to Q’s 2nd. 

17. Q. B. to K. B's 4th. 
18. P. to Q. R’s 4th. 
19. Q. B. takes K. Kt. P. 
20. P. to Q. Kt.'s 4th. 
21. B. takes Kt. 

22. Q. to her Kt.'s 2nd. 
23. B. takes B. 
24. P. to Q. Ws 5th. 
25. K. takes R. 


BLACK. (Mr. P.) 
1. P. to K's 4th. 
2. P. takes P. 
8. Brito КОКЕ a athe 
4. B. to К. Kt.'s 2nd. 
5. P. to Q's 3rd. 
6. P. to K. R’s 2rd. 
7. P. to K. Kt.'s 5th. 
8. P. to K. B's 6th. 
9. Q. Kt. to B's 3rd. 
10. К. B. to B's 3rd. 
Hi Q. B. takes Kt. 
E. Kt. to К?з 2ud, 
13. P.to Q's 4th. 
14. Q,to her 2nd. 
15. P.to K. R's 4th. 
16. P.to К. R's 5th. 
17. Castles on Q's side. 
18. P.takes K. Kt. P. 
19. K. R. to his 4th. 
20. К. Kt. takes К. B. FY 
21. Q. takes B. 
22. B. to K. R's 5th. 
23. R. takes B. 
24. К. takes К. R, P, 


Black mates in three moves. 


* A brilliant and amusing little skirmish, 
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66 , Game IV. 


WHITE, 


1. F. to K's 4th 

2. P. to К. B's 4th, 

8. K. Kt. to B's 3rd. 
4. K. B. to Q. B's 4th. 
5. P. to K. R’s 4th. 


6. P. takes P. 
7. R. takes R. 
8. P. to Q's 4th. 
9. Q. Kt. to B's 3rd. 
10. К. Kt. to K's 5th." 
11. Q. to К, R’s 5th. 
12. Q. P. takes P. 
13. P. to K's 6th. 
14. P. takes P. (ch.) 
15. Q. B. takes P. 
16. Q. B. takes K. Kt. P. 
17. Q. R. to Q's sq.|| 
18. Q. to K. R's 2nd. 
19. P. to K. B's 8th, becoming a 
Q. (ch.) 
20. Q. takes B. (ch.) 
21. R. to Q’s 8th (ch.) 
22. Q. takes K. Kt. (ch.) 
23. Q. to K. Kt.'s 7th (ch.) 
24. Q. to R’s 6th (ch.) 
25. Q. to К. Kt.'s 7th (ch.) 
26. Q. to K. Kt.'s 3rd б) 


BLACK. 
1. P. to K's 4th. 
2. P. takes P. 
3. P. to K. Kt.'s 4th. 
4. К. B. to Kt.'s 2nd. 
5. P. to K. R’s 3rd. 
6. P. takes P. 
7. B. takes R. 
B. P. to Q's 3rd. 
9. P. to Ө. B's 3rd. 
10. P. takes Kt. 
11. Q. to K. B's 3rd. 
12. Q. to K. Kt.'s 2nd. 
13. К. Kt. to B's 3rd. 
14. К. to B's sq. 
15. K. to his 2nd.$ 
16. Q. Kt. to Q's 2nd. 
17. Q. Kt. to K's 4th. 
18. Q. takes B.T 
19. K. takes Q. 
20. K. Kt. to his sq. 
2]. Q. takes R. 
22. K. to his 2nd. 
23. K. to Q's 3rd. 
24. K. to B's 2nd. 


25. Kt. to Q's 2nd. 
26. K. to Q. Kt.'s 3rd, 


White mates in five moves. 


* This has been shown to be an extremely hazardous mode of play 
and one which can only be ventured against an inferior opponent. 

T Q. B. takes P. is a better move. 
t This is an error which should cost the game, Не should move the 


K. to K’s 2nd. 


§ He would be mated directly on taking either Q. or B. 
|| Better, as the after play shows, than castling. 
{ If White had castled on the previous move, this В. would have been 


taken with a check. 
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CHAPTER II. 
THE CUNNINGHAM GAMBIT. 


luis sparkling variation in the defence of the King’s Gambit 
was brought into general notice from its adoption by Mr. 
Cunningham, the historian, one of the most eminent chess. 
players of his day in Europe. It differs from all other variation? 
of the same opening, inasmuch that Black, instead of attempt- 
ing to sustain the Pawn he has gained, by the customary move 
of 3. P. to K. Kt.'s 4th, plays his K. B. to K's 2nd, with the 
intention of checking at K. R’s 5th, and either compelling 
"White to move his King, or by interposing a Pawn, enable 
Black not only to break up the Pawns on the King's side, but 
to exchange his doubled P. for another of greater value and 
importanee. The leading works to be consulted on this lively 
method of opposing the gambit are—Bertin (London, 1735): 
Stamma; Philidor (1782); Allgaier; Sarratt (1808); Lewis 
(1844); Walker (1846); and the German ** Handbuch." 


GAME THE FIRST. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. P. to K. B’s 4th. 2. P. takes P. 
8. K. Kt. to B's 8rd. 3. K. B. to K's 2nd. 
4. K. B. to Q. B's 4th. 4. В. to R’s 5th (ch.) 


Your move of B. to Q. B's 4th is the best at your command; 
it enables you either to play the K. to B's sq., when he is 
checked, or to castle at the first convenient opportunity. 


5. K. to B's sq. 5. K. B. to his 3rd. 


Instead of 5. K. to B's sq., which is the best move you cai 
make, you may also play 5. P. to К. Kt.'s 3rd, as in the nex 
game. If Black, in lieu of retreating his B. to B's 3rd, play 
5. B. to К. Kt.'s 4th, you answer with 6. P. to Q’s 4th, then 
take the K. B., and finally play Q. to К. D's 8rd, with a fine 
game. He may, however, move 5. K. Kt. to R’s 3rd and 
then the following variation is probable :— 
5. К. Kt. to R’s 3rd. 
6. P. to Q's 4th. 6. K. Kt. to his 5th, 
5. Q. to K's 2nd. 7. K. Kt. to B's 7th 
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8, К. Kt. takes B. 8. Kt, takes R. 
9, Kt. to K. B's 3rd. 9. Kt. to his 6th (ch.) 
10. P. takes Kt. 10. P. takes P. 


11. Q. B. to К. B’s 4th. 
You have a manifest advantage. 


0. P. to K's 5th. 6. B. to K's 2nd. 

7. P. to 95 4th. 7. P. to Q's 4th. 

8. K. B. to K’s 2nd. 8. P. to K. Kt.'s 4th. 

9. P. to K. R’s 4th. 9. P. to K. Kt.'s 5th. 
10. K. Kt. to K. R’s 2nd. 10. P. to К. R’s 4th. 


He can also attack the Kt. by advancing the Kt. P. another 
sq., but the result would still be in your favour. 
11. 9. В. takes Р. 11. K. B. takes K. R. Р 
12. P. to К. Kt.’s 8rd. 12. B. to К. Kt.'s 4th. 
18. Kt. takes К. Kt. P. 


You must win. 


GAME THE SECOND. 


WHITE. BLACK. 


1. P. to K's 4th. 1. P. to K's 4th. 

2. P. to K. B's 4th. 2. P. takes P. 

9. К. Kt. to B's 8rd. 3. B. to K's 2nd. 

4. K. B. to Q. B's 4th. 4. B. to K. R’s 5th (ch.) 
5. P. to K. Kt.s 3rd. 5. P. takes Р. 


Your present move is not so prudent as 5. К. to B's sq., but 
itis one very frequently adopted, and with which you ought 
to be conversant. 

If instead of taking the P., Black retire his D. to Kt.'s 4th, 
you castle, and have a good position. If ho play 5. Р. to 
Q. Kt.’s 4th, you may take the К. B. P., checking, and after- 
wards capture his B. with K. Kt. 


6. Castles. 6. P, takes P. (ch.) 
7 K.to Кз sq. 7. K. B. to his 3rd. 


The situation here is remarkable, and it is scarcely possible to 
conceive, at first sight, how such a position could oceur at the 
sixth move of the game. 
Black has all his Pawns, while on your side there is a 
` startling deficiency ; it was from this circumstance that Bertin 
8 
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and Stamina distinguished the opening as the * Three Pawns’ 
Gambit.” At this point Philidor observes that Black must 
win, and in this opinion he is seconded by Ercole Del Rio, 
‘Lolli, p. 869); but Allgaier, on the other hand, remarks,— 
* With equally good players, however, White's game is not во 
irredeemably lost as Philidor makes it." Instead of 7. B. to 
K. B's 3rd, Black may play 7. P. to, Q’s 4th, or 7. B. to K's 
2nd, for the result of which see the Variation. 


8. K. Kt. to K's 5th. 8. B. takes Kt. (best) 


For your 8th move, Philidor gives P. to K's 5th, pursuing the 
game as follows :— 


8. P. to K's 5th. 8. P. to Q's 4th. 

9. P. takes B. 9. K. Kt. takes P. 
10. B. to Q. Kt.'s 3rd. 10. Q. B. to K's 3rd. 
11. P. to Q's 4th. ll. Kt. to K's 5th. 


12. Q. B. to К. B's 4th. 12. P. to K. B's 4th.' 
13. Q. Kt. to Q's 2nd. 13. Q. to K's 2nd. 

14. P. to Ө, B's 4th. 14. P. to Q. B's 3rd. 
15. P. takes Q. P. 15. P. takes P. 

16. Q. К. to Q. B's sq. 16. Q. Kt. to B's 3rd. 
17. Q. Kt. takes K. Kt. 17. K. B. P. takes Kt. 


18. Kt. takes K. R. P. 18. Castles on K's side. 
(Kt. to K's 5th, for your 18th move, seems to be atleast as good as taking 
the Pawn.) 


19. Q. to her 2nd. 


Philidor now makes Black play 19. P. to K. R's 3rd, and White answers 
with 20. Q. R. to Q. B's 5th ; but, as the ** Handbuch" remarks, he 
overlooks the fact that White might win by 20. B. takes K. R. P. 


9. Q. to К. Is Sth. 9. Q.to K's 2nd (best) 
10. R. takes K. B. P. 10. Q. to her B's 4th. 
11. R. to К. B's 8th (dble. ch.) 11. К. to his 2nd. 

12. P. to Q's 4th. 12. Q. takes P. (best) 


If he play 12. Q. takes B., you proceed thus,— 
13. Q. to K's 8th (ch.) 13. K. to Q's 3rd. 
14. Q. takes B. (ch.) 
Followed by Q. Kt. to R's 3rd, and Q. B. to Q's 2nd, &c. 


18. 9. В. checks. 18. К. to Q’s 8rd (best) 


14. Q. Kt. to Q’s 2nd, 14. K. Kt. to B’s 3rd, 
15. Q. to К. B's 7th. 15. Kt. takes К; P. . 
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16. Q. D. to К 3rd. 16. K.Kt. tohis6th(ch.' 
17. К. to Kt.’s 2nd. 17. Q. takes B. 

18. Q. to her 5th (ch.) 18. K. to his 2nd. 

19, Q. to K. B's 7th (ch.) 19. K. to Q/s 8rd. 


Drawn game. 


VARIATION, 
Beginning at Black's Tih move. 


At this stage Black has at his disposal several moves beside 
the one of 7. B. to his 3rd, adopted in the preceding game. 
The most important of these are 7. P. to Q’s 4th, and 7. B. 
to K's 2nd. In the first place, let us see the effect of 7. P. to 
Q’s 4th. 

т. P. to Q's 4th. 
8. B. takes P. 8. K. Kt. to B's 3rd. 
If jm take the P. with P., Black retires his B. to B's 8rd 
and has a safe position. 


9. B. takes K. B. P. (ch.) 9. K. takes B. 
lf instead of so playing you take B. with Kt., he also takes 


B. with Kt., but you may play 9. K. B. to Q. Kt.’s 3rd, with 
the following result :— 


9. B. to Q. Kt.'s 3rd. 9. Kt. takes K. P. 
10. Q. to K's 2nd. 10. 9. to K's 2nd. 
11. B. takes B. P. (ch.) 11. K. to B's sq. 
12. Q. takes K. R. P. 12. Kt. to Kt.'s 6th (ch.) 
18. К. to Kt.’s 2nd. ' 13. Kt. takes К. А. 
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14. Q. takes K. B. 14. Q, takes Q. 
15. Kt. takes Q. 15. K. takes B. 
16. K. takes Kt. 
Black has obviously the advantage. 
16. Kt. takes K. B. 10. K. R. to D's sq. 
11. P. to Q’s 4th. 11. K. to Kt.'s sq. 
If, thinking to win a Piece, you advance the K. P. to K's 5th, 
Black will check at Q's 4th, and, on your interposing the Kt. 
as your best move, he will play Kt. to К. R’s 4th. 


= 19. Q. B. to K. Kt.’s 5th. 12. К. Kt. takes К. P: 
13. В. takes Q. 13. R. takes R. (ch.) 
14. Q. takes R. 14. Kt. to his 6th (ch.) 
15. К, takes P. 15. Kt. takes Q. (ch.) 


He has the better game. 


Referring again to the diagram, let us now see the probable 
consequences of Black’s playing 7. B. to K's 2nd. 
7, B. to K's 2nd, 
8. B. takes B. P. (ch.) 8. K. takes В. 


He rum decline taking the Bishop, and then vou pursue the 
game thus,— " 
8. К. to B’s sq. 
9. Kt. to K’s 5th. 9. K. Kt. to B's 3га. 
10. К. B. to Q. Kt.'s 3rd. 10. Q. to K’s sq. 
11. K. Kt. to B's 7th. 11. К. К. to Kt.'s sq. 
12. P. to K's 5th. 12. P. to Q’s 4th, 
13. P. takes Kt. 13. P. takes Р, 
14. B. takes Q. P. 


You have a winning position. 


У. Kt. to К?з 5th (dble. ch.) 9. K. to his 3rd (best) 
10. Q. to K. Kt.'s 4th (ch.) 10. K. takes Kt. 
11. Q. to K. B's 5th (ch.) 11. K. to Q’s 3rd. 
12. Q. to her 5th. 
And wins. 


GAMES 
r3 ILLUSTRATIVE OF THE CUNNINGHAM GAMBIT. 
97 .Game I.—Between two members of the Berlin Chess Club. 


WHITE. (V. H. d. L.) BLACK. (М. J.) 
1. P. to K's 4th. 1. P. to K's 4. 
2. P. to К. B's 4th. 2. P. takes P. 


13. 
14. 
15. 


KING'S GAMBIT 


K. Kt. to B's 3rd. 
K. B. to Q. B's 4th, 


. P. to К. Kt.’s 3rd.* 


Castles. 

K. to R's sq. 

Kt. to K's 5th. 

Q. to K. R’s 5th. 

R. takes K. B. P. 

К. to К. B's 8th (ае, ch.) 
P. to Q's 4th. 


- B. to К. Кїз 5th (ch.) 


B. takes КЕ, (ch.) 
Q. to K. B's 7th (ch.) 


. Q. Kt. to B's 3rd. 


Q. takes R. (ch.) 
Q. to her Kt.'s 4th. 
B. to Kt.'s 5th (ch.) 
Kt. mates, 
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3. К. В. to K’s 2nd. 
4. B. to К. R’s 5th (ch.) 
. P. takes P. 
P. takes P. (ch.) 
. К. B. to B's 3rd. 
8, B. takes Kt. 
9. Q. to K's 2nd. 
10. Q. to her B's 4^, 
11. K. to his 2nd. 
12. Q. takes Р. 
13. К. Kt. to B's 3rd. 
14. P. takes B. 
15. K. to Q's 3rd. 
16. R. takes R. 
17. K. to B's 3rd. 
18. P. to Q's 4th. 
19. K. to Kt.'s ?rd. 


моу 


Game II.—Between V. Bilguer and Mr. M——t, 


wnuiTE. (V. B.) 


. P. to K's 4th. 


P. to K. B's 4th. 
K. Kt. to B's 3rd. 


. K. B. to Q. B's 4th. 

. P. to К. Kt.'s 3rd. 

. Castles. 

. K. to R's sq. 

. B. takes К. B. P. (ch.) 
. Kt, takes В, (dis. ch.) 
. P. to Q’s 4th. || 


R. to K. B's 3rd. 


. К. takes Kt, (ch.) 


Q. takes B. 
K. takes P. 
Q. Kt. to B's 3rd. 


BLACK. (Mr. M.) 
1. P. to K's 4th. 

2. P. takes P. 

3. K. B. to K's 2nd. 
4. B. checks. 


P. takes P. (ch.) 

P. to Q's 3rd.§ 

K. takes B. 

K. Kt. to B's 3rd. 

Q. B. to K. R's 6th. 
B. to К. Kt.’s 5th.q 
Q. takes R. 

Q. to K. B's 8th (ch.) 
Q. takes Ө. B. 

О. takes К. 


2. 


* The correct reply is 5. К. to B’s sq., as shown in the precoding 
variations. 
+ The best move. 


t К. to Q’s 3rd is the proper play 


§ P. to Q’s 4th is far better. 
|| If White checks at K. R’s 5th, Black's answer is К? to Kt.'g aq. 


X ©. to her 2nd is a better move. 
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16. Q. to K. B’s 5th (ch.) 16. X. to his sq. 

17. Q. to Q. B's 8th (ch.) 17. К. to his 2nd. 

18. Q. takes P. (ch.) 18. К, to his sq 

19. Q. to B's 8th (ch.) 19. K. to B's 2nd. 

20. Q. takes Р. (ch." 20. К. to.his sq. 

21. Kt. to K. B's 5th. е 


And must win. 


CHAPTER III. 
THE SALVIO GAMBIT, 


So called from having first appeared in the Treatise of Salvio, 
1604, is, properly speaking, like the Cochrane Gambit, а 
variation of the defence of the King’s Gambit, which spring 
from the second player advancing his K. Kt. P. to Kt.’s sth, 
at the 4th move, in place of posting the K's Bishop at K. Kt.’s 
2nd. This method of defending the Gambit I haye always 
regarded as somewhat hazardous, because it permits the first 

layer to adopt the Muzio attack; but the situations arising 
Fon it are of singular interest and instruction. 

The principal works which have treated of this opening are 
Salvio, Cozio (1st vol. p. 35); Ponziani co р: 126; 
Cochrane (1822), pp. 171—176 ; Silberschmidt (1845), pp. 79 
—98; Lewis, (1844), pp. 888—848; Kassim (1829); Jaenisch 
vol ii. p. 233; Walker (1846), p. 205; and the German 
* Handbuch." 


GAME THE FIRST. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. P. to K. B's 4th. 2. P. takes P. 


* He must lose equally if the К. goes to his 2nd. (e. g.) 


16. K. to his 2nd. 
17. Kt. to Q's 5th (ch.) 17. K. to Q's sq. 
18. Q. to К. Kt.’s 5th (ch.) 18. K. to B's sq., or (A.) 
19. Q. takes Kt. P. 19. Q. Kt. to R’s 3rd. 
20. Q. takes R. (ch.) 20. К, to Q's 2nd. 
21. Q. takes R., and wins. 
(А) 

, " 18. 
19. Q. to K's 7th (ch.) 19. 
20. 9. takes Р, (ch.), and wins, 


. to Q's 2nd, 
. to B's 3rd, 


яя 
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8. K. Kt. to B’s 8rd. 9. P. to K. Kt.'s 4th. 
4. К.В. to Q. B's 4th. * 4, Po to К. Kt’s 5th. 
5. Kt. to K's 5. 5. Q.to K.R’s 5th (ch.) 


If, at your 5th move, instead of so playing, you leave the Kt. 
` to be taken, the opening becomes the celebrated Muzio Gam- 

bit, which, with 5. B. takes K. B. P. (ch.), will form the 

subject of a separate Chapter. It would be bad play for Black 

to move Kt. to R’s 3rd, before checking with his Q., because 
. you could at once castle, and regain the given Pawn. 


6. K. to B’s sq. 6. K. Kt. to B's 3rd. 


It is this move of Black that constitutes the Salvio defence, 
of which, however, Salvio was not the originator, he having 
taken the variation from some Portuguese work, now unknown. 
It is not considered so advantageous a mode of defending the 
game as playing 6. Kt. to K. R’s 3rd, a move likewise indi- 


cated by Salvio, and the consequences of which shall be ex- 


amined in the next game. 

7. Q. to K’s sq. (best) 7, Q.takes Q.(ch., best) 
If you venture to take the K. B. P. at your 7th move with 
the Kt., Black replies with 7. P. to Q’s 4th, and gains two 
Pieces for his Rook. If you take it with the Bishop, the follow- 
ing variation proves that the game will be also in his favour:— 


7. В. takes K. В. Р. (ch.) 7. К. to his 2nd (best) 


8. B. to Q. Kt.'s 3rd. 8. P. to Q's 3rd. 
9. Kt. to Q's 3rd. 9. Kt. to K. R’s 4th. 
10. Q. to K's sq. 10. P. to K. Kt.'s 6th. 
11. К. to Kt.'s sq. 11. K. B. to K. Kt.'s 2nd, 
12. P. to Q. B's 3rd. 12. Q. to K. Kt.'s 4th. 
Black has the better game. 
8. K. takes Q. 8. Kt. takes К.Р, 


He mny also play 8. Р. to Q’s 3rd, as follows,— 
8. P. to Q's 3rd. 


9. Kt. takes B. P. 9. P. to Q's 4th. 
10. B. takes Q. P. 10. Kt. takes B. 
11. Kt. takes K. R 11. Kt. to K. B's 3rd, 
12. P. to Q's 3rd. 12. B. to K. Kt.'s 2nd, 
13. P. to Q. B's 3rd. 13. B. takes Kt. ` 


14. B. takes Р, 14. P. to Q. B's 3rd, 
15. Q. Kt. to 2's 2nd. ' | 


‘The game is about equal. 


s 
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9. В. takes KX. B. Р. (ch.) 9. K. to his 2nd (bcst) 
10. B. to К. R’s 5th 10. P. to К. Kt.'s 6th. 


Philidor makes you play 10. B. to Q. Kt.'s 8rd, but the move 
in the text, which is Ponziani's, is acknowledged to be better. 


11. P. to К. R's 8rd. 11. P. to Q/s 8rd. 
12. K. Kt. to Q’s 8rd 12. K. B. to R’s 8rd. 
18. Q. Kt. to B's 3rd. 18. Kt. takes Kt. 


Yf he retire his Kt., you play B. to K. B's 3rd, and if he then 
move P. to ©. B's 2rd, by moving Q. Kt. to K's 2nd, you 
recover the P. with a better position. 


14 Q. P. takes Kt. 14. R. to K. B's sq. 
15. X. to К. B's sq. 15. Q. B. to К. B's 4th. 
16. Kt. takes P. 16. B. takes Kt. 

17. B. takes В. 17. K. R.toK. Kt.'s sq. 
18 B. takes Q. P. (ch.) 18. P. takes B. 

15. R. takes В. 19. К. К. to Kt.’s 2nd. 


You have а Pawn more and an advantage in position. 


GAME THE SECOND. : 


WHITE. BLACK, 
1. Р. to K's 4th. 1. P. to K's 4th. 
9. P. to К. B's 4th. 2. P. takes P. 
8. K. Kt. to B's 3rd. 8. P. to K. Kt.'s 4th. 
4. B. to Q. B's 4th. 4. P. to K. Kt.'s 5th. 
5. Kt. to K's 5th. . Q. to K.R’s 5th (ch.) 


С сл 


6. К. to B’s sq. . К. Kt. to Is 3rd. 


Black’s present move is decidedly superior to that of Kt. to 
К. B's 3rd. If, in lieu of playing so, or 6. Kt. to К. B's 3rd, 
he move 6. P. to K. B's 6th, we have the Cochrane Gambit, 
which see. 


7. P. to Q’s 4th. i. рок. B's 61h. 


This is Black’s best move ; if he play instead 7. P. to Q’s 8rd, 
you have the advantage, for example,— 


7. P. to Q's 3rd. 
8. Kt. to Q's 3rd. 8. P. to K. B's 6th. 
9. P. to K. Kt.'s 3rd. 9. Q. to K's 2nd (best) 
10. Q. Kt. to B's 3rd. 10. P. to Q. B's 3rd. 
11. P. to К. К?з 3rd. 11. P. to К, B's 4th. 


to 
for) 
or 
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12. Q. B. takes Kt. 12. B. takes B. 
18. P. takes K. B. P. 13. Q. B. takes P. 
14. P. takes K. Kt, P. 14. Q. B. takes Kt, (ch.) 
15. Q. takes B. т 
You must win. 


8. P. takes P. 8. P. to Q/s 8rd. 


Instead of taking ihe Pawn here, you may move 8. Q. B. to 
K. B's 4th, or 8. B. takes K. Kt. For the result of these 
moves, see Variation, and you can play likewise 8. P. to 
K. Kt.’s 3rd, or 8. Q. to K's sq., as shown in the following 
examples. In the first place,— 

8. P. to К. Kt.’s 3rd, в. Q. to К. R's 6th (ch.) 


9. K. to B's 2nd. 9. Q. to K. Kt.’s 7th (ch.) 
10. К. to his 3rd. 10. P. to K. B's 4th. 


(This move of Black’s we find in Silberschmidt ; Salvio, Cozio, and Pon. 
ziani, play 10. P. to K. B's 3rd, which is much inferior.) 
11. K. to Q's 3rd. 11. P. takes P. (ch.) 


(If you play 11. P. takes K. B. P., he first dislodges your Kt. with the 
Q. P., and then takes P. with Kt., checking ; and if you move 11. Q. Kt, 
to B's 3rd, he answers with 11. P. to Ө. B's 3rd, and afterwards 12. Р 
to Q's 3rd.) 

12. K. takes P. 12. P. to Q's 4th (ch.) 
13. B. takes Q. P. 13. P. to К. E’s 7th (dis, ch.) 
He has the better game. 


In the second place,— 


8. Q. to K's sq. 8. Q. takes Q. (ch. } 
9. K. takes Q. 9. P. takes K. Kt. P. 
10. R. to K. Kt.'s sq. 10. P. to Q's 3rd, 
11. Kt. to Q's 3rd. 11. K. Kt. to his sq. 
12. R. takes P. 12. P. to K. R’s 4th. 
His game is superior to yours. 
9. Kt. to Q’s 3rd. 9. K. Kt. P. takes P. 


If in lieu of retreating the Kt., you take his Kt. with Q. B., 
he takes your Kt. with Q. P. 


10. K. Kt. to K. B's 2nd. 10. Q. x to К. Es 6th 
(ch. 

11. Kt. takes B. 11. Q. takes Kt. (ch.) 

12. K. to B's 2nd. 12. Q. to Kt.'s 7th (eh.) 

13. K. to his 3rd. 13, Kt. to his 5th (ch.) 

14. K. to B's 4th. 14. B. to К 8rd (ch.) 


Aud he mates you in two moves. 


266 OHESS-PLAYER'S HANDBOOK, 


VARIATION, 


Beginning from White's 8th move, 


BLACK, 


8. Q. B. to K. B's 4th. 8. P. takes P. (ch.) 


It was before observed that you could also play 8. Q. B. takes 
К. Kt. ; let us suppose this move,— 
8. B. takes K. Kt. 8. P. takes P. (cli.) 
9. К. takes P. 9. B. takes B. 
10. Kt. takes K. B. P. 10. R. to K. B's sq. 
Black will win. 
Tf you take the B. P. with B., checking, instead of with the Kt., he 
moves K. to his 2nd, and soon gets the better game. 


9. K. takes P. 9. P. to Q/s 3rd. 
10. B. takes K. Kt. 10. B. takes B. 
11. Kt.-to Q’s 8rd. 11. Q. to Кв 6th (ch.) 
12. K. to B's 2nd. 12. Q. to K's 6th (ch.) 
18. K. to B's sq. 18. P. to Kt.'s 6th. 


He has a fine attack. 


CHAPTER IV. 
THE COCHRANE GAMBIT. 
Tuts is a modification of the defence introduced by Salvio, 
which we have just examined, and consists in the second 
player's advancing the P. to K. B's 6th, before playing out 
the K, Kt. either to B's 8rd, or toR’s 3:0. ‘The most important 
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authorities upon these Gambits are Cochrane (1822), pp. 268 
—276; Lewis, in whose valuable treatise is incorporated the 
chief variations of Ghulam Kassim, (1844), pp. 808—848; 
Calvi, in * Le Palaméde" (1844) ; Jaenisch, vol. i., pp. 283— 
239; and the German “ Handbuch." See also an interesting 
article on the Cochrane Gambit, by V. H. der Laza, in the 
“ Chess-Player's Chronicle,” vol. v., pp. 917—339. 


GAME THE FIRST. 


WHITE. BLACK. 
1. P. to K's 4th. . P. to K's 4th. 
2. P. to K. B's 4th. P. takes P. 
3. K. Kt. to B's 3rd. P. to K. Kt.'s 4th. 
4. B. to Q. B's 4th. . P. to К. Kt.’s 5th. 
5. Kt. to K's 5th. . Q.to K.R'sóoth(ch.) 
6. K. to B's sq. . P. to К, B's 6th. 


In the previous Gambit you will remember Salvio advances 
this P. one move later, that is, after his K. Kt. is moved to 
B's 3rd, or R’s 3rd sq. ` 
7. P. to Q’s 4th (best) T. P. takes К. Kt. P. 
(ch., best.) 


Instead of 7. P. to Q's 4th, you have the choice of several 
moves.' You may play B. takes К. B. P. (ch.); P. to K. 
Kt.s 9rd; and Kt. P. takes P.; each of which will form the 
subject of a separate game. (See Games Second, Third, and 
Fourth.) 

If instead of any one of these you play 7. Q. to K's sq., he 
takes P. with P. (ch.), and then moves Q. to К. R’s 6th, with 
a better game tnan you have. There is another move too at 
your command, viz.,—7. Kt. takes K. B. P., the consequences 
of which it may be well to show at once. Suppose, then, — 


7. Kt. takes K. B. P. 7. K. Kt. to B's 3rd. 

8, Kt. takes R. 8. Kt. takes К. Р. 

9. Q. to K's sq. 9. P. takes Kt. P. (ch.) 
10. K. takes P. 10. Q. to R’s 6th (ch.) 
11. K. to Kt.'s sq. 11. B. to Q. B's 4th (ch.) 


And he must win. 


When at your 7th move you advance the Q. P., Black, 
instead of taking the Kt. P. (ch.), may play 7. K. Kt. to 
B's 3rd, to which you can reply 8. Q. Kt. to B's 3rd, and if | 
he attempt to dislodge your Kt. by 8, Q. P. one, you may 
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play 9. Kt. takes K. B. FP., without danger. For the сол. 
sequences of his playing at his 7th move K. Kt. to R’s 3rd 
his best move in the opinion of Jaenisch, see Gime the Second 
of the Salvio Gambit, in which the same position is more 
safely brought about by— 


l. P. to K's 4th. 1. P. to K's 4th. 

2. P. to K. B's 4th. 2. P. takes P. 

3. K. Kt. to B's 3rd. 3. P. to К. Kt.'s 4th. 

4. K. B. to Q. B's 4th. 4. P. to K. Kt.'s 5th. 

5. Kt. to K's 5th. 5. Q. checks. 

6. K. to B's sq. 6. K. Kt. to R’s 3rd. 

7. P. to Q's 4th. 7. P. te К. B's 6th. 
8. K. takes P. 8. Q. to R’s 6th (ch.) 
9. K. to Kt.'s sq. 9. К. Kt. to Rs 3rd. 


9. К. Kt. to B's 3rd would be less advantageous for him: for 

example,— 

9. K. Kt. to B's 3rd. 
10. Kt. takes K. B. P. 10. P. to Q's 4th. 

(If hé play instead, 10. R. to Kt.'s sq., you move Kt. to his 5th; if 10. 
Kt. takes K. P., you answer with Q. to K's 2nd; and finally, if he play 
10. P. to К, Kt.'s 6th, you can reply with Kt. to his 5th, or К. B. to his 
sq., having the better game.) 


11. K. B. to his sq. 11. Q. to K. R's 5th 
12. Kt. takes R. 12. Kt. takes K. P. 
13. Q. to K's 2nd. 13. K. B. to Kt.'s 2nd. 


(ff 13. Р, to Kt’s 6th you take the P., and when he retakes, checking, you 
interpose the K. B.) 
14. P. to Q. B's 3rd. 14. P. to К. Kt.'s 6th. 
15. P. takes P. 15. Q. takes P. (ch.) 
16. Q. to K. Kt.'s 2nd. 


You should win. 


10. Q. to her 3rd. 10. Q. tales Q. 


In this gambit if you take the Kt. with your Q; B., he attains 
an irresistible position. Should you at your 10th move play 
Q. Kt. to B's 2rd, he does the same, and will maintain the 
P. You may, however, move 10. K. B. to his sq., in whieh 
базе this variation is probable :— 


10. B. to his sq. 10. Q. to R's 5th. 

11. B. takes Kt. 11. B. takes B. 

12. Q. takes P. 12. B. to K's 6th (ch.) 
13. K. to Kt.'s 2nd. 13. Q. takes Q. (ch.) 
14. Kt. takes Q. 14. B. takes Q. P. 


Ие has an easy game, 
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11. P. takes Q. 11. P. to Q's 3rd, 

12. B. takes Kt. . 12. B. takes B. 

18. Kt. takes K. B. P. 18. B. to K's 6th (ch.) 
14. K. to Kt.'s 2nd. 14. R. to B's sq. 

15. R. to B's sq. 15, B. takes Q. P. 


He ougnt to win. 


The merit of working out these latter variations is due to 
Messrs. Henderson, Williams, and Withers, three skilful 
amateurs of ihe Bristol Chess Club, who devoted mucb 
time and attention to the analysis of this brilliant gambit. 


GAME THE SECOND, 


The diagram represents the position of the men up to the 
6th move of the preceding game. In this and the next two 
games, White deviates from the former, by not playing P. to 
Q's 4th on his 7th move. 


WHITE. BLACK. 
7. B. takes K. B. P. (ch.) 7. K. to his 2nd. 
8. P. takes P. 8. P. to Q’s 8rd. 


If at your 8th move you play Q. to K's sq., he takes P. with 
P. (ch.), and then moves Q. to К. R’s 6th. If 8. P. їс. 
К, Kt.’s 8rd, he checks with his Q. at R's 6th, and thep moves 
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K. Kt. to B’s 3rd, with a fine attack. And if instead of theso 
you play 8. К. B. takes Kt., the following variation shows 35 
will be to your disadvantage. 


8. K. B. takes Kt. 8. R. takes B. (best) 

9. P. takes P. 9. P. to Q's 3rd. 

J0. Kt. takes P. 10. B. takes Kt. 

11. Р. takes B. 1l. R. takes P. 

He has the better game. 
9. B. takes Kt. 9. P. takes Kt. 
10. B. to Q. B's 4th. 10. P. takes P. 
11. Q. tekes P. ' 11. B.to K. R’s6th(ch.) 
12. K. to Kt.'s sq. 12. Q. to K's 8th (ch.) 
13. B. to B's sq. 18. R. cheeks. 
And wins. 


GAME THE THIRD. 


(Place the men again as on the diagram.) 


WHITE. BLACK. 
7. P. to К. Kt.'s 2rd. 7. Q. to К 6th (eh.) 
8. К. to B's 2nd (best) 8. K. Kt. to B's 8rd. 
9. P. to Q’s 8rd. 9. P. to Q’s 3rd. 


You might here play 9. К. to his 3rd or 9. Q. Kt. to B's 3rd, 
for the result of which see Variations I. and II. If instead 
of these you preferred 9. B. takes B. P. (ch.), a few moves 
will show the game would be unfavourable for you. (e. g.) 


9. B. takes B. P. (ch.) 9. K. to his 2nd. 
10. B. to Q. Кїз 3rd. 10. Q. to Kt.'s 7th (ch.) 


11. K. to his 3rd. 11. B. to К. Rs 3rd (ch.) 
12. K. to Q's 3rd. 12. R. to K. B's sq. 
Black has the advantage. 
10. Kt. takes K. B. P. 10. P. to Q’s 4th. 
11. Kt. takes R. 11. Q. to Kt.'s 7th (ch.) 


If in place of taking the R. you take Q. P. with B., he first 

checks with his Q. and then takes B. with Kt.; or if you 

take the Q, P. with K. P., he can also first cheek with the 

Q., and then take your Kt. with K., regardless of the check 
* by discovery when you play P. to Q’s 6th. 
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12. K. to his 3rd. 12. Q. Kt. to B's 5rd. 
13. Kt. to B's 7th. 18. K. takes Kt. 

14. B. takes Q. P. (ch.) 14. Kt. takes B. 

15, P. takes Kt. 15. B. to К. R’s 3rd (eli.) 


And then Р, to К. B's 7th, winning. 


VARIATION I., 
Beginning at White's 9th move. 


WHITE. BLACK. 
9. K. to his 8rd. 9. B. to К. Кв 8rd (ch.) 
10. K. to Q’s 3rd. 10. P. to Q’s drd. 
If you move 10. K. to Q/s 4th, you have a still worse game. 
11. Kt. takes K. B. P. 11. P. to Q’s 4th. 
12. B. takes Q. P. 12. Kt. takes B. 
13. Kt. takes В. 13. Kt. to Q. Kt.'s 5th (ch.) 


If you take the R. instead of the B., he plays his Q. to K. 
Ев 4th. 


14. K. to B's 4th. 14. Q. takes Kt. 

15. K. takes Kt. 15. Q. Kt. to R’s 3rd (ch.) 
16. K. to B's 3rd. 16. Q. to her B's 8rd (ch.) 

17. K. to Q’s 3rd. 17. Kt. to his 5th (ch.) 

18. К. to K's 8rd. 18. Kt. takes Q. B. P. (eh.) 


Black must win. 


VARIATION II, 


Beginning at White's 9th move. 


WHITE. BLACK. 
9. Q. Kt. to В 3rd. 9. Q. to Kt.'s 7th (ch.) 
10. K. to his 3rd. 10. B. to К. R’s 8rd (ch.) 
11. К. to Q/s 8rd. 11. Q. Kt. to B's 3rd. 


1 you play 11. К. to Q's 4th, the consequences are equally 
disastrous. 

12. Kt. takes K. B. P. 12. Q. Kt. to his óth (eh.) 
Instead of taking the B. P. with your Kt., you may play 
12. B. takes P. (ch.), or 12. Kt. takes Q. Kt., but with even 
less advantage than by the move in the text. 
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13. K. to Q’s 4th. 13. Q. to B's 7th (ch. 
14. K. to his 5th. 14. P. to Q’s 3rd (en. 
J5, К. takes Kt. 15. Q. to her 5th (ch) 


And Black wins. 


GAME THE FOURTH, 


(Arrange the men again according to the diagram.) 


WHITE. BLACK. 
7. K. Kt. P. takes P. 7. K. Kt. to B’s 3rd. 
8. P. to Q/s 4th. 8. P. to Q’s 3rd. 


Instead of 8. P. to Q’s 4th, you have a variety of moves at 
zommand. For the most important of these, viz., 8. B. takes 
K. B. P. (ch.), 8. Kt. takes K. Kt. P., 8. Q. to K's 2nd, 
8. Q. to К sq., and P. to К. Кв 8rd,.see Variations I., П., 
III, and IV. 


9. Kt. takes K. Kt. P. 9. Q. to Е 6th (ch.) 
10. K. to his sq. 10. Kt. takes Kt. 
If you play 10. К. to B's 2nd, your defence will be 1088 
prolonged. (e. g.) 


10. K. to B's 2nd. 10. B. takes Kt. 

11. P. takes B. 11. Kt. takes Kt. P. (ch.) 

12. K. to his sq. 12 Q. to Kt.'s 7th. 

13. R. to K. B's sq. 15. B. to К?з 2nd. 

14. B. to K's 2nd. 14. B. to K. R’s 5th (ch.) 

15. K. to Q's 2nd. 15. Kt. to B's 7th. 

Black should win, 

11. P. takes Kt. 11. B. to K's 2nd. 
12. R. to B's sq. 12. B. checks. 
13. К. to Q’s 2nd. 18. Q. B. takes P. 
14. B. to K's 2nd. 14. K.B.toKt.'s4th(ch.) 
15. K. to his sq. 15. Q. to R’s 5th (ch.) 
16. R. to K. B's 2nd. 16. K. B. takes Q. B. 
17. Q. takes B. 17. Q. B. takes K. B. 
18. K. takes D. 18. Q. takes K. P. (ch.) 
19. Q. to K's 3rd. 19. Q. takes Q. (ch.) 


He has a Pawn more and no inferiority of position. 
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VARIATION L., 
Beginning at White's 8th move. 
BLACK. 


WHITE. "d 
8. B. takes K. B. P. (ch.) 8. К. to his 2ud. 
9. B. to Q. B's 4th. 9. P. to Q’s 3rd. 
10. Kt. to Q/s 8rd. 10. P. takes P. 


1 you play 10. Kt. to К. B's 7th, he replies with 10. P. takes 
E ‚ and if 10. Kt. takes Kt. P. the following moves are pro- 
ible:— 


10. Kt. takes Kt. P. 10. Kt. takes Kt. 

11. P. takes Kt. 11. B. to К. Kt.'s 2nd. 

12. P. to K. R’s 3rd. 12. R. to B's sq. (ch.) 

13. K. to his 2nd. 13. R. to B's 7th (ch.) 

He has a winning position, ` 

11. Kt. to K. B's 2nd. 11. Q.B. to K. R's6th (ch.) 
12. Kt. takes B. 12. Q. takes Kt. (ch.) 
18, K. to his sq. 18. Kt. takes K. P 


His attack is irresistible. 


VARIATION II., 
Beginmng at White's 8th move.—(See diagram, as before.) 


WHITE. BLACK. 
8. Kt. takes K. Kt. P. 8. Kt. takes Kt. 


lf at move 8. you take K. B. P. with Kt., he answers with 
8. P, to Q's 4th, and speedily obtains a winning game, 
i T 
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9. P. takes Kt. 9. Q. to Вв 6th (ch ) 
10. K. to his sq. 10. P. to Q’s 4th. 


Should you play 10. K. to his B's 2nd, Blaek replies with 
10. Q. Kt. to B's 8rd; if then you move 11. P. to Q. B's 3rd, 
he plays 11. B. to K's 2nd, and wins; or if at the 11th move 
you play Q. to K. B’s 8rd, he can exchange Queens, and then 
win by checking with his Kt. at K’s 4th. 


11. B. to K’s 2nd. 11. Q. to R’s 5th (ch.) 
12. K. to B's sq. 12. P. to K. R’s 4th. 


He kas an excellent game. 


VARIATION III., 
Beginning at White's 8th move. —(See the diagram, as before.) 


WHITE, BLACK. 
8. Q. to K’s 2nd. 8. P. to Q's 8га 
You ean alsc move 8. Q. to К?з sq. ; for example,— 
8. Q. to K's sq. 8. Q. to R’s 6th (ch.) 
9. K. to his 2nd. 9. P. to Q's 3rd. 
10. Kt. takes К. Kt. P. 10. Kt. takes Kt. 
11. P. takes Kt. 11. B. takes P. (ch.) 
12. K. to B's 2nd. 12. K. B. to K's 2nd. 
23. Q. to К?з 3rd. 13. K. B. checks. 
14. K. to Kt.'s sq. 14. Q. B. to K. B's 6th. 
You cannot save the game. 
9. Kt. takes K. B. P. 9. P. takes P. 


You may here play 9. Kt. takes К. Kt. P., and proceed thus, — 
9. Kt. takes K. Kt. P. 9. Kt. takes Kt. 


10. P. takes Kt. 10. Q. B. tukes P. 

11. Q. to B's 2nd (best) 11. Q. B. to R’s 6th (ch.) 

12. K. to his 2nd. 12. Q. takes K. P. (ch.) 

13. Q. to K's 3rd, 13. Q. takes Q. (ch.) 

14. P. takes Q. 14. Q. Kt. to B's 3rd. 

He has the better game. 

10. Q. to K. B's 2nd. 10. Q. B. to R’s 6th (ch. 
12. K. to his sq. 12. Q. takes K. P. (ch. 
18. K. to Q’s sq. 13. Q. takes B. 


He must win, 
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Variation IV., 


Baginning at White's 8th move.—(Once more marshal {ле men 
according to the diagram.) 


WHITE, BLACK. 
8. P. to K. Кв 3rd. 8. P. takes K: R Р. 
9. Q. to K's sq. 9. Q. to K. Кез 4th. 


Instead of 9. Q. to K's sq., you can play 9. P. to Q’s 4th, or 
9. Kt. takes К. B. P. For example, in the first place — 


9. P. to Q’s 4th. 9. P. to Q's 3rd. 
10. Kt. to Q's 3rd, 10. Kt. to K. R’s 4th. 
11. Q. to K's sq. 11. Kt. to Kt.'s 6th (ch.) 
12. К. to Kt.'s sq. 12. К. to К. Kts sq. 
13. K. to R's 2nd. 13. Kt. to K's 7th. 
Winning easily. 
In the second place,— 
9. Kt. takes K. B. P. 9. P. to Q's 4th. 
10. B. takes Q. P. 10. Kt. takes B. 
11. Kt. takes R. 11. Q. to Kt.'s 6th. 
12. R. to К. Kt 's sq. 12. P. to К. R’s 7th. 
13. R. takes Q. 13. P. to R’s 8th (becoming a Q.) 
14. R. to Kt.’s sq. 14. B. to R’s 6th (ch.) 
Your game is gone. 
10. Kt. to his 4th. 10. Kt. takes Kt. 
ll. P. takes Kt. 11. Q. takes P. 
12. Q. to K's 2nd. 19. P. to K. Ris 4th, 
18. Q. Kt. to B's 3rd. 18. R. to K. Kt.'s sq. 
14. K. to his sq. 14. B. to K's 2nd. 


You might also exchange Queens, but that would unite his 
Pawns, and improve his game. 


15. Kt. to Q’s 5th. 15. Q. to R’s 5th (eh.) 
16. K. to Q’s sq. | 16. P. to Q. B's 3rd. 
17. Kt. to Q. B's 7th (ch.) 17. К. to Q's 23. 
18. Kt. takes Q. R. 18. P. to Q’s 4th. 
19. Q. to K's sq. 19. P. takes B. 

And wins. 


An attentive consideration of the foregoing examples will 
lead you to the conclusion, I think, that the Salvio defence, 
1 P to K's 4th, 2 P. to K. D's4th, 3 К. Kt. to B's 3rd, 4 В. to Q. B's 4th ; 

*P.to K's4th “* P. takes P. *P.toK. Kt’s4th ^" P.to К. Kt.’s 5th 
д Kt, to K's 5th K. to B’s sq. P. to Q's 4th 
9. та вагу C Коло k Rend 7: PtoK paom OF thet of 
т2 
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Cochrane, which varies from it in the transposition of Black's 


, K. to B's sq. P. to Q's 4th - à 
Gth and 7th moves, 6. pok pin 7 Kuti Rem’ 18 a safe 


and trustworthy method of opposing the King’s Gambit, and 
that the danger to be apprehended by the first player, in 
advancing his Pawn to K. Kt.’s 5th on the 4th move, is not 
that his opponent should play the Kt. to K’s 5th, and admit 
of the Salvio or Cochrane defence, but that he should leave 
his Kt. to be taken, and adopt the powerful and almost 
indefensible attack of the Muzio Gambit. 


GAMES 
ILLUSTRATING THE SALVIO AND COCHRANE GAMBITS. 


COR Game I.—Between Messrs. V. Н, der Laza and H—d of 


Berlin. 
waite. (Mr. H—) BLACK. (У. Н, d. L.) 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. P. to K. B's 4th. `2. Р. takes P. 
3. К. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th. 
4. K. B. to Q. B's 4th. 4, P. to K. Kt.'s 5th. 
5. Kt. to K's 5th. 5. Q. to R’s 5th (ch.) 
6. K. to B's sq. 6. K. Kt. to R's 3rd. 
7. P. to Q's 4th. 7. P. to K. B's 6th. 
8. P. to K. Kt.'s 3rd. 8. Q. to R’s 6th (ch.) 
9. K. to B's 2nd. 9. Q. to K. Kt.'s 7th (ch.) 
10. K. to his 3rd. 10. P. to K. B's 3rd.* 
ll. Kt. to Q's 3га, 11. K. Kt. to B's 2nd. 
12. Kt. to K. B's 4th. 12. K. B. to K. R’s 3rd. 
18. K. to Q's 3rd. 13. B. takes Kt. 
14. Q. B. takes B. 14. P. to Q. B's 3rd. 
15. Q. Kt. to B's 3rd. 15. Castles. 
16. Q. B. to Q's 6th. 16. P. to Q. Kt.'s 4th. 
17. B. takes Kt. (ch.) 17. R. takes B. 
18. P. to K. R's 3rd. 18. P. to Q. Kt.’s 5th. 
19. B. takes Q. Kt. P. 19. Q. B. to R’s 3rd (ch.) 
20. K. to his 3rd. 20. Q. takes K. Kt. P. 
21. Q, to К. Kt.'s sg 21. Q. to her B's 2nd. 
22. Q. takes P, (ch.) 22. R. to K. Kt.'s 2nd. 


23. Q. takes doubled P., and wins. 


—————— 


* The proper move is hat given by Silberschmidt, of P. to К. B's 4th. 
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wHITE. (M. La B.) 
P. to K's 4th. 

P. to K. B's 4th. 
K. Kt. to B's 3rd. 
K. B. to Q. B's 4th, 
Kt. to K's 5th. 

6. K. to B's sq. 

P. to К. Kt.'s 3rd.* 
K. to B's 2nd. 

K. to his 3rd. 

K. to Q's 3rd. 

В. takes P. 

P. to Q. B's 3rd. 

B. takes K. B. P. (ch.} 
K. B. to Q, Kt.'s 3rd. 
. K. to B's 2nd. 

Q. to K. B's sq. 

. Q. takes Q. 

. P. to Q's 3rd. 

. R. to К. К.’ sq. 
Ө. B. takes В. 

R. takes P. 

. Kt. takes Kt. 

. K, to B's sq. 

. Q. Kt. to Q's 2nd. 
. K. B. to Q's sq. 

. K. R. to Kt.'s sq. 
P. to Q. Kt.'s 3rd. 
. R. takes B. 

Kt. takes Kt. 

K. takes R. 


Ld 
H 


BLACK. 


п 

2. 

8. 

4. 

5. 

6. 

he 

8. 

9. 
10. 
11 
12. 
18; 
14, 
15. 
16. 
17. 
18. 
19. 
20. 
21. 
22. 
29; 
24. 
25. 
26. 
27. 
28. 
29. 
30. 

And wins. 
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+0 Gamez II.—Between /fessrs. La Bourdonnais and Cochrane, 


(Mr. C.) 

P. to K's 4th. 

P. takes P. 

P. to K. Kt.'s 4th. 

P. to K. Kt.'s 5th. 

Q. to K. R’s 5th (ch.) 
P. to K. B's 6th. 

9. to К. R's 6th (ch.) 
Q. to Kt.'s 7th (ch. 
B. to К. R’s 3rd (ch.) 
P. to Q's 4th. 

Q. Kt. to R’s 3rd. 

P. to Q. B's 3rd. 

K. to his 2nd. 

Q. Kt. to B's 4th (ch.) 
Q. Kt, takes K. P, 

Q. B. to K. B's 4th. 
Kt. to B's 7th (dis. ch. 
P. takes Q. 

Q. R. to Q's sq. 

K. Kt. takes B. 

Kt. takes Ө. P. 

B. takes Kt. (ch,} 

K. R. to B's sq. 

K. Kt. to B's 4th, 
Kt. to K's 6th. 

B. to K. B's 8th. 

K. R. to B's 7th. 

Kt. takes R. : 
Q. R. takes B. (ch.) 
R. takes Kt. (ch.)} 


41, Game IIL—From Mr. Cochrane’s Treatise. 


WHITE. 
Р. to K's 4th. 
P. to K. B's 4th. 
K. Kt. to B's 3rd. 
K. B. to Q. B's 4th. 
. Kt. to K's 5th. 


BRPED 


BLACK. 
P. to K’s 4th. 
P. takes P. 
P. to К. Kt.'s 4th, 
P. to Kt.'s 5th. 
Q. checks. 


* P. to Q's 4th is now considered *o be the best move. 
t The termination is played with Mr, Cochrane's characteristic bril 


lanoy, 
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6. K. to B's sq. 6. P. to K, B's 6th. 

7. Q. to K's sq. 7. P. takes P. (ch.) 

8. K. takes P. 8. Q. to К, R’s 6th (ch 

9. К. to his B's 2nd. 9. K. B. to Kt.'s 2nd. 
10. P. to Q's 4th. 10. P. to Q's 3rd. 
11. B. takes B. P. (ch.) 11. K. to his 2nd. 
12. B. takes K. Kt.* 12. R. takes B. 
13. К. Kt. to Q. B’s 4th, 13. Q. to К. B's 6th. (cL.) 
14. K. to Kt.'s sq. 14. B. takes Q. P. (ch.) 
15. B. to K's 3rd. 15. P. to К. Kt.'s 6th. 
16. P. to К. R’s 3rd.T 16. P. to Kt.'s 7th. 
17. К. R. to his 2nd. 17. Q. B. takes К. R. Р. 
18. Q. Kt. to Q's 2nd.t 18. Q. to K. B's 8th (ch.) 
19. Kt. takes Q. 19. P. takes Kt. 


Becoming a Q., giving check, double check, and mate, 


X4. Game IV.—Between MM. Kieseritzky and Michelet 


` 


waite. (M. М.) BLACK. (M. K.) 
le P. to K's 4th. l. P. to K's 4th. 
2, P. to K. B’s 4th. 2. P. takes P. 
3. K. Kt. to B's 3rd. 3. P. to К. Kt.'s 4th. 
4. B. to Q. B's 4th. 4. P, to K.. Kt.'s. 5th. 
5. Kt. to K's 5th. 5. Q. checks. 
€, K. to B's sq. 6. P. to K. B's 6th. 
7. P. to Q's 4th. 7. K. Kt. to B's 3rd. 
8. Q. Kt. to B's 3rd. 8. K. B. to Kt.'s 2nd. 
9. P. to К. Kt.'s 3rd. 9. Q. to K. R's 6th (ch.) 
10, K. to B's 2nd. 10. P. to Q's 3rd. 
11. Kt. takes K. B. P. 11. R. to B's sq. 
12. Kt. to K. Kt.’s Sth, 12. Q. to К. Kt.'s 7th (ch.) 
13. K. to his 3rd. 13. B. to К. Кз 3rd. 
14. K. to Q's 3rd. 14. Q. Kt. to B's 3rd. 
15. P. to Q. R’s 3rd. 15. B. takes Kt. 
16. Q. B. takes B. 16. Kt. takes К.Р. 
17. Q. to K's sq. 17. B. to К. B's 4th. 
18. Kt. takes Kt. 18. P. to К, B's 7th. 
19. Q. to K's 3rd. 19. K. to Q's 2nd. 
20. B. to Q's 5th. 20. Q. R. to K's sq. 
21. Q. R. to K. B's sq. 21. B. takes Kt. (ch.) 
22. В. takes B. 22. К. to К, B's 6th. 


ж If White check with his Ө, B., Black interposes К. В. and wins í 
Piece, 

T He has no better move. 

$ If the К. take the B., Black takes К. with Q., and presently wins the 
adverse Q. Or if, instead of taking the B., White check with his Q. at 
К, R's 4th, Black moves К. to his square, and wins in a few moves, 
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23. Q. takes К, 23. P. takes Q. 

24, B. to B's 5th (ch.) 24. R. to K’s 3rd. 

25. P. to Q's 5th, 25. Kt. to K's 4th (ch.) 
26. K. to Q's 4th. 26. P. to K. R's 4th. 
27. P. takes К, (ch.) 27. K. to his sq. 

28. Q. B. to K. B's 6th, 28. P. to K. R's 5th, 
29. B. takes Kt. 29. P, takes B. (ch.) 
30. K. takes P. 80. R. P, takes P, 


91. K, to his B's 6th, and wins. 


CHAPTER V. 
THE MUZIO GAMBIT 


ix the two defences to the King’s Gambit by Salvio and 
Cochrane just examined, when the second player for hie 
fourth move advances his P. to К. Kt.’s óth, attacking the 
Knight, White replies by moving his Knight to King's 5th, 
subjecting himself, as was shown, to a counter-attack, from 
which escape without loss is difficult if not impracticable, 
From this circumstance, apparently, originated the concep- 
tion of the * Muzio Gambit," wherein the first player insteac 
of removing the attacked Knight boldly abandons him, and by 
castling is enabled to bring an almost overwhelming array of 
forces to the immediate assault of the adverse King. 

The earliest knowledge of this magnificent variation, the 
most daring and brilliant, and at the same time, as modern 
discoveries have shown, the most sound and enduring method 
of attack yet known, is derived from Salvio, (Trattato del 
PInventione et Arte Liberale del Gioco di Scacchi. Naples, 
1604,) to whom it had been communicated by Signor Muzio as 
occurring in casual practice between Don Geronimo Cascio and 
another player. “ Dird un’ altro modo di Gambitto, il quale 
mai fu pensato, e per quanto mi venne riferito dal Signor 
Muzio, d' Alessandro, gentiluomo di molto garbo, e del Giuoco 
molto intendente;. suecedé, e col Signor Don Geronimo 
Cascio, così gran giuocatore, con un'altro giuocatore casual- 
mente." 

The chief works to be consulted upon the Muzio Gambit 
are Sarratt, 1813 and 1821, p. 346; Ghulam Kassim, 1829, 
Lewis, 1844, pp. 348-419; Jaenisch, vol. ii., pp. 222-2920, 
Walker, 1846, pp. 173-134, and the Geman “ Handbuch " 
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GAME THE FIRST. 


WHITE. BLACK. 
1. P. to K's 4th. . P. to K's 4th. 
2. P. to-K. D's 4th. . P. takes Р. 
8. K. Kt. to B's 3rd. ‚Р.Т, Kt.s 4th, 
4. K. B. to Q. B's 4th. . P. to К. Kt.s 5th. 


In abandoning the Knight at this point you have the choice 
of three different methods of procedure. In the first place, to 
castle, whieh is the long established and ordinary mode of 
play. Secondly, to move your Q. P. to Q’s 4th, as given in 
Koch, (Elementarbuch der Schachspielkunst, &e. Magdeburgh 
1828,) and Ghulam Kassim (dx Analysis of the Muzio Gam- 
bit, $c. Madras, 1829). And lastly, as suggested by the 
late Mr. Me Donnell, to play your Q. Kt. to B's 8rd sq. Let 
us proceed to consider these moves in the order above given, 
commencing in the present Chapter with 5. Castles, and re- 
serving б. P. to Q’s 4th and 5. Q. Kt. to B's 3rd for subsequent 
examination. 

5. Castles. 5. P. takes Kt. 

6. Q. takes P. (best) 6. Q. to K. B's 3rd (best) 

If instead of taking the P. you play 6. P. to Q’s 4th, Black 

speedily gains an advantage. (e. g. 


> со к ~ 


6. Р. to Q’s 4th. 6. P. to Q's 4th. 

7. B. takes Q. P. 7. Q. B. to K. Kt.'s 5th.. 

8. R. to B's 2nd. 8. P. to Q. B's 3rd. 

9. B. to Q. Kt.'s 3rd. 9. K. B. to Kt.'s 2nd. 
10. P. to Q. B's 3rd. 10. K. B. to K. R's 3rd. 
11. Q. Kt. to Q's 2nd. 11. K. Kt. to K's 2nd. 

&c., &c. 


Until the appearance of Mr. Sarratt's work, Black’s best 
defence, after you have taken the P. at move 6., was con- 
sidered to be 6. Q. to K's 2nd, but that and 6. P. to Q’s 8rd, 
and 6. B. to К. R’s 3rd, have given place to the move in the 
text of 6. Q. to K. B's 3rd, although the distinguished 
authors of the German ** Handbuch” are of opinion that Black 
may adopt any one of the three former without disadvantage. 
The variations arising from them will be shown hereafter. 
(See Game the Fourth.) 


7, P. to K's Sth. 7. Q. takes K. P. 
ТЕ you play 7. P. to Q. B's 3rd, he replies with 7. Q. Kt. to 
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B's 3rd, and upon your advancing 8. P. to Q's 4th, he takes 
it with his Kt. and has the better game. If you play 7. Р. 
to Q’s 3rd, he will аъ wer with 7. B. to К. R’s 8rd and 
maintain his advantage. Black’s best move apparently is to 
rake the Pawn; if he check with the Queen ut Q. Kt.'s 3rd, he 
takes her from the protection of his own King and drives youre 
to a safe refuge, 

8. P. to Q’s 8rd. 8. K. B. to К. Ws 3rå 


'The eight opening moves here given are generally allowed 
to be the best both for attack and defence which thie remark. 
cle Gambit admits. 

Mr. Ме Donnell originated a variation on your 8th move of 
8. P. to Q. Kt.’s 2nd; for the consequences of which see 
Game the Third, 

If Black on his last move play 8. Q. Kt. to B's 3rd, you 
reply with 9. Q. B. takes P., and will have an irresistible 
attack. 

He may play, however, 8. B. to Q. B's 4th (ch.), and after- 
wards 9. D. to K's 6th, upon which you can take Bishop with 
B., and if his Queen retake, can play Q. to К. R’s 5th, and 
then Q. Kt. to B's 3rd, with an excellent game. 

9. Q. B. to Q’s 2nd. 9. K. Kt. to K's 2nd. 
The best play for Black at move 9., whether you play 9. B, 
to Q's 2nd or 9. Q. Kt. to B's 3rd, appears to be 9. К. Kt. to 
K's 2nd ; if he replies to both with that move, it is of course 
indifferent which you play first. 

10. Q. Kt. to B's 3rd. 10. Q. Kt. to B's 3rd. 
Opinions are divided upon Black’s 10th move, some players 
advocating the move now given, while others prefer the more 
defensive one of 10. P. to Q. B's 8rd, for the consequences of 
which see Game the Second. 

11. Q, К. to К sq. 
R-K ly 12. Rito Ris yor nh 
Black can also play 12. P. to Q’s 3rd, but as the following 
train of moves wil! show, with less advantage. 
12. P. to Q’s 3rd. 


18. Q. Kt. to Q's 5th. 
14. R. takes Kt. 
ЫШ 15. Q. B. # Kt.'s 4th. 


to win. 


13. Q. Kt. to K's 4th. 
14. P. takes R. 


e qo GR~ ROY 


X11. о. to B's 4th (oh. X Q- & 62, 
L2-Q-Kt-toQs5th. ор 


E 
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13. R. takes Kt. (ch.) 18. K. takes R. 
He can also take the R. with his Q., as in the following :— 
13. Q. takes R. 


14. Q. to K. R’s 5th. 14. Kt. to K's 3rd. 
15. Q. takes D. 15. Q. to K. Kt.'s 4th. 
16. Q. takes Q. 16. Kt. takes Q. 


17. Kt. to Q. Kt.'s 5th. 17. K. to Q's ва, 
18. Q. B. to his 3rd. 
And you win, 
24. Kt. to Q's 5th (ch.) 14. К. to Q's sq. 
15 Q.to К. R’s Sth. 15. Q. to K. B's sq. 


The German ** Handbuch" and other authorities now pursue 
the game as follows :— 


16. Q. B. takes P. 16. B. takes B. 
17. R. takes B. 17. Kt. to K's 3rd, 
18. Q. to K. R’s 4th (ch.) 18. K. to his sq. 
19. Kt. to К, B's 6th (ch.) 19. K. to Q’s sq. 


Aud the game is dismissed as drawn by perpetual check. I 
venture to think, however, it will not be difficult to show 
that with a slight variation in White’s play he can win 
instead of draw the game. Let us suppose at move 16. 
instead of Q. B. takes P. that you play— 


16. ©. to К. Кв 4th (ch.) 16. P. to B's 3rd. 


{f he play 16. B. to K. Kt.'s 4th, you take it, checking, and 
ought certain-y to win; and if he play К. to his sq., ог Q. to 
K’s 2nd, you obviously mate on the move. 


17. Q. B. takes P. 17. B. takes B. 


If instead of taking the Bishop he play 17. B. to K. Kt.’s 
2nd, you win easily by 18. B. takes Q. B. P. (ch.), and 19. 
Q. takes Kt.; so also if he move 18. Kt. to K. B's 4th you 
reply with 19. B. takes Q. B. P. (ch.), followed by 19. Q. to 
K. Кв 5th, and 20. Kt. takes К. В. P. (ch.), &e.; and if, 
fina:ly, at move 18. he play otherwise, you can take В. with 
B., and bis game is hopeless, 
18. R. takes B. 18. Kt. to Q. B's 3rd. 

I believe he has no better move. If 18. P. to Q’s 8rd, or 
18. P. to Q. B's 3rd, or 18. Kt. to K’s 8rd, you can take 


K. B. P. with R., end the discovered check afterwards is fatal 
t9 him, 
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19. К. takes K. В. Р. 19. Q. to K's sq. 
He has no way of averting the mate. 
20. R. to B's 8th (dis. ch.) 20. Kt. to K’s 2nd, 


21. Q. takes Kt. 
Mate. 


GAME THE SECOND. 
Varying from the preceding at Black's 10th move. 


WHITE, 


BLACK. 


At this point in the prior game, Black played 10. Q. Kt. to 
B's 9rd: we have now to consider the effect of his moving 
10. P. to Q. B's 8rd, which seems generally preferred to the 
former. 


10. P. to Q. B's 8rd. 
11. Q. R. to K's sq. 11. Q. to her B's 4th (ch.) 
Sarratt’s move of 11. Kt. to K's 4th is not so strong as 
11, Q. R. to K's sq. 


12. K. to Кв sq. 12. P. to Q's 4th. 


At this stage I believe an opportunity occurs for strengthening 
the attack which has been overlooked. Instead of retiring the 
King to Rook’s sq., I would suggest 12. R. to К. B's 2nd, by 
which you are enabled to double your Rooks at the proper 
cem and eontiuue the assault with augmented force and 
effect. 
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13. Q. to K. Is Sth. i 18. Q. to her 3rd. 
14. В. takes Q. P. 14. P. takes B. 


If he castle at his 14th move, the chief authorities recommend 

you to take the Kt. with your R. Black then takes the B. 

with P. as his best move. You take P. with Kt., he answers 

with Q. Kt. to B's 3rd; you must then take the P. with your 

Q. B., and, after the exchange of Bishops, he will take one of 

the Rooks with his Q., leaving you with a Q and Kt. against 

two Rooks and two minor Pieces. With the best play the 
game ought perhaps to be drawn. The German “ Handbuch” 
remarks, that if Black castles at move 14., you can retire the 

B. to Q. Kt.'s 3rd, not having a bad game. Should Black, at 

his 14th move, instead of castling or playing as in the text, 

move Q. to К. Кё.’ 3rd, the game proceeds as follows :— 
14. Q. to К. Kt.'s 3rd. 
15. R. takes Kt. (ch.) 15. K. takes R. 

(You may also play 15. Q. to К?з 5th, and have an excellent game. If 
he play 15. K. to Q's sq., you move 16. Q. to K's 5th, and on his 
interposing the Q. B. at Q's 2nd, you can take 17. Q. B. with R., 
and K. R. with Q., and have a capital attack.) 

16. Q. to K's 5th (ch.) 16. Q. B. to. K's 3rd (best) 
17. B. takes B. 17. B. to K. Kt.'s 2nd. 

(If he play 17. Q. Kt. to Q's 2nd, you check, first with the Kt., then 
with the B., and afterwards take his К. R., having the better game. If 
he play 17. Q. to K. Kt.'s 2nd, you may reply with 18. Q. to her B's 
5th (ch.), and win; and if 17. P. takes B., then you take his K. R., 
having the advantage, play as he can.) 

18. Q. to Q. B's 7th (ch.) 18. K. to B's 3rd. 

(The German “ Handbuch” advises you to play 18. Kt. to Q's 5th, which 
is a good move, but not so strong, I think, as the above. If Black now 
take the В. with his K., you play R. to К?з sq. (ch.), and win; if 
he play 18, K. to his sq., you take K. B. P. with B. (ch.), winning his 
Q. If he move 18. Kt. to Q's 2nd, you take the Kt. (ch.), and then 
play R. takes P., winning easily.) 

19. Kt. to K's 4th (ch.) 
And he must give up his Q. or be mated in two more moves. 

15. Kt. takes Q. P. 15. Q. Kt. to B's 3rd. 

16. Q. B. to his 3rd. 16. Q. to K. Kt.'s 3rd. 
Itis not good, at your 16th move, to play 16. B. to Q. Kt.'s 
4th, or 16, R. takes Kt., because in the one ease he would 
answer with 16. Q. Kt. takes B., and on your then taking Kt. 
with R., would move K. to Q/s sq.; and in the other case, of 
immediately taking off the Kt. with R., he would first take 
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R. with Kt., and when you played K. R. to K's sq., he might 
castle, or attack your Q. with Q. B., having the better game. 

If at move 16. Black castle, or move his К. R. instead of 
playing Q. to K. Kt.’s 8rd, you cheek with the Kt. at K. B's 
6th, and haye the advantage. Не may, however, play 16. K. to 
B's sq., whereupon you can take Kt. with Kt., afterwards сар- 
turing his K. R. His best play appears to be that in the 
text. 

17. R. takes Kt. (ch.) 17. К. to B's sq. 

This seems stronger for you than 17. Q. takes Q. If Biack 
play 17. Kt. takes R., you answer with Q. to K's 5th. 

The move now given for your 18th is Q. takes Q., and after 
this exchange, with the best play on both sides, I do not 
think the game in your favour. In preference to repeating 
the leading variations from this point, all of which are well 
known, and may be found in Jaenisch, vol. ii. p. 228, I venture 
to subjoin a mode of carrying on the attack, which has at 
least the merit of novelty to recommend it, and which seems 
to present some points of interest. The following are the 
most important moves :— 

18. R. to K's 8th (ch.) 18. K. takes R. 

19. Kt. to K. B's 6th (ch.) 19. К, to B's sq. 


If he play 19. K. to Q’s sq., mate is inevitable in a few moves. 
(See the Variation.) 

20. Q. to her B's 5th (ch.) 20. Kt.toK's2nd (best) 
If he play К. to Kt.’s 2nd, you have, at the very least, a 
drawn game through the dangerous check by discovery. 

21. R. to K's sq. 21. Q. B. to K's 9rd. 

22. Kt. to Q/s 7th (ch.) 29. Q. B. takes Kt. 

If, instead of taking the Kt., Black plays his К, to Kt.'s 8q., 
or K's sq., you can, at least, draw the game by perpetual 
check. 

28. Q. takes Kt. (ch.) 23. K. to Kt.'s sq. 

24. Q. takes B. 24. Q. R. to К, B's gg, 

25. 9. takes Q. Kt. Р. 

And the game is about even. 
As before remarked, I think the attack, in a majority of the 
variatior.s which arise in this game, may be strengthened by 
your interposing the K. R. at move 12. instead of retreating 
the K, 


986 CHESS-PLAYER’S HANDBOOK, 


VARIATION, 


Beginning at Black's 19th move. 


WHITH. BLACK. 
19. K. to Q/s sq. 
20. Q. to her 5th (ch.) 20. K. to Q. B’s 2nd. 
If he move otherwise mate follows immediately. 
21. B. to K's 5th (ch.) 21. Kt. takes B. 


If he play 21. K. to Q. Kt.'s 3rd, you will end the game moro 
expeditiously. (e. g.) 
21. K. to Kt.'s 3rd. 
22. Q. to Q. Kt.’s 3rd (ch.) 22. К. to R’s 3rd. 


(If he move 22. К. to R’s 4th, you mate in three moves. If he interpose 
the Kt., you take it, and then mate in tbree moves also.) 


23. Q. to B's 4th (ch.) 23. P. to Kt.’s 4th (best) 
24. Q. takes Kt. (ch.) 
And you mate in three more moves. 

22. Q. takes Kt. (ch.) 22. К. to B's 3rd к) 

28. Q. to her 5th (ch.) 28. К. to Kt.'s 2rd. 
K. to B's 2nd is obviously fatal, from 24. Q. to B's 5th (ch), 
Хе, 

24. 9. to her 6th (ch.) 24. K. to R’s 4th. 
If 24. К. to Kt.'s 4th, you will mate in three moves. 

25, Q. to her B's 5th (ch.) 25. К. to Кв 8rd. 
Should he play 25. P. to Q. Kt.’s 4th, your reply may be 
26. P. to Q. Rs 4th, with the object of afterwards advancing 
Р. to Q. Kt.'s 5th, and then mating with the Rook or with the 
Queen. 

26. Q. to B's 4th (ch.) 26. P. to Q. Kt.'s 4th. 
If he play 26. K. to R’s 4th, then follow 27. P. to Q. R’s 4th, 
and 28. Р. to Q. Kt.’s 5th. But if he move 26. К. to Kt.'s 
3rd, you check with the Kt. at Q/s 5th, and mate in two more 
moves. j 

27. Q. to B’s 6th (ch.) 27. К. to R’s 4th. 

28. P. to Q. R’s 4th. 

Aud he cannot possibly save the game, 


-—— ——— 


KING'S GAMBIT, 287 


GAME THE THIRD. 
Varying from the former at White's 8th move, 


BLACK. 


8. P. to Q. Kt.'s 3rd. 8. Q. takes R. (best) 
This move of 8. P. to Q. Kt.’s 3rd is a suggestion of Mr 
MeDonnel's. It is ingenious, but much inferior to the 
ordinary course of 8. P. to Q’s 3rd. 

Instead of capturing the R., Black may play 8. Q. Kt. to 
В? 3rd, and the following moves are probable :— 


8. Q. Kt. to B's 3rd. 


9. Q. Kt. to B's 3rd. 9. Q. Kt. to Q's 5th. 
10. Q. to К. B's 2nd. 10. K. B. to Q. B's 4th. 
11. K. to R’s sq. 11. Kt. to K's 3rd. 
Black has the better game. 
9. Q. Kt. to B's 3rd. 9. K. B.toQ. B’s 4th (ch.) 
10. К. to R’s sq. 10. K. Kt. to K's 2nd. 
11. P. to Q’s 4th. 11. B. takes Q. P. 


You may at move 11. play Q. takes doubled P. and proceed 
thus:— 
11. Q. takes P. 11. R. to K. B's sq. 
(The “ Handbuch” suggests for Black 11. P. to К. B's 4th also.) 
12. B.takes K. B. P. (ch.) 12. K. to Q's sq. 


13. P. to Q's 4th. 13. Р. to Q's 4th. 
14. Q. to K. R's 6th. 14. R. takes B. 
15. R. takes R, 15. 9. В. to Q’s 2nd. 


Не ought to win. 
12, В. takes К. B. Р, (ch.) 12. К, to Q's sq, 
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І at move 12. you play Q. takes doubled P., he should, as hia 
best, take Q. B. with Ө. 


18. B. to Q’s 2nd. 18. Q. takes Ж, (ch.) 
14. Q. takes Q. 14. К. to К. B’s sq. 
15. Q, takes Р. 15. B. takes Kt. 

16. B. takes B. 16. P. to Q's 3rd. 


Black has the advantage. 


GAME THE FOURTH. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
3. K. Kt. to B's 8rd. 8. P. to К. Kt.s 4th, 
4. B. to Q. B's 4th. 4. P. to K. Kt.'s 5th. 
5. Castles. 5. P. takes К. 
6. Q. takes P. 6. К. B. to K. R’s 8rd, 


In the present game our attention must be directed to the 
effect of Black's playing, at his 6th move, К. B. to К'в 3rd, 
6. P. to Ов 3rd, and 6. Q. to K's 2nd. For the two latte; 
see Variations I. and II. 

7. P. to Q’s 4th. Т. Q. Kt. to B's 3rd. 


You may also play, as proposed by the ** Handbuch," 7. P. to 
K's 5th, or 7. Q. Kt. to B's 3rd. 


8. Q. Kt. to B's 8rd. 8. K.. takes Q. P. 


If you move 8. ©. В. takes P., Black’s reply will be 8. 9. to 
K. B's 3rd. 


9. Q. to K. R’s 5th. 9. Q. Kt. to K’s 3rd. 
10. Q. B. takes P. 10. B. takes B. 
11. R. takes B. 11. Q. to K’s 2nd, 
12. B. takes Kt. 12. Q. P. takes B. 


13. Q. R. to K. B’s sq. 
: You must win. 


VARIATION I., 


Beginning at Black's 6th move. 
WHITE. BLAOK. 
. P. ta Кв 4th. 1. P. to K’s 4th. 
. P. to K, B's 4th. 2. P. takes P. 


Noe 


КИРЕ 
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8. К. Kt. to B's 8rd. 9. P. to К, Kt.’s 4th. 
4. K. B. to Q. B's 4th. 4. P. to K. Kt.'s 5th. 
5. Castles. 5. P. takes Kt. 

6. Q. takes P. 6. P. to Q’s 8rd. 


His present move, as well as 6. B. to К. R's 3rd, the German 
" Handbuch" observes will certainly enable Black to bring 
about a drawn game, 

If he ventures 6. P. to Q’s 4th, you can take the P. with your 
B., and if then he play P. to Q. B's 3rd, you should take the 
K. B. P. with B. (ch.), after which you would have a remark- 
ably strong attack. 


5. P. to Q's 4th. 7. B. to К. в 3rd. 

8. Q. B. takes P. 8. B. takes B. 

9. Q. takes B. 9. Q. to K's 2nd. 
10. B. takes K. B. P. (ch.) 10. K. to Q’s sq 


11. P. to K's Sth. 
With a capital opening. 


VARIATION II., 
Beginning at Blacks 6th move. 
WHITE. BLACK. 
1. P. to K's 4th. P. to K's 4th. 
2. P. to К. B's 4th. P. takes P. 
3. K. Kt. to B’s 3rd. . P. to K. Kt.'s 4th, 
4. K. B. to Q. B's 4th. P. to К. Kt.’s 5th. 
5. Castles. P. takes Kt. 
6. Q. takes P. Q. to K's 2nd. 


The move of 6. Q. to K's 2nd was first given, in this defence, 
by Salvio, and was long considered the best. It is now 
acknowledged to be inferior to 6. Q. to B’s 3rd, although the 
authors of the “ Handbuch" consider, with good play, it ought 
to produce a drawn game. 


7. P. to Q's 4th. т. Q. Kt. to B's 3rd., 
He might also play 7. К. B. to R’s 8rd, but with even less 
advantage. 

8. Q. takes Р. 8. Kt. takes Q. P. 


If you play 8. P. to Q. B's 3rd, he can reply with 8. Q. Kt. 
to Кв 4th. You may, however, play 8. Q. B. takes P.. and 
then the following variation is probable. 


M 
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8. Q. В. takes P. 8. Kt. takes Q. Р. 

9. Q. to K. R's 5th. 9. Kt. to K's3rd, (best) 
10. B. takes Kt. 10., Q. P. takes B. 
11. B. to K's 5th. 1l. Q. to B's 4th (eh.) 
12. K. to R's sq. 12. K. Kt. to R's 3rd. 
13. P. to Q. Kt.'s 4th. 13. Q. to B's 5th. 
14. Q. Kt. to Q's 2nd. 14. Q. takes Q. B. P. 
15. B. :akes R. 15. Q. takes Kt. 

16. Q. R. to Q's sq. 16. Q. to K's 6th. 


17. B. to K. B's 6th. 
He has a bad game. 


9. B. takes K. B. P. (ch.) 9. К. to Q's sq. 

16. Q. Kt. to B's 8rd. 10. K. Kt. to R’s 8rd. 
11. Q. B. to K's 3rd. 11. Q. Kt. to K's 8rd. 
12. K. B. takes Kt. 19. Q. takes B. 

13. Q. Kt. to Q’s 5th. 13. P. to Q’s 3rd. 

14. Q. to К. R's 4th (ch.) 


You ought to win. 


GAME THE FIFTH. 


Коон AND GHULAM Kasstm’s ATTACK. 
WHITE. BLACK. 
> P-O Ks 4th, . P. to K’s 4th. 
. P. to К. B's 4th. . P. takes P. 
. K. Kt. to B's 3rd. . P. to К. Kt.'s 4th. 
. K. B. to Q. B's 4th. РОКОКО B oth 
. P. to Q's 4th. . P. takes Kt. 


This ingenious departure from the customary way of pursuing 
the attack is given by Koch, who states that it was communi- 
cated to him by the late Lieutenant-Colonel Donop, who told 
him that, while Commander of Brussels, he often played at 
the chess club there with an Englishman, who usually adopted 
‚ this move, and invariably won by it. Shortly after the pub- 
lication of Koch's book, Ghulam Kassim produced a more skil- 
ful and elaborate analysis of this attack, the whole of which 
will be found in Lewis's last treatise. 
6. Q. takes P. 6. P. to Q's 4th. 
You may obtain a strong but hazardous attack by castling 
instead of taking the Pawn. Black plays the best move. If, 
instead of advancing the 9. P., he move 6. 9. to К. B's 3rd, 
you play on the K. P. If he attempt to protect the gambit 
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P. by б, B. to К. R’s 9rd, you castle and reduce the game to 
а regular Muzio. If he bring out his Q. Kt. you ean take the 
P. with Q. B., and when he takes Q. P. with Kt. you should 
capture the K. B. P. with your B. (ch.), and you will have 
the better game. He has, however, also the choice of 6. P. 
to Q’s 3rd, and 6. Q. to К. R’s 5th (ch.), for which see Varia- 
tion II. 


7. К. B. takes Q. P. 7. P. to Q. B's 3rd. 


The authors of the German * Handbuch" suggest 7. K. Kt. 
to B's 3rd for Black’s 7th move, but they have not proved 
its validity; but let us suppose— 
7. K. Kt. to B's 3rd. 
8. Castles. 8. Kt. takes B. 

(If he play 8. P. to Q. B's 3rd, you may first take the K. B. P. with tho 
B. (ch.), and then move P. to Q. B's 3rd, having a deficiency in Pieces, 
but a strong attack.) 

9. P. takes Kt. 9. Q. to K. B's 3rd. 
(He might also play 9. K. B. to Q's 3rd, but you would obtain a strong 
position by first checking with the К. and then playing P. to Q. B's 4th.) 

10. B. takes P. 10. Q. takes Q. P. (ch.) 

(You might, at your 10th move, instead of giving up the Q. P., play 
Q. to K's 4th (ch.), and then take the P. with Q. B.) 
11. B. to K's 3rd. 11. Q. to K. R’s 5th. 
12. Q. Kt. to Q’s 2nd. 12. K. B. to Q's 3rd. 
13. Q.takes K. B. P. (ch.) 13. K. to Q’s sq. 
14. Kt. to K. B's 3rd. 

And you must win. 


8. B. to Q. Kt.'s 3rd. 8. Q. takes Q. P. 


You may likewise play 8. B. takes К. B. P. (ch.) See 
Variation I. 


9. Q. B. takes P. 9. K. Kt. to B's 8rd. 
If he take Q. Kt. P. you can play 10. Q. to К. R’s 5th. 
10. Q. Kt. to Q’s 2nd. 10. Q. B.to K. Kt.'s 5th. 
11. Q. to К. Kt.'s 3rd. 11. K. Kt. takes P. 


He may at move 11. play Q. Kt. to Q’s 2nd, upon which you 
reply with 12. P. to Q. B's 3rd, and then proceed as follows :— 


11. Q. Kt, to Q's 2nd. 


12. Р. to Ө. B's 3rd. 12. Q. to her B's 4th, 
13. P. to K's 5th. 13. Castles. 
14. P. takes Kt. 14. Kt. takes P. 


(Black ean draw the game by checking first with his Rook at move 14, 
and then with the Bishop at K's 7th, on the next тпоуе,) 
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15. B, to K's 3rd. 15. R. to K's sq. 
16. Kt. to Q. D's 4th. 
The game is equal. 


12. Q. Kt. takes Kt. 12. Q. takes Kt. (ch. 
If you play 12. Q. takes B., he can then play 12. Q. to 
K. B's 7th (ch.) and 18. Q. takes Kt. (ch.), followed by 
14. Kt. to К. B's 7th (ch.), &c. 

18. К, to Q’s 2nd. 

You have the better game. 


VARIATION I., 
Beginning at White's 8th move. 


BLACK. 


In the previous example you adopted the safer course of 
retreating the D. to Q. Kt.’s 8rd; you may, however, acquire 
a very powerful attack by sacrificing the Bishop at this june- 
ture. 

8. B. takes К. B. P. (ch.) - . 8. K. takes B. 

9. Q. B. takes P. 9. K. Kt. to B's 3rd. 
You may also take the P. with your Q. (ch.), in which case 
he will interpose his K. Kt. and have the better game. (e. g.) 


9. Q. takes P. (ch.) 9. K. Kt. to B's 3rd. 
if he interpose the Q. you can check at Q. B's 7th, and get the advantage.) 
10. P. to K's 5th. 10. K. B. to Kt.'s 2nd. 
11. Castles. 11. К. К. to К. B's sq. 
12. Q. to К. R’s 4th. 12. К. to Kt.'s sq. 


Should you take the Kt. instead of playing your Q. to K. R's 4th, hia 
hest move is К. to Кїз sq.) 
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13. Q. B. to К, Kt.’s 5th. 13. Q. Kt. to Q's 2nd. 
14. Q. Kt. to B's 3rd. 14. Р, to К. R’s 3rd. 
Black must win. 


10. P. to Q. B's 3rd. 10. Q.B. toK. Kt.'s5th. 
I prefer Black's game. 

The latter variations serve to demonstrate that the sacrifice 
of the Bishop at move 8. is not so good as retreating him to 
Q. B's 3rd. I am not sure, however, that your proper move 
after 8. B. takes K. B. P., and 8. K. takes B., is not 9. Q. to 
К. R's 5th (ch.), at least, as far as my examination goes, you 
obtain a more enduring attack than by the other methods, 
and I regret that the very limited space I have now at 
command, forbids the insertion of the variations. 


VARIATION II., 
Beginning at Black's 6th move. 


WHITE. BLACK, 
1. P. to K’s 4th. 1. P. to K’s 4th. 
9. P. to K. B's 4th. 2. P. takes P. 
8. K. Kt. to B's 8rd. 8. P. to K. Kt.'s 4th. 
4. B. to Q. B's 4th. 4. P. to К. Kt.’s 5th. 
5. P. to Q's 4th. 5. P. takes Kt. 
6. Q. takes P. 6. P. to Q’s 3rd. 


As was before observed, he may also play 6. Q. to К. Is óth . 
(ch.), and pursue the game as follows,— 
6. Q. to К. Кз 5th (ch.) 
7. P. to К. Кїз 3rd. 7. Q, to K. R’s 6th. 
8. Q. B. takes P. 8. P. to K, B's 3rd. 
9. Q. Kt. to Q's 2nd. 
With an excellent game. 


7. Castles. 7. Q. to K. B's 3rd. 

8. 9. Kt. to Кв 8rd. 8. Q. takes Q. P, (ch.) 

9. К. to R’s sq. 9. К. B. to R's 8rd. 
10. Q. B. takes P. 10. Q. to K. B's 3rd. 


If he play 10. Q. takes Q. Kt. P., you get a speedier advan. 
tage by 11. Q. Kt. to his 5th. 


11. Q. to K's 8rd. 11. Q. to K. Kt.'s 3rd 
12. P. to K's 5th. 12. B. takes B. 
18. R. takes B. 18. B. to Кв 3rd. 


14. P. takes Q. P. 
You have & capital attack. 
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GAME THE SIXTH. 


Mo DONNELL’S ATTACK. 


WHITE, BLACK. 
1. P. to K’s 4th. . P. to K's 4th, 
9. P. to K. B's 4th. . P. takes Р. 
3. K. Kt. to B's 3rd. P. to K. Kt.'s 4th. 
4. K. B. to Q. B's 4th. P. to К. Kts 5th. 
5. Q. Kt. to B's 8rd. P. takes Kt. 


The move of 5. ©. Kt. to B's 8rd, which Mr. Ме Donnell 
sometimes adopted instead of castling, at this stage of tho 
opening, leads to many interesting combinations, but appears 
to be less advantageous to you than the old move of castling. 


6. Q. takes P. 6. P. to Q’s 4th. 


Fhe sacrifice of this P. is recommended by La Bourdonnais. 
The “Handbuch” suggests that perhaps a simple defence 
might be adopted by playing 6. P. to Q's 3rd, and if you 
then take the gambit P. with Q., he might play 7. Q. B. to 
K's 3rd, а move which is inadmissible in the ordinary Мило. 

He may also for his 6th move play Q. to K. B's 3rd, as in 
the following fragment of a game between La Bourdonnais 
and Me Donnell, the latter playing the attack. 


6. Q. to K. B's 3rd. 


DA o e 


7. Kt. to Q's 5th. 7. Q. to K's 4th. 
8. P. to Q. B's 3rd. 8. B. to K. R's 3rd. 
9. P. to Q's 4th. 9. Q. to her 3rd. 

10. P. to K's 5th. 10. Q. to her B's 3rd. 


11. B. to Q. Kt.'s 5th. 11. Q. to К. Kt.'s 3rd, 
12. Kt. takes Q. В.Р. (ch.) ` 
With a fine game. 


7. B. takes 9. P. 7. P. to ©. B's 8rd. 
8. B. to Q. Kt.’s 8rd. 8. Q. B. to K's 8rd. 


You may now get a lively but not very sound attack by 
playing as follows, instead of 8, B. to Q. Kt.’s 3rd. 


8. B. takes К. B. P. (ch.) 8. К. takes B. 
9. Q. to K. R’s 5th (ch.) 9. K. to Kt.'s 2nd. 


(If at move 9. you advance Р. to Q's 4th, he replies with 9. Kt. to 
K. B's 3rd ; and if you then play 10. P. to K's 5th, he moves 10, K. B. 
to Kt.'s 2nd, and on your taking P. with Q. B., he plays 11. К. to K’a 
sq., having a better game than you can boast.) 


bo 
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10. P. to Q’s 4th. 10. Q. B. to K's 3rd. 

11. Q. B. takes P. 11. Q. B. to К, B's 2nd. 

12. B. to K's 5th (ch.) 12. Kt. to B's 3rd. 

13. Q. to K. Kt.’s5th(ch.) 13. Q. B. to К. Kt.’s 3rd. 
He will soon be out of danger. 


9, B. takes B. 9. P. takes B. 
10, Q. to К. R’s 5th (ch.) 10. K. to Q’s 2nd. 
11. P. to Q’s 4th. 11. Q. to K. B's 3rd. 
12. P. to K's 5th. 12. Q. to K. B's 4th. 
You may castle at your 12th move, and proceed thus :— 
12. Castles. 12.. Q. to К. Kt.'s 3rd. 
13. Q. to Q. R's 5th. 13. Q. Kt. to R's 3rd. 
14. В. takes Р. 14. K. B. to Q. Kt.'s 5th. 
15. Q. to her R’s 4th. 15. K. Kt. to K's 2nd. 
He has the advantage. 
13. Q. to K. B's 3rd. 18. K. B. to Q. Kt.'s 5th. 
14. Q. B. takes P. 14. K. Kt. to K's 2nd. 
15. Castles on K's side. 15. B. takes Kt. 
16. P. takes B. 16. Q. Kt. to Is 3rd. 


The game is in his favour. 
As the ** Handbuch " remarks, these variations tend to prove 
that Mr. MeDonnell's move of 5. Q. Kt. to B's 3rd is not so 
potent as the usual course of castling. 

Our examination of this beautiful Gambit would be imper- 
fect without some notice of a variation in the opening, where 
the first player, instead of abandoning the Knight at his 5th 
move, sacrifices his Bishop by taking the K. B. Pawn, 
cliecking. This attack is not, strictly speaking, a part of the 
Muzio Gambit, but it is so intimately associated with it that 
I think it better to consider them both under the same head. 
The chief writers who have considered this sacrifice appear 
to be Ercole del Rio (Lolli, p. 221); Sarratt, 1808, p. 76; 
Allgaier, tab. v.; Lewis, 1843, p. 307; Walker, 1841, p. 116, 
and the German ** Handbuch." 


GAME THE SEVENTH. 
WHITE. BLACK. 
. P. to K’s 4th. . P. to K's 4th. 
. P. to K. B's 4th. . P. takes P. 
. K. Kt. to B's 8rd. . P. to K. Kt.'s 4th. 
. B. to Q. B's 4th. . P. to К. Kt.’s 5th. 
. B. takes К. B. P. (ch.) . K. takes B. 


ет da cob ~ 
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This sacrifice is far less recommendable than giving up the 
Kt., the attack being weaker and the defence sure and not 
difficult to discover. 

6, Kt. to K's 5th (ch.) 6. K. to his sq. 
If he move, as given by Greco, 6. K. to his 3rd, you wili 


win. (e. g. 
(е. g.) 6. К. to his 3rd, 


7. Q. takes Kt. P. (ch.) 7. K. takes Kt. 

8. Q. to K. B's 5th (ch.) 8. K. to Q's 3rd. 

9. P. to Q's 4th. 9. К, B. to Kt.'s 2nd. 
10. B. takes P. (ch.) 10. K. to his 2nd. 

11. B. to К; Kt.’s5th(ch.) 11. B. to B's 3rd. 

12. Castles. 12. Q. to К, B's sq. 
13. Q. to K's 5th (ch.) 

And wins. 
7. Q. takes P. 7. K. Kt. to B's 3rd. 


Lolli's ingenious but weaker defence consisted in now playing 
7. Q. to К, B's 3rd, and pursuing the game as follows :— 
7. Q. to К. B's 3rd. 
8. Q. to R's 5th (ch.) 8. K. to his 2nd. 
9. Kt. to К. B's 7th. 9. Q. takes Kt. 
(You can also play 9. Q. Kt. to B's 3rd.) 
10. Q. to K's 5th (ch.) 10. Q. to K's 3rd (best) 
11. Q. takes В... 11. К, Kt. to B’s 3rd. 
It was formerly considered that the White Queen could now escape only 
by some sacrifice, and Ponziani declased it to be impossible, after the 
move of 11. Kt. to К. B's 3rd, to save her. The German ** Handbuch ” 
shows, however, that she may be extricated without incurring any loss 
and remarks that it is not advisable, therefore, for Black to play with the 
idea of winning her. 


12. Castles (best) 12. P. to Q's 3rd. 

13. Q. Kt. to B's 3rd, 13. P. to Q. B's 3rd. 
14. R. takes K. B. P. 14. Q. Kt. to Q's 2nd. 
15. P. to Q's 4th. 15. Q. to K. B's 2nd. 
16. P. to K's 5th. 16. P. takes P. 

17. P. takes P. 17. Q. Kt. takes P. 


18. P. to Q. Kt.'s 3rd. 18. Q. Kt. to К, Kt.'s 3rd. 

19. B. to Ө. R’s 3rd (ch.) 19. K. to his sq. 

20. R. takes К. Kt. 20. Kt. takes Ө, 

21. К. takes Q. 21. Kt. takes К, 

22, R. to К?з sq. (ch.) 

With a better game. 

Jt would thus appear that Lolli’s move of 7. Q. to К. B's 3rd, however 
ingenious, is not so trustworthy a defence аз 7. Kt. to К. B's 3rd. Let 
us now follow out the result of that mode of operation. 
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8. P. to Qs 3rd. 

9. Q. Kt. to B's 3rd. 
10. B. to K. Kt.'s 2nd 
11. P. to Q’s 8rd. 11. Q. B. to K's 3nd. 
12. Q. to K. Kt.’s 8rd. 12. Q. to K's 2nd, 

Your attack is exhausted. 


GAMES 
ILLUSTRATIVE OF THE MUZIO GAMBIT. 
(From the CAess- Player's Chronicle.) 
Gamer I.—Between Mr. Lewis and an Amateur of great 


8. Q. takes K.-B. Р. 
9. Kt. to Q. B's 4th. 
10. Castles. 


skill. 
wur. (Mr. L.) BLACK, (Mr. —) 

1. P. to K's 4th. l. P. to K's 4th. 

2. P. to K. B's 4th. 2. P. takes P. 

3. K. Kt.-to B's 3rd. 3. P. to K. Kt.'s 4th. 

4. K. B. to Q. B's 4th. 4. P. to K. Kt.'s 5th. 

5. Castles. 5. P. takes Kt. 

6. Q. takes P. 6. K. B. to R’s 3rd. 

7. P. to Q's 4th. 7. Q. to K's 2nd. 

8. Q. B. takes P. 8. Q. Kt. to B's 3rd. 

9. Q. B. takes K. B. 9, Kt. takes B. 

10. Q. to K. R's 5th. 10. Q. to K. B's sq. 

11. K. R. to B's 6th. 11. Q. to K. Kt.'s 2nd, 
12. Q. takes Kt. 12. Q. takes Q. 

13. K. R. takes Q. 13. Q. Kt. takes Q. P 
14. Q. Kt. to Q. R's 3rd 14. P. to Q. D's 31d. 

15. K. R. to Q's 6th. 15. Kt. to K's 3rd. 

16. Q. R. to Q's sq. 16. K. R. to K. Kt.'s sq. 
17. K. B. takes Kt. 17. K. B. P. takes B. 
18. Kt. to Q. B's 4th. 18. K. R. to K. Kt.'s 4th 
19. K. to B's 2nd. 19. K. to his 2nd. 
20. Kt. to K's 3rd. 20. P. to Q. R's 4th 
21. K. to his B's 3rd. 21. P. to Q. Kt.'s 4th 
22. Kt. to K. Kt.'s 4th. 22. Q. R. to his 2nd 
23. K. to B's 4th. 23. K. R. to Q. B's ath 
24, P. to Q. B’s 3rd. 24. P. to Q. Kt.'s 5th. 
25, P. takes P. 25. P. takes P. 
26. Kt. to K's 5th. 26. K. R. to Q. B's 7th. 
27. P. to Q. R's 4th. 27. R. takes Q. Kt. P. 
28. K. R. takes Q. B. P. 28. К. to К. B's 7th (ch) 
29. K. to his 3rd. 29. R. to K. B's sq. 
30. Q. К. to Q. B's sq. 30. B. to О. R's ri, 


31. R. takes R. 
32, K. to Q's 3rd. 
33. K. takes Kt, 


31. K. R. to Q. B's 7th. 
32, К. takes R. 
38. К. to Q. R's 7th 
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34, R. takes B. 34. К, to Q. Кїз sq, 

35. В. td Q. R’s 5th (ch.) 35. P. to Q's 4th. 

36. P. takes P. 36. P. takes P. 

37. K. to Q's 3rd. 37. К. to Q. B's sq. 

38. R. to Ө. Kt.’s 5th. 38. R. to Q. B's 6th (ch.) 
39. K. to Q's 2nd. 39. R. to Q. B's 5th. 

40. P. to Q. R's 5th. 40. R. to K. B's 5th. 

41. P. to Q. R’s 6th. 41. К. to К, B's 7th (ch.) 
42. K. to Q’s 3rd. 42. R. to Q. R's 7th. 

43. К. takes Ө. Kt. P. 43. R. takes Ө. R. P. 


Drawn game. 


Ч, блм IL—Between Mr. Szen, of Hungary, and V. Н. det 
Laza, of the Berlin Chess Club. 


ware. (V. H. d. L.) BLACK. (Mr. S.) 
1. P. to K's 4th. 1. P. to K's 4th. 
2. P. to К. B’s 4th. 2. P. takes P. 
3. K. Kt. to B's 3rd. 3. P. to Kt.'s 4th. 
4. B. to Q. B's 4th. 4. P. to K. Kt.'s 5th. 
5. Castles. 5. P. takes Kt. 
6. Q. takes P. 6. Q. to К. B's 3rd. 
7. P. to K's Sth. 7. Q. takes K. P. 
8. P. to Q's 3rd. 8. K. B. to K. R’s 3rd. 
9. Kt. to Q. B's 3rd. 9. K. Kt. to K’s 2nd. 
10. Q. B. to Q's 2nd. 10. Castles.* 
11. Q. R. to K's sq. 11. Q. to Ө. B's 4th (ch. 
12. K. to R’s sq. 12. P. to Q. B's 3rd. 
13. Kt. to K's 4th. 13. Q. to K. B's 4th. 
14. Q. B. to his 3rd. 14. B. to K. Kt.'s 2nd. 
15. Kt. to Q's 6th. 15. Q. to K. Kt.'s 4th. 
16. R. takes Kt.t 16. B. takes Q. В.ў 
17. R. takes K. B. P. 17. R. takes R. 
18. B. takes R. (ch.) 18. K. to Kt.'s 2nd. 
19. P. takes B. 19. Kt. to Q. R's 3rd. 
20. Q. takes К. B. Р. 20. Q. takes Q. 
21. R. takes Q. 21. Kt. to Q. B's 2nd. 
22. B. to Q. Kt.'s 3rd. 22. Kt. to Q's 4th. 
23. B. takes Kt. 23. P. takes B. 
24. В. to B's 7th (ch.) 24. K. to Kt.'s sq. 
25. R. to K's 7th. 25. P. to Ө. Kt.'s 3rd. 
26. R. to K's 8th (ch.) 26. K. to Kt.'s 2nd, 
27, R. takes B. 


And wins. 


* Not considered so strong a move as 10. Р. to Q. B's 3rd. 

* Well played. 

t Had he taken R. with Q., White would have won a Piece by at once 
playing Kt. to K. B's 5th. 


м 
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Xf. Game III.-—Between two Berlin players. 


WEITE. 

1. Р. to K's 4th. 

2. F. to К. B's 4th. 

3. K. Kt. to B's 3rd. 

4. K. B. to Q. B's 4th. 

5. Castles. 

6. Q. takes P. 

7. P. to K's 5th. 

8. P. to Q's 3rd. 

9. Q. B. to Q's 2nd. 
10. Q. Kt. to B's 3rd. 
11. Q. К. to K's sq. 
12. K. to R's sq. 

13. Q. to К. R’s 5th. 
14. K. B. takes Q. P. 
15. K. B. to Q. Kt.'s 3rd. 
16. Q. to Q. B's 5th. 
17. Q. B. takes P. 

18, K. R. takes B. 

19. Kt. to K's 4th. 

20. B. takes Kt. 

21. Kt. to B's 6th (ch.) 
22. R. takes B. 

23. Kt. to R’s 5th (ch.) 
24. R. takes R. 

25. R. to B's 6th (ch.) 
26. Q. mates, 


F 


wur. (Mr, 8.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 
3. K. Kt. to B's 3rd. 
4. B. to Q. B's 4th. 
5. Castles. 

6. Q. takes P. 

7. P. to K's 5th. 

8. P. to Q's 3rd, 

9. Ө. Kt. to B's 3rd, 
10. О. B. takes P. 

11. K. to R’s sq. 

12. Q. R. to K's sq. (ch.) 
13. R. to K's 4th. 

14. Q. takes В. 

15. B. takes Q. P. 

16. R. takes Kt. (ch.) 
17. Kt. tàkes P. (ch.) 


m 
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BLACK. 
. P. to K’s 4th. 
P. takes P. 
. P. to К. Kt.’s 4th, 
P. to K. Kt.'s 5th. 
P. takes Kt. 
9. to К. B's 3rd. 
Q. takes P. 
K. B. to R’s 3rd. 
K. Kt. to K's 2nd, 
P. to Q. B's 3rd. 
Q. to B's 4th (ch.) 
. P. to Q's 4th. 
. Q. to her 3rd. 
. Castles. 
. Q. to K. Kt.'s 3rd. 
. К. Kt. to K. B’s 4th, 
. K. B. takes B. 
. К. Kt. to his 2nd. 
. K. Kt. to K's 3rd. 
. Q. B. takes D. 
. K. to Kt.'s 2nd. 
‚ P. takes В. 
. K. to R's 3rd, 
. Q. takes Kt. 
. K. to Kt.'s 2nd, 


7. Game IV.—Between Mr. Staunton and an Amateur, 


BLACK. (Mr. —) 

. Р. to K's 4th. 

. P. takes P. 

. P. to K. Kt.’s 4th. 
. P. to Kt.'s 5th. 

. P. takes Kt. 

. Q, to К. B's 2rd. 

. Q. takes Р. 

K. B. to R's 2rd. 


9. P. to Q. B's 3rd. 
10, Q. to Q's 5th (ch.; 
ll. B. takes B. 

12. K. Kt. to K's 2nd. 
13. Q. to K. Kt.'s 2nd. 
14. P. to Q's 4th. 

15. P. takes B. 

16. K. takes R. 

17. К. to Ks 3rd, 
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18. Q. to K’s 4th (ch. 18. K. to Q's 2nd. 
19. Q. to Q's 7th (ch. 19. K. to Q. B's3rd. 
20. Q. to B's 7th (ch. 20. K. takes Kt. 

21. P. to Q. B's 4th (ch.) 21. K. to Q's 5th. 
22. Q. to Q's 6th (ch.) 22. K. to K's 6th. 
23. 9. to К. B's 4th (ch.) 23. K. takes Q. P. 


White mates in two moves. 


ҸӰ. Game V.—From Ghulam Kassim. 


WHITE. BLACK. 
]. P. to K’s 4th. 1. P. to K's 4th. 
2. P. to K. D's 4th. 2. P. takes P. 
3. K. Kt. to B's 3rd. 9. P. to K. Kt.'a 4th 
4. B. to Q. B's 4th. 4. P. to К. Kt.'s 5th 
5. P. to Q's 4th. 5. P. takes Kt. 
6. Q. takes P. 6. P. to Q's 4th. 


ч 


. В. takes Р. 
8. Castles. 


. К. Kt. to B's 3rd. 
. Kt. takes B. 


con 


9. P. takes Kt. . Q. to B's 3rd. 
10. Q. to К 's 4th (ch.) 10. K. to Q's sq. 
1l. B. takes P. 11. Q. to K's 2nd. 
12. Q. to B's 3rd. 12. R. to Kt.'s sq. 
13. Kt. to Q’s 2nd. 13. B. to K. Kt.'s 5th, 
14. Q. to B's 2nd. 14. Kt. to Q's 2nd. 
15. Q. R. to K's sq. 15. Q. to B's 3rd. 
16. Kt. to K's 4th. 16. Q. to K. Kt.'s 3rd 
17. Р. to 9. B's 4th. 17. K. B. to Q's 3rd. 
18. B. takes B. 18. P. takes B. 

19. P. to Q. B's 5th. 19. P. takes P. 
20. P. takes P. 20. К. К, to K's sq. 
21. Kt. to Q's 6th. 21. R. takes R. 
22. Q. takes R. 22. K. to Q. B's 2nd. 
23. 9, to her Kt,’s 4th. 23. K. to Q's sq. 


White must win. 


ЧФ. Gann VI—Mr. Staunton gives the Queen's Rook. 
(Remove White’s Ө. R. from the board.) 


warre. (Mr. S.) ў BLACK. (Amateur.) 
. P. to K’s 4th. 1. P to K’s 4th. 
2. P. to K. B’s 4th. 2. P. takes P. 
3. K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th. 
4. K. B. to Q. B's 4th, 4. P. to K. Kt.'s Sth, 
5. P. to Q's 4th. 5. P. takes Kt. 
6. Castles. 6. P. takes K. Kt. P.* 


* Р, to Q's 4th, followed by Q. B. to К, Kt.'s 5th, would have been 
better play, 
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7. K. takes B. 

8. Kt. to К. B's 3rd, 
9. К. to Kt.’s sq. 
10. P. to Q's 4th. 

11. Q. Kt. to B's 3rd, 


В. бае B. Р, (ch.) 
R. takes P. (ch.) 
P. to K's 5th. 
10. P, takes Kt. 
Q. to K. R’s 5th. 
R. to К. B's 2nd 
Biack surrendered. 


H. Game VII.—Mr. Staunton gives his Queen's Rook. 
(Remove White's Q. R., from the board.) 


WHITE. (Mr. S.) BLACK. (Mr. —) 


P. to K's 4th. 

P. to K. B's 4th. 

K. Kt. to D's 3rd. 
B. to Q. B's 4th. 

P. to Q's 4th. 

Q. takes P. 

. Castles. 

. B. takes Q. P. 


1. P. to K's 4th. 

2. P. takes P. 
. P. to К. Kt.'s 4th, 
. P. to К. Kt.'s 5th. 
. P. takes Kt. 


. K. B. to К. Б’ 3rd,* 


. P. to Q's 4th. 
. K. takes B. 


. B. takes K. B. P. (ch.) 
Q. B. takes P. 


= 
SL а сл ою 


. К. B. takes B. 
11. Q. takes B. (ch.) . Kt. to K. B's 3rd, 
12. P. to K's 5th. . Q. Kt. to Q’s 2nd. 
13. Q. Kt. to B's 3rd. 13. R. to K's sq. 

14. Q. Kt. to K's 4th. 14. К. to Kt.’s sq. 
15. P. takes Kt. 15. K. to R's sq. 

16. P. to K. B's 7th.T 16. R. to B's sq. 

17. Q. to K. R's 6th. 17. Q. to K's 2nd. 
18. Kt. to Kt.'s 5th. 18. Kt. to B's 3rd. 
19. P. to К. R's З. ў 19. Q. B. to Q's 2nd, 
20. R. takes Kt. 


8 

4 

5 

6 

7 

8. P. to Q. B's 3rd. 
9 
10 
11 

12 


And wins, 


$0 Game VIII.—Between La Bourdonnais and Ме Donnell, 


ware, (Mr. McD.) nLACK. (M. La B.) 
1. P. to K's 4th. l. P. to K's 4th. 
2. P. to K. B’s 4th. 2. P. takes P. 
3. К. Kt. to B's 3rd, 3. P. to K. Kt.'s 4th, 
4. К. B. to Q. B's 4th, 4. P. to K. Kt.'s 5th, 
5. Q. Kt. to B's 3rd. 5. P. takes Kt. 


* If Q. to B's 3rd, White should advance P. to K's 5th. 
+ Better than moving the Kt. either to Q’s 6th or К. Kts 5th, 
t Preferable to taking the Kt. immediate'y, 
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6. Q. takes P. 

7. P. to Q’s 4th. 

8. Castles, 

9. B. takes K. B. P. (ch.) 
10. Q. to К. R's 5ta (ch.) 
11. Q. В. takes Р. 

12. К. К. takes В. 


13. Q. to К. Kt.'s 5th (ch.) 


24. Ө. К. to К. B's sq. 
15. K. R. takes Kt. 

16. Q. Kt. to Q's 5th. 
17. K. to R's sq. 

18. K. R. takes Kt. 

19. Kt. to B's 6th (ch.) 


CHISS-PLAYER’S HANDHOOR. 


. К. B. to K. R's $rd. 
. Q. Kt. to B's 3rd. 

. Q. Kt. takes Q. P. 
K. takes B. 

. K. to his Кїз 200. 
‚ B. takes B. 

. K. Kt. to B's 3rd 

. К. to B's 2nd. 

K. to his sq. 

+ Q. to К?з 2nd. 

16. Q. to her B's 4th. 
17. Kt. to К?з 3rd. 

18. P. takes R. 


And wins the Queen. 


3l. 


Game IX.—Mr. Staunton gives his Queen's Rook, 


(Remove White's Q. R. from the board.) 


унітЕ. (Mr. 8.) 

. to К?з 4th. 

. to K. B’s 4th. 

. Kt. to B’s 3rd. 

‚В. to Q. B's 4th. 

| В. takes K. B. P. (ch.) 
. Kt. to K's 5th (ch.) 

. Q. takes P. 


омос А ом 


9. К. Kt. to B’s 3rd, 
10. P. to Q’s 4th. 
11. Castles. 
12. P. to K's 5th. 
13. P. takes P. 
14. Q. to K's 4th. 
15. Q. B. to K. Kt.'s 5th. 
16. K. to R’s sq. 
17. P. to Q. B's 4th. 
18. P. to Q. Kt.'s 3rd. 
19. K. Kt. to Q's 4th. 
20. B. takes K. B. 
21. К. Kt. to K. B's 5th. 
22. Q. to K. R's 4th. 
23. Q. to К. B's 6th. 


And wins. 


BLACK. (Mr. —) 
. P. to K's 4th. 
. P. takes P. 
. P. to К. Кїз 4th. 
P. to К. Ке.’ 5th. 
K. takes B. 
. K. to his sq. 
. K. Kt. to B's 3rd. 
. P. to Q's 3rd. 
. Q. Kt. to B's 3rd, 
. Q. to K's 2nd. 
. Q. B. to Q’s 2nd. 
. P. takes P. 
. K. Kt. to Q's 4th. 
. Q. B. to K's 3rd. 
. Q. to her B's 4th (ch.) 
. Q. Kt. to his 5th. 
. К. Kt. to Q. Kt.’s 3rd, 
. K. B. to K's 2nd. 
. Ө. B. to К. Kt.'s вд. 
. 9. takes В. 
. Q. to her 2nd, 
‚ Q. R. to Q's sq. 


CONATA ONY 
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CuarrzR VI. 
THE ALLGAIER GAMBIT. 


Ix the preceding examples of the King's Gambit, White con- 
tinues his attack after 3. Kt. to K. B's 3rd, by playing 
4. К. B. to Q. B's 4th. There is, however, another not un- 
important mode of operating at this point, and one which 
leads to situations of remarkable interest, that is, to play 
4. P. to К. R’s 4th, instead of 4. B. to Q. B's 4th. Black’s 
best reply is held to be 4. P. to K. Kt.'s 5th, whereupon by 
your moving the endangered Knight to K's 5th, or to Kt.'s 5th, 
we arrive at the ALLGAIER ©Амвтт, an opening once deemed 
invincible, at least by Allgaier himself, who devoted much 
attention to its details, and whieh still possesses attractions 
for many players of eminence. 

The best authorities to compare upon this Gambit are 
Salvio (Ed. 1728), pp. 56, 58, 60; Greco (1784), p. 72; 
Cozio, lst vol, pp. 48, 85, 98, 123, 165, 167, 172, 180, 
196, 329; Lolli, pp. 216, 219; Mosler, tab. vii.; Allgaier, 
tab. vii; Horny .(1839), pp. 144—156; Lewis (1844), 
pp. 286—288; La Bourdonnais, pp. 91, 93, 96, 101; “ Poly- 
technic Journal" (September, 1841), pp. 141—144; “ Pala- 
mède” (1849), pp. 77—117, 298—807; and the German 
** Handbuch." 


GAME THE FIRST. 


WHITE. BLACK, 
. P. to K's 4th. P. to K's 4th. 
P. to K. B's 4th. P. takes P. 


. K. Kt. to B's 3rd. 
. P. to К. Ке 4th. P. to K. Kt.'s 5th (best) 
. Kt. to Kt.’s 5th. P. to К. Кв 3rd. 


The present game will be devoted to the examination of what 
follows your move of the Kt. to Kt.s 5th, and the next to 
the effects of 5. Kt. to K's 5th. 

In answer to your move of Kt. to Kt.’s 5th, Black may 
play 5. P. to К. К 4th, 5. P. to Q’s 4th, and 6. P. to K. B's 
Ord. For the two former see Variation I., the last may 
speedily be dismissed as bad. (e. g.) 

5. P. to K. B's 3rd, 
6. Q. takes Kt. P. 6. P. to K. R's 4th, 
7. Q. to K. B's 5th. 7. P. takes Kt. 


P. to K. Kt.'s 4th. 


C LS IN A 
i Nt 
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8. G, to Kt.'s 6th (ch.) 8. K. to hls 2nd, 
9. Q. takes P. (ch.) у. K. to his sq. 
10. Q. to K's 5th (ch.) 
Winning the Rook, and naving the better game. 
6. Kt. takes K. B. P. 6. K. takes Kt. 
7, Q. takes P. 7. K. Kt. to B's 8rd. 
La Bourdonnais recommends for the defence 7. Q. to K. B'e 
3rd, but the authors of tne “ Handbuch” think it inferior: 


you can compare both. 
7. Q. to K. B's 3rd. 
8. P. to Q's 4th. 8. Q, takes Q. P. 
9. Ө. takes P, (chy 9. Q. to K. B's 3rd. 


(A. better move for him than 9. Kt. to B's 3rd.) 


10. Q. to K. Kt.'s 4th. 10. Q. to K. Kt.'s 3rd, 
11. B. to Q. B's 4th (ch.) 11. K. to Kt.'s 2nd. 


12. Q. to K. B's 3rd. 12. K. Kt. to D's 3rd. 
13. Q. Kt. to B's 3rd. 13. K. B. to Q. Kt.'s 5th. 
14. B. to Q's 2nd. 14. P. to Q's 3rd. 
Black's game is preferable. 
8. Q. takes К. B. P. 8. K. B. to Q's 3rd (best) 


This is Black's best move; it was first given by Horny, a 
German writer, and it has the effect of utterly paralyzing 
White's further efforts. 
9. B. to Q. B's 4th (ch.) 9. K.to Kt.'s 2nd (best) 

If, instead of checking with the B., you play 9. P. to K's 5th, 
Black takes it for nothing, as you cannot capture his B. but 
at the cost of your Queen. If you move 9. Q. to К. B's 2nd, 
he replies with 9. K. to Kt.’s 2nd, preparatory to playing 
P. to K. B's sq., and finally, if you move 9. Q. to К. B's 8rd, 
he might proceed as follows :— 


9. Q. to K. B's 3rd. 9. Ө. Kt. to B's 3rd. 
10. P. to Q. B's 3rd. 10. Q. Kt. to K's 4th. 
11. Q. to K's 2nd. ll. Q. Kt. to К. Kt.'s 5th. 
12. K. R. to his 3rd. 12. Q. to K's 2nd. 
13. P. to Q's 3rd. 13. P. to Q. B's 3rd. 
He has obviously the better game, 
10. Q. to К. B's 5th. 10. B. to Kt.'s óth (ch ) 


If you play 10. Q. to B's 2nd, he replies with 10. R. to 
К. B's sq., and if 10. Q. to B's 8rd, with 10. Q. Kt. to 
B's 3rd, as before. 
1l. К, to B's sa. 11. К. К. to Вз sq. 
Black has a winning position. 
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VARIATION, 
Beginning at Black's 5th move, 
WHILE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th, 
2. P. to K. B's 4th. 2. P. takes P. 
9. K. Kt. to B's 3rd. А 8. Р. to К. Kt.’s 4th 
4. P. to K. IVs 4th. 4. P. to K. Kt.'s 5th 
5. Kt. to Kt.'s 5th. 5. P. to K. R's 4th. 


When the Kt. is played to his 5th, Black's best reply is 
5. P. to K. R’s 2rd; and when it is played, as in the next 
game, to K's 5th, then the proper answering move is 5. P. to 
K. Кв 4th. The objection to it in the present instance is the 
difficulty afterwards found in expelling the White Kt. from 
his threatening position. As was before remarked, Black 
may also play 5. P. to 0/5 4th, the result of which it may be 
well to show at once. Suppose then— 

5. P. to Q’s 4th. 


6. P. takes P. 6. Q. takes P. 
(Ponziani recommends for Black 6. K. Kt. to B's 3rd.) 
7. Q. Kt. to B's 3rd. 7. Q. to K's 4th (ch.) 

8. Q. to K's 2nd. 8. P. to K. B's 3rd. 
9. Q. takes Q. (ch.) 9. P. takes Q. 
10. B. to Q. B’s 4th. 10. К. Kt. to Rs 3rd. 
11. P. to Q's 4th. 11. P. takes P. 
12. Q. Kt. to his 5th. 12. Q. Kt. to R’s 3rd. 
13. Q. B. takes P. 13. К. B. to Ө. Kt.’s 5th (ch.) 
14. P. to Q. B's 3rd. 14. P. takes P. 
15. P. takes P. 15. В, to 9. R’s 4th. 


16. Castles on Q's side, 
With the better game. 


6. K. B. to Q. B's 4th. 6. К. Kt. to R’s 3rd, 
T. P. to Q’s 4th. 7. P. to K. B's 8rd. 
8. Q. B. takes P. 8. P. takes Kt. 

9. P. takes Р. 9. Kt. to B's 2nd. 

If he move 9. Kt. to his sq., you reply 10. Q. B. to K's 5th. 
10. P. to K. Kt.'s 6th. 10. Kt. to Q/s 3rd, 
11. Q. B. takes Kt. 11. P. takes B. 

12. B. to B's 7th (ch.) 12. K. to his 2nd. 
18. Castles. 18. 9. to her R’s 4th, 


Allgaier's move for you is 18. Q. Kt. to B's 8rd, upon which 
Black plays 18. Q. to Q. Es 4th, and you answer with 14. Q. 
x 
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to her 2nd. He appears to have overlooked that Black could 
then play 14. K. B. to R’s 3rd. 
14. B. to Q’s 5th. 14. K. to his sq. 
15. ©. to her B's sq. 15. K. to Q’s sq. 
16. Q. to K. Kt.'s 5th (ch.) 16. B. to K's 2nd. 
17. P. to K. Kt.'s 7th. 
And you win with ease 


GAME THE SECOND. 


WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K's 4th. 

2. P. to K. B's 4th. 2. P. takes P. 

3. K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th. 

4. P. to К. R’s 4th. 4. P. to K. Kt.’s 5th. 

5. Kt. to K's 5th. 5. P. to K. R's 4th (best) 


The playing Kt. to K’s 5th gives you both a safer and more 
lasting attack than Kt. to Kt.’s 5th, but the advantage gained 
by this manner of play has been vastly overrated, since 
Black has at his command a sure defence, from the line of . 
operations developed in the present game. 

Black’s move of 5. P. to K. Ев 4th is the right one; he 
may, however, play 5. K. Kt. to B's 8rd, or 5. P. to Q’s 3rd, 
without disadvantage. For example; in the first place, — 

5. K. Kt. to B's 3rd. 
6. B. to Ө. B's 4th. ^: 6. Q. to K's 2nd. 
(If you play 6. P. to Q's 4th, he replies with 6. P. to Q's 3rd, and if 
6. Kt. takes К. Kt. P., with 6. Kt, takes К. P., the game being even.) 
7. P. to Q's 4th. 7. P. to Q's 3rd. 
8. Kt. takes K. B. P. 8. Q. takes K. P. (ch.) 


*If you take 8. К. B. P. with B. (ch.), Black retires his К. to Q's sq., 
and has the better game.) 


9. Q. to K's 2nd. 9. Q. takes Q. (ch.) 
10, K. takes Q. 10. P. to Q's 4th, 
11. Kt. takes R. 11. P. takes B. 


He has the advantage. 
In the second.place,— 
P. to Q's 3rd, 
B. to K's 2nd. 
B. takes К. R. P. (оћ.) 
Q. to К. Kt.'s 4th; 


5 
6. Kt. takes Kt. Р. 6 
7. P. to Q's 4th. 7 
8, Kt. to K. B's 224, 8 


à 
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(Black may also play, with apparent benefit, 8. Q. to K. B's 3rd, a move 
lately adopted by the leading players of Pesth.) 
9. Q. to К. B's 3rd. 9. B. to K. Kt.'s 6th. 
10. Q. Kt. to B's 3rd. 10. K. Kt. to B's 3rd, 
11. Q. B. to Q's 2nd. 

The game is about even, but with the move given in the “Handbuch” 
and elsewhere for White's 11th, К. B. to Q's 3rd, Black may obtain 
an advantage, I think, through R. to К. Kt.’s sq., with the view to play 
Q. B. to K. Kt.'s 5th at the proper moment. 


6. K. B. to Q. B's 4th. 6. К. Kt. to Ев 3rd. 


Modern authorities concur in pronouncing the move 6. K. Kt. 
to IVs 8rd inferior to 6. R. їо К. R’s 2nd, and the ** Hand- 
buch” remarks, that after the former, Black must lose the 
gambit P. We will briefly examine the consequences arising 
from the defence with the Knight, and subsequently those 
which spring from 6. R. to K. R’s 2nd. (See Game the 


Third.) 
7. P. to Q’s 4th. | 7, Р. to Q’s Sid. = 
8. Kt. to Q’s 8rd. 8. P. to K. B's 6th. 
9. P. to K. Kt.'s 8rd. 9. P. to Q’s 4th. 


If you play 9. P. takes P., he can move 9. K. B. to K's 2nd, 
опа on your moving 10. Q. B. to К. Kt.’s 5th, take P. with 
P., having the advantage. 


10. B. takes Q. P. 10. P. to Q. B's 8rd. 
If you take Q. P. with K. P., he plays K. Kt. to B's 4th. 
11. B. to Q. Kt.’s 3rd. 11. Q. takes Q. P. 


He has decidedly the better game. 

The ingenious variation at Black's 9th move we owe to 
Mr. Knight, an amateur of the London circle of chess-players ; 
it appears as effectual in baffling all further attack in this 
branch of the Allgaier Gambit, as Mr. Horny’s move of К В 
to Q’s 2rd in the former one. 


GAME THE THIRD. 


WHITE. wx i 
1, P. to K's 4th 1. P. to K's 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
3. К. Kt. to B's 3rd. 3. P. to К, Kt.a 4th. 
4. P. to K, R’s 4th. 4, P. to К. Kt.'s 5th. 


x 2 
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5. Kt. to K's 5th. 5. P. to К. R’s 4th. 

6. K. B. to Q. B's 4th. 6. К. to К. Кв 2nd. 
This is the generally accepted move for Black; and prior to 
the discovery of Mr. Knight's defence, of which we have 
seen a sketch in the last game, it was, perhaps with pro- 
priety, considered preferable to 6. K. Kt. to B's 3rd. 

‚7. P. to Суз 4th. 7. P.to K. B's 6th (best) 


When the Rook is moved. to his second to defend the Pawn, 
as in this game, you may obtain a violent but unstable attaek 


by playing thus :— 
7. Kt. takes К. B. P. 7. R. takes Kt. 
8. B. takes К. (ch.) 8. K. takes B. 
9. P. to Q's 4th. 9. P. to K. B's 6th. 


His best move, for if he play 9. B. to К. R’s 3rd, you castle, with &u 
improved situation.) 


10. P. takes P. 10. P. to Q's 3rd. 
With due care now Black must win, in spite of the exposed position of his 
King. 
8. P. to K. Kt.'s 3rd. 8. Q. Kt. to B's 3rd. 


If, instead of 8. P. to K. Kt.’s 3rd, you take the P., he may 
first dislodge your Kt. with 8. P. to Q’s 8rd, and then play 
K. B. to K's 2nd. 

9. Kt. takes Kt. 9. Q. P. takes Kt. 
You may also play 9. Kt. to K. Kt.’s 6th, and proceed as 
follows :— 


9. Kt. to K. Kt.'s 6th. 9. B. to К. Kt.'s 2nd, 
(He might likewise take your Kt. and then move R. to his sq. again.) 


10. P. to Q. B's 3rd. 10. K. Kt. to B's 3rd. 
11. Q. B. to К. Kt.’s 5th, 11. P. takes Kt. 

12. P. to K's 5th. 12. P. to Q's 4th. 

13. B. to Q's 3rd. 13. Q. B. to K. B's 4tb. 
14. B. takes B. 14. Р. takes В. 

15. Q, to her 3rd, 15. Q. to her 2nd. 

16. P. takes Kt. 16. B. to К. R’s sc. 

You must lose the advanced P., and Black will then have tne superiority 
10. Q. B. to K. B's 4th. 10. Q. to K's 2nd. 
11. Q. Kt. to B's 2rd. 11. Q. B. to K's 3rd. 
12. P. to Q’s 5th. 12. Castles on Q’s side 


He has a little better game, but the advantage is not nearly 
: so decisive as in the second game. 
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Cuarrer VII, 


THE KING’S ROOK’S PAWN GAMBIT. 


Tuis deviation from the great parent opening consists in 
Whife's throwing forward his К. R. Pawn at the third move, 
instead of playing the К. Kt. to B's 8rd. The object of this 
move is to prevent the customary advance of Black’s K. Kt. 
Pawn; but to attain this you sacrifice position, and if properly 
met, your attack is speedily foiled or turned against you. 


GAME THE FIRST. 


WHITE. BLACK. 
i. P. to K’s 4th. 1. P. to K’s 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
3. P. to К. К 4th. 3. K. B. to K's 2nd (best) 


Black may also play with safety 3. P. to Q’s 4th, but that 
move is not so strong as B. to K's 2nd. (See Variation.) 


4. Q. to К, Kt.'s 4th. 4. P.to Q’s 4th (best) 
You can likewise adopt 4. K. Kt. to B's 3rd, and pursue the 
attack as follows :— 

4. К. Kt. to B's 3rd. 4. K. Kt. to B's 3rd. 


(The usual move for Black is 4. P. to Q's 3rd, that of K. Kt. to B's 3rd 
is given by Stamma, Jaenisch, and the German ** Handbuch,’’) 


5. P. to Q's 3rd. 5. P. to Q's 4th. 


(If you play 5. P. to K's 5th, Black may reply with 5. Kt. to К. R’s 4th 
and then Kt. to his 6th.) 


6. P. takes P. 6. Kt. takes P. 
7. P. to Q. B's 4th. 7. Kt. to K's 6th. 
8. B. takes Kt. 8. P. takes B. 
9. P. to Q's 4th. 9. Q. B. to K. Kt.'s 5th. 
Black has the better game. 
5. Q. takes doubled P. 5. P. takes P. 

He might also play 5. К. B. to Q's 3rd, as advised by Stamma 
6. Q. takes K. P. 6. K. Kt. to B's 2rd. 
7. Q. to К. B's 3rd. 7. Castles. * 

8. K. B. to Q. B's 4th, 8. Q. B. to К. Kt.s 5:h. 
9. Q. takes Q. Kt. P. 9. Q. to her 8rd. 


10. Q. to her Kt,’s 3rd, 10. Q. Kt. to B's 3rd. 
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If you veuture to taxe the Rook, the following is the result :-— 


10. Q. takes R. 10. Q. Kt. to B's 3rd. 
11. Q. to Kt.'s 7th. 11. Q. to К. Kt.'s 6th (ch.) 
12, K. to B's sq. 12. K. Kt. to K's 5th 
And he must win. 
11. Q. to her 8rd. 11. Q. Kt. to Q’s 5th. 
12. P. to Q. B's 2rd. 12. Q. to K's 4th (eh.) 
13. K. to B's sq. 18. Q. Kt.to К, B's 4th. 


Black has a winning game, 


» VARIATION, 


Beginning at Black's 8rd move. 


WHITE, BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
8. P. to К. Is 4th. 8. P. to Q’s 4th. 
4. P. takes P. 4. Q. takes P. 
He might also play 4. К. B. to Q’s 3rd. — , 
5. Q. to K's 2nd (ch.) 5. Q. B. to K's 3rd. 
6. Q. Kt. to B's 3rd. 6. Q. to her 2nd. 
7. P. to Q’s 3rd. 7. K. B. to Q/s 8rd. 
8. К. Kt. to R's 8rd. 8. Q. Kt. to B's 8rd. 
9. Q. Kt. to his 5th. 9. Castles on Q/s sido 
10. Kt. takes B. (ch.) 10. P. takes Kt. 
11. Kt. takes P. 11. B. to K. Kt.s 5th. 
12. Q. to her 2nd. 12. R. to K’s sq. (ch.) 


And he has the better game, 


GAMES 
ILLUSTRATIVE OF THE PRECEDING ANALYSES. 
44, Game I.—Between two English Amateurs. 


WHITE. BLACK. 


1. P. to K's 4th. 1. P. to K's 4th. 

2. P. to K. B's 4th. 2, P. takes Pe 

3. K. Kt. to B’s 3rd 3. P. to К. Kt.'s 4th. 
4. P. to K. R's 4th. 4. P. to К. Kt.'s 5th, 
5. K. Kt. to his 5th. 5. P. to K. R's 3rd, 
6. Kt. takes K. B. P. 6. K. takes Kt. 
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7. Q. takes Kt. P. 7. K. Kt. to B's 3rd. 
jR. Q. takes К, B. P. 8. P. to Q's 3rd.* 

9, P. to Q's 4th. 9. K. to Kt.'s 2nd. 
10, В. to Q. B's 4th. 10. Q. to K's sq. 
11. Castles. 11. B. to K's 2nd. 
12, P. to K's 5th. 12. P. takes P. 
13. P. takes P. 13. B. to Q. B's 4th (ch) 
14. K. to R's sq., 14. K. Kt. to his 5th. 
15, Q. Kt. to B's 3rd, ' 15. Q. B. to K's 3rd. 
16. Kt. to K's 4th. 16. B. takes B. 
17. Q. takes Kt. (ch.) 17. Q. to Kt.'s 3rd. 
18. Q. takes Q. (ch.) 18. K. takes Q. 
19. К. to К. B's 6th (ch.) 19. K. to Kt.'s 2nd. 
20. Kt. takes K. B. 20. Q. Kt. to B's 3rd. 
21. Kt. to K's 6th (ch.) 21. B. takes Kt. 
22. R. takes B. 22. Q. R. to K's sq. 
23. Q. B. takes К. К. P. (ch.)t 23. K. to B's 2nd. 
24. R. to K. B's 6th (ch.) 24. K. to his 2nd, 
25. B. to Kt.'s 5th. 25. Kt. takes К, Р. 
26. R. to K. R's 6th (dis. ch.) 26. K. to B's 2nd. 
27. ©. К. to К. B's sq. (ch.) 27. K. to Kt.'s 2nd. 
28. R. takes R. 28. K. takes R. 
29. B. to B's 6th (ch.) 29. K. to Kt.'s sq. 


30. R. to K's sq. 
And wins. 


) 
$3. Game II.—Between Messrs. Kieseritzky and Walker 
(From Le Palaméde.) 


wurrE. (M. К.) BLACK. (Mr. W.) 

l. P. to K's 4th. l. P. to K's 4th. 

2. P. to K. B's 4th. 2. P. takes P. 

3. K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th, 
4. P. to K. R's 4th. 4. P. to K. Kt.'s 5th 
5. Kt. to K's 5th. 5. P. to К. R’s 4th, 
6. K. B. to Q. B's 4th. » 6. K. Kt. to R's 3rd, 
7. P. to Q’s 4th. 7. P. to Q's 3rd 

8. Kt. to Q's 3rd, 8. P. to K. B's 6th, 
9. P. to К. Kt.'s 3rd. 9. P. to Q's 4th. 
10. B. takes Q. P.§ 10. P. to Q. B's 3rd. 


* The correct move is that previously mentioned, by Horny, of &, B. 
к Q's 3rd, 

T Cleverly played. 

f This is the principal feature of the defence, for which we are indebted 
to Mr. Knight. 

$ If he take P, with P., then Black follows with К. Kt. to B's 4th, 
threatening both Q's and K. R. Pawns. 
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11. B. to Q. Kt.'s 3rd. 
12. Q. Kt. to B's 3rd. 
13. K. Kt. to B's 4th. 
14. Kt. takes Q. 
15, B. takes B. 
16. Kt. to K's 3rd, 

7. B. takes B. 
18. Kt. to Q. B's 4th. 
19. Castles on Q’s side. 
20. B. to K's 3rd. 
21. R. to Q's 3rd. 
22. R. to Q. Kt.'s 3rd. 
23. K. R. to K's sq. 
24. P. to Q. R’s 4th. 
25. P. to Q. R’s 5th.* 
26. P. takes P. 
27. K. to Kt.'s sq. 
28. Kt. to Q. R’s 3rd. 
29. B. takes Kt. 


11. Q. takes Q. fJ. 

12. К. В. to Q’s 3rd 

13. 9. takes 9. (ch.) 

14. B. takes Kt. 

15. Q. В. to K’s 3rd. 

16. Q. Kt. to Q's 2nd. 
17. P. takes B. 

18. K. Kt. to K. B's 2nd, 
19. P. to K's 4th. 

20. K. to his 2nd. 

21. Q. Kt. to K. B's 3rd, 
22. P. to Q. Kt.'s 3rd. 
23. K. R. to Q's sq. 

24. К. to his 3rd. 

25. Kt. takes K. P. 

26. P. takes P. 

27. P. to Q. Kt.'s 4th. 
28. Kt. to Q's 7th (ch.) 
29. R. takes B. 


White surrenders.T 


$4. Game IIIL—Between V. Н. der Laza and Mr. Н- of the 
Berlin Chess Club. 


wurre. (V. Н. d. L.) 
1. P. to K's 4th. 
2. P. to K. B's 4th. 
3. К. КЕ, to B's 3rd, 
4. P. to K. R's 4th. 
5. Kt. to K's 5th. 
6. B. to Q. B's 4th. 
7. K. to B's sq. 
8. Kt. takes Kt. P. 
9. Q. takes Kt. 

10. Q. takes В, P. 

11. К. takes B. 

12. P. to Q. Kt.'s 3rd. 

13. Q. Kt. to B's 3rd. 


14. B. to Q. Kt.'s 2nd. 


15. Q. takes Q. B. P. 
16. R. to Q's sq. 


BLACK. (Mr. H.) 
l. P. to K's 4th. 

2. P. takes P. 

3. P. to K. Ке.’ 4th, 
4. P. to K. Kt.'s 5th, 
5. B. to K's 2nd. 
. B. takes P. (ch.) 
. К. Kt. to R’s 3rd, 
. Kt. takes Kt. 

. P. to Q's 4th. 

10. P. takes B. 

11. Q. B. to K's 3rd. 
12. Q. to her 5th. 
13. Q. Kt. to Q’s 2nd. 
14. P. to К. B's 3rd. 
15. К. R. to Кїз sq. 
16. P. takes P. 


о о м с 


* Much better to have protected his К. Р. 
T This game is much below the usual standard of M. Kieseritgky's 


play. 
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17. Q. К.Р. takes P. 
18. Q. to К. Kt.'s 3rd. 
19. Kt. to 9. R's 4th. 
20. Q. R. to K's sq. 
21, K. to B's 2nd. 

22, В. takes Kt. 

23. Q. to K. R's 2nd. 
24. R. takes B. 

25. Q. to K. R's 3rd (ch.) 
26. Kt. to Q. B's 3rd. 
27. K. to Kt.'s sq. 

28. Q. to K's 3rd. 

29. Kt. takes P. 


17. B. to K. Kt.'s 5th, 
18. Kt. to K's 4th. 

19. Q. takes К.Р. 

20. В. to K's 2nd (ch,) 
21. Q. to Q's 4th. 

22. P. takes B. 

23. Castles. 

24. P. to Q. Kt.'s 4t*, 
25. K. to Kt.'s sq. 

26, Q. R. checks. 

27. Q. to K. B's 2nd. 
28. Q. R. to K's sq. 
29. В. to К. Kt.'s 3rd. 


White wius. 


$5 Gane IV.—Between MM. Kieseritzky aud Calvi, 


ware. (М. К.) 

1. Р. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B's 3rd. 

4. P. to К. R’s 4th. 

5. Kt. to K's 5th. 

6. K. B. to Q. B's 4th, 

7. P. to Q's 4th. 

8. Kt. to Q's 3rd. 

9. P. takes P. 
10. K. Kt. to B's 4th. 
11. Q. Kt. to B's 3rd. 
12. K. to B's 2nd. 
13. Q. to her 3rd. 
14. Q. B. to Q's 2nd. 
15. Q. R. to K's sq. 
16. Q. B. to K's 3rd. 
17. K. B. to K's 6th. 
18. P. to Q. Kt.'s 4th. 
19. K. B. to Q. Kt.'s 3rd. 
20. P. to Q. R's 3rd. 
21. В. to 9. R's 2nd. 
22. P. to K's 5th. 
23. P. to K's 6th. 
24. Q. В. to his sq. 
25. P. takes P. 
26. Q. Kt. to K’s 4th. 
27. Q. Kt. to К. Kt.'s 5th (ch.) 
28. R. takes Kt. 
99. R. to K's sq. 


BLACK. (M. C.) 
1. P. to K's 4th. 
2. P. takes P. 


3. P. to K. Kt.'s 4th. 
4. P. to К, Kt.'s 5th. 
5. P. to K. R’s 4th. 
6. R. to K. R's 2nd. 
7. P. to Q's 3rd. 

8. P. to K. B's 6th. 
9. P. to Q. B’s 3rd. 
10. K. Kt. to K's 2nd. 
11. Q. Kt. to Q's 2nd. 

12. R. to K. R’s sq. 
13. K. B. to Kt.'s 2nd, 
14. К. to B's sq. 

15. Q. to her Kt.'s 3rd, 
16. Q. to Q. B's 2nd. 
17. P. to Q. Kt.'s 4th. 
18. Q. Kt. to his 3rd. 
19. P. to Q. R's 4th. 
20. P. to Q. R's 5th. 
21. Q. B. to Kt.'s 2nd. 
22. P. to Q's 4th. 


23. Q. B. to his sq, 
24. Q. to her 3rd, 

25. K, takes P. 

26. Q. to her B's 2nd. 
27. K. to Kt.'s sq. 
28. Q. takes R. 

29, Q. to К Вз 3rd, 
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30. К, to K's 8th (ch.) 
31. K. Kt. to Kt.'s 6th. 
32. Q. takes В:* 

33. Kt. to K's 7th (ch.) 
84. Kt. takes Q. (ch.) 
35. R. to K's 6th (ch.) 
36. В, to Ө. Kt.'s sq. 


20. B. to К. B's sq. 

31. Q. B. to K. B's 4th. 
32. Q. takes Q. 

33. K. to Kt.'s 2nd. 

34. K. to B's 3rd. 

35. K. takes Kt. 


And mates next move, 


%6 Game V.-—Between MM. Kieseritzky and Ehrman, 
(From the Chess-Player’s Chronicle.) 


wai. (M. К.) 

1. P. to K's 4th. 

2. P. to К. B's 4th. 

3. K. Kt. to B’s 3rd. 

4. P. to K. R’s 4th. 

5. Kt. to K's 5th. 

6. K. B. to Q. B's 4th, 

7. P. to Q’s 4th. 

8. K. Kt. to Q's 3rd. 

9. P. to K. Kt.'s 3rd. 
10. B. takes B. 
11. К. Kt. to К. B's 4th, 
12. Kt. takes K. R. P. 
13. P. to Q's 5th. 
14. Q. Kt. to B's 3rd. 
15. K. Kt. to K. B's 4th. 
16. K. Kt. to Q's 3rd. 
17. К, to his B's 2nd. 
18. P. to Q. R’s 4th. 
19. P. to Q. Kt.'s 4th. 
20. Q. B. takes B. 
21. Q. to her 2nd. 
22. P. to Q. Kt.'s 5th. 
23. P. to Q. R's 5th. 
24. P. to Q. Kt.s 6th. 
25. P. takes P. 


BLACK. (M. Е.) 
1. P. to K's 4th. 
2. P. takes P. 
3. P. to K. Kt.'s 4th. 
4. P. to К, Kt.'s 5th. 
5. P. to K. R’s 4th. 
6. К. Kt. to К. R’s 3rd, 
7. P. to Q's 3rd, 
8. P. to K. B's 6th. 
9. B. to K's 3rd.T 
10. P. takes B. 
11. P. to K's 4th. 
12. Q. Kt. to B's 3rd.$ 
13. Q. Kt. to Q's 5th. 
14. K. Kt. to K. B's 2nd. 
15. Q. to K. B's 3rd.§ 
16. B. to K. R’s 3rd. 
17. Castles on Q's side. 
18. К. to Kt.'s sq. 
19. K. R. to his 2nd. 
20. K. Kt. takes B. 
21. Q. К. to К, Rs sq. 
22. 9. Kt. to K’s 7th. 
23. K. Kt. to K. B's 2nd. 
24. Q. B. P. takes P 
25. P. to Q. R's 3rd. 


* The termination of this game is very beautifully played by М. Kieso. 


ritzky. 


+ He should have played 9. P. to Q's 4th. 
t Why not play King's Knight to Bisnop's 2nd, winning the adversa 


Knight ? 


$ Black should have taken the Knight immediately, and then if the 
White Queen had taken his Knight in return, he would have won the 
King's Knight’s Pawn, and have obtained an irresistible position. 
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26. Q. Kt. to nis 5th. 

27. Q. Kt. to Q. B's 7th. 
28. K. Kt. to Q. Kt.’s 4th. 
29. Q. R. takes Q. R. P. 

30. Q. R. to Q. R's 8th (ch.) 
31. Kt. to Q. B's 6th. 

32. Q. to R’s 5th (ch.) 
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26. Q. К. to Q. B's sq.* 
27. K. Kt. to Q's sq. 
28. Q. R. takes Kt. 

29. Q. К. to 9. B's 5th, 
30. K. takes R. 


' 91. P. takes Kt. 


32. K. to Q. Kt.'s sq. 


* Badly played. 
two distinct modes of play. 


In this situation he might have forced the game by 


In the first place : 


26. K. R. takes K. R. P. 


If White does not take the Rook, Black checks with it at Rock’s 7th, 


and wins easily. Therefore,— 
WHITE. 
27. К. taxes R., or (A.) 
28. P. takes R. 
29. K. to B's sq. 


BLACK, 
27. R. takes R. 
28. Q. takes P. (ch.) 
29. P. to K. Kt.'s 6th, 


And wins. 


27. P. takes R. 

28. R. takes R. 

29. K. to his 3rd. 

30. Kt. to K. B's 4th. 


31. K. to B's 2nd (or Kt. mates 


at K's 4th.) 


(АЈ) 


27. К. takes Р. 

28. Q. takes К. (ch.) 

29. Q. to K. Kt.'s 4th (chu) 
30. P. takes Kt. (ch.) 

31. Q. to R’s 5th (ch.), Ac. 


If White at his 28th move refuse to capture the second Rook, and 
taoves his Rook away instead, Black may either advance his K. Kt. P. (ch.), 
or play R. to R’s 7th, checking, secure, in either case, of a won game, 


In the second place : 


27. Q. takes Kt., or (B.) 
28. P. takes Q. 

29. R. takes R. 

30. Q. Kt. takes Q. P. (best) 
31. K. to his 3rd (best) 

32. K. Kt. takes K. P. 


26. K. Kt. to his 4th. 

27. Q. takes Q. 

28. R. takes R. 

29. R. takes R. 

30. R. to R’s 7th (ch.) 

31. Kt. to Q's 5th. 

32. Kt. takes Q. B. P. (ch.) 


And wins, because White must play his King to a square where he will bo 
in check of the Queen which his opponent will make in two moves. 
Observe, however, that if Black advance his Bishop's Pawn before 
taking the Queen's Bishop's Pawn, he will probably lose the game by 
White's first checking with the King's Knight at Q's 7th, and then 
playing the other Knight to K's 8th square. 

(B.) А 

26. К. Kt. to his 4th. 
27. R. to K. R’s 7th (ch.) 
28. К. takes R. (ch.) 


27. P. takes Kt. 
28. R. takes В. (best) 
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33. R. to Q. R’s sq. 33. K. to Ө, B's sq. 
34. Q. to Q. R's 8th (ch.) 34. K. to Q's 2nd. 
35. P. to Kt.'s 7th. 35. Ө. К. takes Ө. B. Р. 
36. Q. P. takes P. (ch.) 36. K. to his 2nd. 
87. Q. takes Kt. (ch.) 37. K. takes Q. 
38. Р. (о Kt.'s 8th, becoming a Q. (ch.) 38. K. to his 2nd. 
39. R. to Q. Е” 7th (ch.) 39. К. to his 3rd, 
White mates in two moves, 
a A 
DT. Game VI.—Between Mr, Cochrane and Capt. Evans 
wur. (Mr. С.) BLACK, (Capt. E.) 
1. Р. to K’s 4th. 1. P. to K's 4th, 
2. P. to K. B's 4th. 2. P. takes P. 
3. К. Kt. to B's 3rd. 3. P. to К. Kt.'s 4th, 
4. P. to K. R’s 4th. 4. P. to К. Kt.'s 5th. 
5. Kt. to K's 5th. 5. P. to К, R's 4th. 
6. K. B. to Q. B's 4th. 6. K. R. to his 2nd, 
7. Kt. takes K. B. P. 7. R. takes Kt. 
8. B. takes R. (ch.) 8. K. takes B. 
9. P. to Q's 4th... 9. B. to К. R’s 3ri.* 
10. B. takes P. 10. B. takes B. 
11. Castles. 11. Q. takes К. R. P. 
12. R. takes B. (ch.) 12. K. Kt. to B's 3rd. 
18. P. to K's 5th. 13. P. to Q's 4th. 
14. R. takes Kt. (ch. 14. K. to Kt.'s 2nd. 
15. Q. to her 2nd. 15. Q. Kt. to Q's 2nd. 


16. Q. to K. R's 6th (ch.) 


And Black resigned. 


29. К, to his sq., or (C.) 29. 


50. K. takes Kt. 30. 
(С.) 

29. К. to his B’s sq. 29. 

30. K. to his sq., or (D.) 30. 

31. Q. takes P. (best) S1. 


P. to K. B's 7th (ch.) 

P. to B’s 8th, becomes a Q, 
(double check), and matet 
next move. 


Kt. takes P. (ch.) 
P. to K. B's 7th (cb.) 
R. to R's 8th (ch.) 


(If the Knight takes Pawn, Black mates in two moves.) 


32. K, to Q's 2nd. 22. 
33. K. to B’s 3rd. 33. 
And wins. 
(D.) 
30. K. to Kt.'s sq. 30. 


Q. takes P. (ch.) 
Kt. takes K. P. (ch.) 


R. takes Q. 


Winning; for if White take the Queen in return, he is mated on the 


move, 


* This is the error which loses Black's game. Тие correct move if 


9, P. to К. B's 6th. 
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THE KING'S BISHOP'S GAMBIT. 


Tux remarkable variety and power of attack obtainable ly 
the first player from moving the К. B. to Q. B's 4th ву, 
instead of bringing out his К. Kt., at the 3rd move, seem 
hardly to have been appreciated, or rather discovered, by the 
earlier writers; and although we find this particular gambit 
to have been in vogue as far back as the time of Lopez, and 
to have been a good deal cultivated both in France and 
England in the eighteenth century, it is only of late years 
that its resources have been analysed and developed as they 
deserve. Compare the following works, which touch upon 
this gambit—Lopez (1584), p. 110; Gianutio (Sarratt's 
translation, 1817), р. 48; Saivio (Ed. 1723), p. 99; Greco 
(Ed. 1784), p. 85; Соло (1st vol.), pp. 67, 884, 342; (2nd 
vol.) pp. 268, 322, 363; Stamma (1745), p. 43; Bertin, 
p. 27; Bledow (1843), p. 31; Lewis (1844), pp. 411—444; 
Jaenisch (who gives the most solid and complete analysis 
which has yet appeared), vol ii. pp. 168—212; Walker 
(1846), рр. 211—286; the German **Handbuch;" and the 
games between La Bourdonnais and Ме Donnell, in the 
** Chess-Player's Chronicle,” 


GAME THE FIRST. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
9. P. to K. B's 4th. 9. P. takes P. 
3. K. B. to Q. Вв 4th. 3. Q. to K. R’s 5th(ch.} 


The check of the Queen is commended by Ponziani, as 
enabling Black to permanently protect his doubled Pawn. 
Instead of this move, however, he has a variety to choose 
from, for he may play 3. P. to К. Kt.’s 4th, 3. P. to К. B's 
4th, 9. P. to Q's 4th, 3. P. to 9. B's 8rd, and 8. P. to 
Q. Kt.’s 4th, each of which demands examination. (See 
Games the First, Second, Third, and Fourth, in the next 
Chapter.) 

4. K. to B's sq. 4. P. to К. Kt.'s 4th. 


This is acknowledged to be Black’s best move; for the result 
of his adopting instead cf it 4 К. В. to Q. Вз 4th, 4, К. Kt. 
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to B's 8rd, 4. Q. to К. B's 8rd, and 4. P. to Q's 3rd, consult 
Games the Fifth, Sixth, and Seventh, in the following Chap- 
ter. From this point, according to the best authorities, you 
have three different methods of continuing the attack, viz., 
5. Q. Kt. to B's 3rd, 5. K. Kt. to B's 3rd, and 5. Q. to 
К. B's 3rd. The present game will exhibit the variations 
arising from the first, and the consequences of the latter two 
systems shall be shown in Games the Second and Third. 

5, Q. Kt. to B's 3rd. 5. K. B. to K. Kt.'s2nd. 
lf Black at move 5. attempt to prevent the threatened 
advance of your Q. Kt. to Q’s 5th sq., by moving either 
5. К. Kt. to K's 2nd, or 5. P. to 9. B's 3rd, Major Jaenisch 
considers you will infallibly win the gambit Pawn. The 
following are lis demonstrations. In the first place,— 

5. K. Kt. to K’s 2nd. 
6. Q. to К. B's 3rd.* 6. Q. Kt. to B's 3rd. 

(if he play 6. К. B. to Kt.’s 2nd, you should move 7. P. to К. Kt.'s 3zZ 
and if 6, K. Kt. to K. Kt.'s 3rd, play also 7. P. to K. Kt.’s 3rd.) 
7. P. to K. Kt.'s 3rd. 7. Q. to K. R's 3rd. 

8. P. takes P. 8. P. takes P. 

9. P. to Q's 3rd. 9. К. Kt. to Kt.'s 3rd. 
10. К. Kt.to K’s 2nd (best) 10. К. B. to Q's 3rd. 
11. P. to Q's 4th. 11. P. to K. B's 3rd. 
12. Q. Kt. to Q's 5th. 12. K. R. to K. B's sq. 
13. P. to Q. B's 3rd. 


You will regain the Pawn. 
In the second place,— 
5. P. to Q. B's 3rd. 
6. Q. to K. B's 3rd. 6. P. to Q's 3rd. 


If he play 6. К. Kt. to К?з 2nd, or К, B. to Kt.'s 2nd, you again гер! 
Dem with 7. P. to К. Kt/s3rd) — — is 


7. P. to K. Kt.'s 3rd. 7. Q. to K. Kt.'s 5th. 
8. P. to Q's 3rd. 8. Q. takes Q. 
9, K. Kt. takes Q. 9. K. B. to K. R’s 3rd. 


10. Q. Kt. to K's 2nd. 
And you win the Pawn. 


* You may now adopt the very ingenious mode of carrying on 
attack which we owe to McDonnell, viz. :— ' 


6. P. to К. Kt.'s 3rd. 6. P. takes P. 
7. K. to Kt.'s 2nd. 7. Q. to К. R’s 3rd. 

Jaenisch recommends 7. Q. to К. B's 3rd, instead of 7. К. to Kt.’s 2nd.) 
8. P. takes P. 8. Q. to K. Kt.'s 2rd, 


Black has a slight advantage. 
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6. К. Kt. to B's 3rd. ~ 6. Q. to К, R’s 4th. 


You may also play 6. P. to Q’s 4th at least as advantage. 
ously. (For the result of that move, and of 6. P. to K. Kt.'s 
8rd, see Variations I. and П.) 


7. P. to К. Кв 4th. 7. P. to K. Вв 3rd. 


It is not prudent for Black to play 7. P. to K. Kt.'s 5th, 
7. B. takes Q. Kt. | 


8. P. to Q’s 4th. 8. P. to Q/s 8rd. 
9. P. to K's 5th. 9. P. takes P. 


If you play 9. Q. Kt. to Q’s 5th, he replies with 9. K. ta 
Q's sq. 


10. Q. Kt. to Q's 5%. 10. K. to Q’s sq. 
11. P. takes P. 11. B. to Q’s 2nd. 
12. K. to his Kt.'s sq. 12. Q. to K. Kt.'s 8rd. 


If he move 12. P. to K. Kt.’s Sth, you take the doubled P. 
with Q. Kt., and then play B. to Q's 3rd, winning. 


18. P. takes P. 18. Р. takes P. 
14. R. takes R. 14. B. takes R. 
15. K. Kt. takes P. 15. Q. takes K. Kt. 


If, instead of this saerifice, invented by Petroff, you play, as 
suggested by McDonnell, 15. Q. to K's sq., Black's answer 
should be К. B. to К. Kt.'s 2nd again. Should Black refuse 
to take the Kt., and play 15. K. B. takes P., you can take 
the doubled P. with Q. Kt., and afterwards K. B. P. with 
K. Kt., having an immense attack. 

16. Q. B. takes P. 16. Q. to К. Kt.’s 3rd 

(best) 


If he play 16. Q. to К. B's 4th, or 16. Q. to К. Kt.'s óth, or 
16. Q. to K. Kt.’s 2nd, in each case you will have a good 
attack. In the first place,— 

16. Q. to K. B's 4th. 


17. P. to K's 6th. 17. P. takes P. 

18. Kt. takes Q. B. P. 18. Q. to her B's 4th (ch.) 
19. K. to R’s sq. 19. Q. takes B. 

20. Q. to her 6th. 20. P. to K's 4th. 

21. Kt. takes Q. R. 21. P. takes D. 


You may now play 22. R. to K's sq., upon which he would move 22. В. 
to K Kt.'s 2nd, you can then take Q. Kt. with Q., and the game ig 
equal, 
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Tn the second place,— 
16. Q. to K. Kt.'s 5th, 
17. Q. takes Q. 17. B. takes 9. 
18, Kt. takes 9. B. Р. 18. Q. Kt. to B's 3rd, 
19. Kt. takes Q. R. 
You have the better game, 
In the third place, — 
16. Q. to K. Kt.'s 2nd. 
17. Kt. takes Q. B. P. 17. K. takes Kt. 
(He may also play 17. Q. Kt. to B's 3rd, whereupon you should retort 
with 18. B. to K's 6th.) 
18. P. to K's 6th (dis. ch.) 18. К. to Q's sq. 
19. P. takes K. B. P. 19. Kt. to K's 2nd. 
20. Q. to her 6th. 20. Q. to her 5th (ch.) 
21. K. to R's 2nd. 
You ought to win. 
17. P. to K's 6th. 17. P. takes Р, 


If you take the Q. B. P. instead of advancing this P., Black 
ean check with his Q. at her Kt.'s 3rd. 


18. Kt. takes Q. B. P. 18. P. to K's 4th. 
19. Kt. takes Q. R. 19. P. takes B. 


Instead of taking the Rook, you may now check with the 
Kt., and have a very fine game; (е. g.) 
19. Kt. to K's 6th (ch.) 19. К. to K's 2nd (best) 
20. Q. B. to K's 3rd. 20. P. to Q. Kt.'s 3rd (best) 
21. Kt. to Q. B's 7th. 21. Kt. to K. B's 3rd. 
22. Q. to Q's 2nd 22. B. to Q. B's 3rd. 
23. R. to Q's sq. 
And you ought to win. 


20. B. takes K. Kt. 20. Q. takes B. 
21. О. to her 6th. 21. Q. Kt. to Е 3rd. 


Jaenisch and the German “Handbuch” now suggest the 
following as probable moves :— 


292. R. to Ов sq. 22. 9. to К. B's 2nd. 
28. P. to 9. Kt.'s 4th. 28. Q. to K's 2nd. 

24. Q. takes K. B. P. 24. Q. takes Q. Kt. P. 
25, С to K. D S ЛЮ, 25. Q. to K's 2nd. 

26. Q. to K. Kt.'s 8th (ch.) 26. Q. to K's sq. 

27. Q. to K. Kt.'s 5th (ch.) 27. K. to Q. B's sq. 


And Black is getting into safe quarters. 
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VARIATION L, 


Beginning at White's 6th move, 


BLACK, 


WHITE. BLACK. 


6. P. to Q’s 4th. 6. P. to Q’s 3rd. 

i. P. to K's 5tb. 7. P. takes P. 

8. Q. Kt. to Q’s Sth. 8. K. to Q’s sq. 

9. P. takes P. 9. B. to Q/s 2nd. 
10. K. Kt. to B's 3rd. 10. Q. to K. Кв 4th, 
11. Q. B. to Q/s 2nd. 11. K. Kt. to K’s 2nd. 


The move of 11. Q: B. to Q's 2nd is the suggestion of Mr. 
Schulten, an amateur of New York, and is a singularly 
beautiful variation from the ordinary mode of play. If, in 
reply to it, Black move 11. P. to Q. B's 3rd, 11. P. to К. В 
3rd, or 11. Q. Kt. to B's 8rd, you certainly appear to obtain 
an excellent game. (е. g.) In the first place,— 
11. P. to Q. B's 3rd. 
12. Q. B. to Кв 5th (ch.) 12. P. to Q. Kt.'s 3rd. 


13. B. to Q. B's 3rd. 13. Q. to K. Kt.'s 3rd. 
14. Q. Kt. to his 4th. 14. P. to K. Kt.'s 5th. 
15. K. Kt. to Q's 4th. 15. P. to Q. R's 4th. 

. 9. 


16. К, В. to Q’s 3rd. 16 
17. 9. Kt. takes Р. (ch.) 
You have the better game. 


Га the second place,— 


to K. R’s 4th. 


11. P. to K. R's 3rd. 
12. B. to Q. B’s 3rd, 12. K. R. to R's 2nd. 
Y 
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(It ta this after-move of 12. B. to Ө. B's 3rd, which gives such weight to 
the preliminary play of 11. B. to Q's 2nd.) 
13. Kt. takes Q. B. P. 13. K. takes Kt. 
14. Q. to her 6th (ch.) 14. K. to Q. B’s sq. 
I5. P. to K's 6th. 15. P. takes P. 
16. Q. B. takes K. B. 16. R. takes B. 
17. Q. to K. B's 8th (ch.) 
You win at least the exchange. 


Thirdly,— 

11. О. Kt. to B's 3rd. 
12. Q. B. to his 2rd. 12. K. Kt. to K's 2nd. 
13. Kt. takes Kt, 13. Kt. takes Kt. 
14. P. to K's 6th. 14. P. takes P. 
15. K. B. takes P. 

And wins. 
12. Q. B. to his 3rd. 12. К. К. to K's ва. 


Jf he play 12. Q. to К. Kt.'s 3rd, the following moves am 


bable,— 
Ese 12. Q. to К. Kt.'s 3rd. 
13. Kt. takes Kt. 18. K. takes Kt. 
14. Q. to her 5th. 
You ought at least to regain the P. sacriticed. 
18. Kt. takes Kt. 13. R. takes Kt. 
14. Q. to her 5th. 
The game is about cqual. 


VARIATION II., 
Веуттпд at White's 6th move.—(Sce the preceding diagram.) 


WHITE. BLACK. 
6. P. to K. Kt.'s 3rd. 6. P. takes P. 


This variation is one of the many felicitous inventions of 
McDonnell. It is hazardous, but without the utmost exaeti 
tude in the defence, it gives you an overpowering attack on 
the King's side. 

Tf, instead of taking the P., Black retire his ©, to R's 8rd, 
you take P. with P., and if he then take P. with P., you may 
play Q. Kt. to Qs 5th, and afterwards P. to Q’s 4th. 

7. K. to Kt.'s 2nd. T. Q. to K. Ев 8rd. 
Jaenisch plays 7. P, to Q/s 3rd, in place of retiring the Q., 
&nd then pursues the game thus,— 


7. P. to Q's 3rd. be 
8. К. К. Р. takes P, 8. Q. to К. Kt’s 5th, 
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9. Q. to K. B's sq. 9. Q. to Q's 2nd. 
10. K. Kt. to B's 3rd. 10. P. to K. R's 3rd. 
11. Q. to K. B's 2nd. 1l. P. to Q. B's 3rd. 
12. P. to Q's 4th. 12. Q. to Q. B's 2nd. 
13. Q. B. to Q's 2nd. 13. Q. B. to K's 3rd. 
Black has the better game. 
8. P. takes P. 8. Q. to К. Kt.s 3rd. 


He has the advantage. 


If at move 7. Black take the Q. Kt., you should play 8. К. Kt. 
to B's 3rd; if he then retreat his Q. to Kt.'s 5th, you ma 
take K. B. P. with B. (ch.), threatening the after-check with 
your Kt. If he retire the Queen to Q. R’s 4th or 3rd, you 
take P. with P., and afterwards take his K. B. 


GAME THE SECOND. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K’s 4th 
9. P. to К. B’s 4th. 2. P. takes P 
8. B. to Q. B's 4th. 8. Q. checks. 
4. K. to B’s sq. 4. P. to К. Kt.’s 4th. 
5. K. Kt. to B's 8rd. 5. Q. to K. Is 4th. 


This method of continuing the attack is not considered quite 
во strong as developing your game on the Q’s side before 
removing his Queen from her present inaetive position, buf 
it leads to many admirable combinations, and, as Major 
Jaenisch remarks, its resources are far from exhausted. 

If Black now move his ©, to К. Kt.’s óth, you take the 
K. B. P. with B. (ch.), and if he retire her to K. R’s 8rd, you 
play 6. Kt. to K’s 5th. 


6. P. to К. R’s 4th. 6. K.B. to K.Kt.’s 2nd. 


Your present move is considered stronger than 6. P. to Q’s 
4th, to which Black’s best reply would be also 6. B. to К. Kt.'s 
2nd. If Black, instead of the move in the text, attack your 
Kt. with P., you should retreat him to K's sq., and then you 
must win the gambit Pawn. 

T. P. to Q's 4th. 7. P. to К. E's 3rd. 


If now at move 7. you play Q. Kt. to B's 3rd, and Black, as 

his best, move 7. P. to К. R’s 8rd, we haye the exact position 

which occurs in Game the First, which see. But you may 
x2 


"E _; 
CN | 
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also play 7. К. to Kt.'s sq., 7. К. R. to his 2nd, or 7, К. B. to 
K's 2nd, as in Variations I., П., and III. 
Black шү also play 7. Р. to Q’s 8rd, although it is hardly 


80 good as the above. Let us suppose,— 
7. P. to Q's 3rd. 
8. K. R. to his 2nd. 8. Q. B. to К. КЕ? 5th, 
9. K. to K*. s sq. 9. P. takes R. P. 
10. Q. B. takes P. 10. P. to K. R's 6th. 
11. Р. to Q. B's 3rd. 11. Q. to К. Kt.'s 3rd. 
12. P. to K. Kt.'s 3rd. 12. P. to K. R’s 4th. 


If he play 12. K. Kt. to K's 2nd, you answer with 8. Q. Kt. to Q's 2nd, 
and presently gain the P. at K. R’s 6th.) 


13. К. R. to K. B's 2nd. 13. P. to К. R's 5th. 
14. K. to R’s 2nd. 14. P. takes P. (ch.) 
15. Q. В. takes Р. 
The game is even. 
8. P. to K’s 5th. 8. K. Kt. to K's 2nd. 
9. Q. Kt. to B's 3rd. 9. K. Kt. to B's 4th. 


If you play 9. Q. to K's sq., or 9. K. B. to Q’s 3rd, or 9. K. 
to Kt.'s sq., Black will have an improved game. For example 
in the first case,— 


9. Q. to K's sq. 9. K. Kt. to B's 4th. 
10. K. to Kt.'s sq. 10. P. to К. Kt.'s 5th, &c. 
Becondly,— 
9. K. B. to Q's 3rd. 9. Р. to Q's 3rd. 
10. K. P. takes P. 10. Q. B. P. takes P. 
11. P. to Q. B's 3rd. 11. Q. Kt. to B's 3rd. 
. 12. К. to Kt.'s sq. 12. Q. to K. Kt.'s 5th. 


13. Q. Kt. to Q's 2nd. 13. 9. В. to К. B's 4th. 
Black has the better game. 


Finally,— 
9, K. to Kt.'s sq. 9. Q. to K. Kt.'s 3rd. 
10. K. B. to Q's 3rd. 10. Q. to her Kt.'s 3rd, &c, 


Or you may play,— 
10. Q. Kt. to Q. B's 3rd. 10. P. to Q's 3rd. 
11. K. P. takes P. 11. Q. B. P. takes P. 
12. Q. Kt. to Q. Kt.’s 5th. 12. К. to Q's sq. 
He preserves the gambit Pawn. 


10. Q. Kt. to K's 4th. 10. P. to Q/s 3rd. 


If instead, you play 10. К. to his Kt.'s sq., he moves 10, Kt. 
to К. Kt.’s 6th, and proceeds as follows,— 

10. K. to Kt.'s sq. 10. Kt. to his 6th. 

11. К. К. to his 2nd. 11. Q. to K. Kt.'s 3rd. 

12. K. B. to Q's 3rd, 12. Q. to her Kt.'s 3rd, &о,, бо, 
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11. К.Р. takes P. 11. Q. B. P. takes P. 
12. Q. to K's 2nd. 12. K. to Q’s sq. 
13. P. to Q. B's 8rd, 18. K. R. to K's sq. 


If you move 13. Q. to her 3rd, he plays 13. К. to K's sq. 
and on your retiring the K. to Kt.'s sq., advances P. tc 
K. Kt.'s 5th. 
14. K. to Kt.'s sq. 14. P. to K. Kt.’s 5th. 
15. К. Kt. to Q's 2nd. 15. P. to K. B's 6th. 
If at move 15. you retreat the Kt. to K. R’s 2nd, he plays 


P. to B's 6th, and if you retire him to K's sq., he may then 
move Р. to Q’s 4th, in either case having a great advantage. 


16. Q. to her 8rd. 16. P. takes K. Kt. P. 

17. K. takes P. 17. P. to Q’s 4th. 

18. K. B. takes P. 18. Kt. takes K. R. P 
(eh.) 


And he has the better game. 


VARIATION I., 


Begining at White's 7th move. 


7. K. to Kt.'s sq. 7. B. to Q's 5th (ch.) 


Black’s present move, and the accompanying variations, occur 
in a little pamphlet by Signor Dubois, lately published at 
Rome, Instead of checking with the B. he may play 7. P. 
to К. Kt.’s 5th, compelling you to move 7. Kt. to Kt.'s 5th, 
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or endure the dangerous check at Q. B's 4th, and then he 
may play 8. K. Kt. to R’s 3rd, with a fine attack in prepara- 
tion. 


8. К. to Es 2nd. 8. P. to К. Kt.’s 5th. 
1 you move 8. К. to B's sq., he plays 8. P. to Q’s 8rd. 

9. Kt. takes B. 9. P.to Kt.'s 6th (ch.) 
10. К. to Ев 8rd. 10. P. to Q’s 4th (dis. ch.) 
11. Kt. to К. B’s 5th. 11. Q. takes Q. 

12 R. takes Q. 12. Kt. to K. R’s 3rd. 
13. P. to К. R’s 5th. 18. P. takes K. P. 


If at move 13. you play B. to Q’s 3rd or K's 2nd, he takes 
K. P. with P., and wins easily; You may, however, play 
18. Q. Kt. to B's 2rd, and the game proceed thus :— 


13. Ө. Kt. to B's 3rd. 13. Р. takes К.Р. 


14. P. to K. R's 5th. 14. К. to К. Kt.'s sq. 
15. Q. Kt. to Q's 5th. 15. B. takes K. Kt. (ch.) 
16. K. to R's 4th. 16. K. to Q's sq. 


17. Kt. to К. B's 6th. 17. K. R. to K. Kt.'s 2nd. 

18. P. to Q's 4th. 
Black may now retire his B. to Q. B's sq., checking afterwards with his 
Kt. at К. B's 4th. In the little work just mentioned, the variation is 
carried on several moves farther, Black being made to play 18. P. to 
K's 6th, which appears an unnecessary prolongation of the contest. 


14. K. to R’s 4th. 14. Kt. takes Kt. (ch.) 

15. K. to Kt.'s 5th. 15. P. to K. B's 6th. 

16. K. to B's 4th. 16. P. to K. B's 7th 
Black wins. 


VARIATION II., 
Beginning at White's Tih move. 
(Arrange the men as in the diagram.) 


7. K. R. to his 2nd. T. P. to K. Kt.'s 5th. 
This move of the Rook was thought the best by Ponziani. 
8. K. Kt. to Kt.'s 5th. 8. К. Kt. to R’s 3rd, 


At move 8, you may play K. Kt. to K's sq., as in tbe follow 
ing, given by Petroff:— 

8. K. Kt. to K's sq. 8. Q. to her B's 4th. 

9, Q. to K's 2nd, 9. K. Kt. to B's 3rd. 
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10. P. to Q's 3rd. 10. K. Kt. to R's 4th. 
11. Q. B. takes P. 11. Kt. takes B. 
12. Q. takes P. 12. Q. to К. Кв 4th. 
18. Q. takes Kt. 13. K. B. to K's 4th. 
14, K. B. takes P. (ch.) 14. Q. takes B. 
15. Q. takes Q. (ch.) 15. K. takes Q. 
And wins. 
9. P. to Q/s 4th. 9. P. to Q's 4th. 


If instead of so playing, Black attack your Kt. with P. to 
K. B's 8rd, you must not retreat the Kt., but take the dou- 
bled P. with Q. B., and if then he take your Kt., you win his 
by X. R. B, takes P. &e. He may, however, at move 9. 

y P. to К. Кё 6th, i in which case the following variation 
1s probable :— 

9. P. to K. Kt.'s 6th. 
10. K. B. takes B. P. (ch.) 10. Kt. takes B. 


11. Q. takes Q. 11. P. takes R. 

12. Q. tokes Kt. (ch.) 12. K. to Q's sq. 

13. Q. takes K. B. 13. P.toR's8th,becoming a Q.(ch.) 

14. K. to B's 2nd. 14. Q. takes K. R. P. (ch.) 

15. K. to his 2nd. 15. Q. to K. Kt.'s 5th (ch. 

16. K. to Q's 3rd. 16. Q. to К. Kt.'s 6th (ch. 

17. Q. to B's 4th. 

You have the advantage. 

10. K. B. takes Q. P. (best) 10. P. to К. Kt.'s 6th. 
11. B. takes K. B. P. (ch.) 11. Q. takes B. 


„f he take the B. with his Kt., we have a similar position to 
-hat last examined. 

12. Kt. takes Q. 12. Q. B. to K. Kt.'s 5th. 
If he take the R., you simply move K. to B's 2nd, and must 
win. 


18. Q. to K's sq. 18. P. takes К. 
14. K. to B's 2nd. 14. K.B.takesQ, P.(ch.) 
And Black wins. 


VARIATION llI., 
Beginning also at White's Tt move. 


(Again refer to the diagram.) 


WHITE. BLACK. 
7, В. to K's 2nd. 7. P. to K. Kt.'s 5th. 
8. Kt. to K’s sq. 8. K. Kt. to B's 3rd. 
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If at move 8. you play the Kt. to R's 2nd, he may advance 
the gambit P., and then take К. К. P. with his Q. 


9. Q. Kt. to B's 3rd. 9. Q. to К. Kt.’s 3rd. 


You may likewise move 9. P. to K's 5th, but without im- 
proving your game ; for suppose,— 


9. P. to K's 5th. 9. Kt. to K's 5th. 

10. K. B. takes P. 10. Kt. to his 6th (ch.) 

11. К. to Kt.'s sq. 11. Q. takes К.Р. 

12. R. to R’s 3rd. 12. P. to K. R's 4th. 

13. B. to К, B's 3rd. 13. P. to Q’s 4th. 

Black has a capital game. 

10. Р. to Q’s 3rd. 10. Kt. to К. R’s 4th. 
11. Kt. to Өз Sth. 11. Kt. to Kt.’s 6th (ch.) 
12. K. to Kt.'s sq. 12. K. B. checks. 
18. K. to R’s 2nd. 18. Kt. takes B. 


He ought to win. 


GAME THE THIRD. 


WHITE. BLACK. 
1, P. to K’s 4th. 1. P. to K’s 4th. 
2. P. to K. B’s 4th. 2. P. takes P. 
8. B. to Q. B's 4th. 8. Q.to K. R’s 5th (ch.) 
4. K. to B's sq. 4. P. to K. Kt.'s 4th. 
5. Q. to K. B's 3rd. 5. Q. Kt. to B's 3rd. 


5. Q. to K. B's 8rd, we owe to Cozio, who first introduced 
this move of the Q. into the variations of the Bishop's Gambit. 
In answer to it Black may move 5. P. to Q's 8rd, or 5. Kt. to 
К. R’s 3rd. (See the Variation.) If he play 5. K. Kt. to 
B's 8rd, or 5. K. B. to Q. B's 4th, the result will be an even 
game. (е. g.) In the first case,— 

5. K. Kt. to B's 3rd. 


6. P. to K. Kt.'s 3rd. 6. Q. to K. R's 4th. 
7. P. takes P. 7. Q. takes Q. 
8. Kt. takes Q. 8. Kt. takes K, P. 
9. P. takes P. 
The game is even. 
Secondly,— 
5. K. B. to Q, B's 4th. 
6. P. to K. Kt.'s 3rd, 6. Q. to K. R's 3rd, 
7. P. to K. R's 4th. 7. В. takes Ke. 


8. R. takes B. 
Equal game. 
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6. Y. to К. Kt.'s 3rd. 6. Q. to К. R's 3rd. 
7. P. takes Р. T. P. takes P. 
If he play here 7. Kt. to Q’s 5th, you gain the advantage; for 
example,— 
7. Kt. to Q's 5th. 


8. Q. to her 3rd. 8. K. B. to Q. B's 4th. 
9. P. to Q. B's 3rd. 9. Q. Kt. to K's 3rd. 
10. P. to K. B's 5th. 10. Q. Kt. to К. B's 5th, 


11. Q. to K. B's 3rd. 
Your game is the better. 

8. P. to Ов 3rd. 8. Q. Kt. to Q’s 5th. 

9. Q. to K. B's 2nd. 9. K. B. to Q. B's 4th. 
If instead of moving the Q. thus, you play her, as Cozio ad- 
vises, to her own sq., Black replies with 9. P. to Q/s 4th, and 
has a fine attack. 

10. Q. B. takes P. 10. Q. Kt. takes Q. B. P. 

Mr. Lewis suggests 10. P. to Q. B's 3rd, instead of 10. Q. B. 
takes P., pursuing the game as follows :— 


10. P. to Q. B's 3rd. 10. Kt. to Q. Kt.'s 6th. 
11. P. to Q's 4th. 11. B. takes P., or (A.) 
12. P. takes B. 12. Kt. takes Q. R. 

13. Q. B. takes P. 13. Q. to her B's 3rd. 
14. Q. Kt. to Q's 2nd. ' 14. Q. Kt. to B's 7th. 
15. K. Kt. to B's 3rd. 15. P. to Q's 3rd. 


16. K. Kt. to his 5th. 
And Mr. Lewis prefers your game. 


(А.) 
11. Kt. takes Ө. К. 
12. P. tokes B. 12. P. to Q's 3rd. 
13. Q. B. takes P. 13. Q. to K. Kt.'s 3rd. 
14. P. takes Q. P. 14. P. takes P. 


25. Ө. Kt. to Q's 2nd. 15. Q. D. to K's 3rd. 
16. K. Kt. to B's 3rd. 


You have the better game. 
11. B. takes Q. 11. B. takes Q. 
12. Q. B. to K. Kt.’s 7th. 12. К. B. to Q's ótli. 


Black maintains his Pawn. 


VARIATION, 
Beginning at Black's 5th move. 
WHITE. BLACK, 
1. P. to K's 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 2, P. takes P. 
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9. B. to Q. B’s 4th. 8. Q. checks. 
4. K. to B's sq. 4. P. to K. Kt.’s 4th. 
5. Q. to K. B's 3rd. 5. P. to Q’s 8rd. 


He has also the choice of 5 K. Kt. to R’s 8rd, as in the 
following :— 


5. K. Kt. to R’s 3rd. 

6. P. to K. Kt.'s 3rd. 6. P. takes P. 

7. P. takes P. 7. Q. to K. Kt.'s 5th. 

8. K. B. takes P. (ch.) 8. K. to his 2nd. 

9. B. to К, R’s 5th. 9. Q. takes Q. (ch.) 

10. Kt. takes Q 
You have the advartage. 

6. P. to K. Kt.’s 8rd. 6. Q. to К. Kt.s 5th. 

(You may also play 6. Q. to Q. B's 8rd.) 
7. P. to Q’s 4th. 7. Q. takes Q. 
8. Kt. takes Q. 8. К. B. to К. В 2rd. 


If he play 8. P. to K. Kt.’s 5th, you can move 9. K. Kt. te 
his 5th; and if he play 8. P. takes P., you may take K. Kt. P. 
with Kt. 


9. P. takes P. 9. P. takes P. 
10. Q. Kt. to B's 3rd. 10. Q. B. checks. 
11. K. to B's 2nd. 11. K. Kt. to K's 2nd. 
12. Q. Kt. to K's 2nd. 12..К. Kt. to his 8rd. 


18. K. Kt. to K's sq. 


Followed by 14. K. Kt. to Q’s 8rd, winning the P., with a 
good situation. 


CHAPTER IX. 


Iw the previous Chapter we have followed out, at some 
length, the most prominent variations which oceur when 
both the attack and defence in this opening are conducted 
upon the principles recommended by the best authorities, and 
the result would seem to prove that against every system 
of attack in the King's Bishop's Gambit at present known, 
the defence, though difficult and complex in the extreme, is 
satisfactory. 

It yet remains for us to consider what are the probable 
deviations from the several standard methods of defence, and 
in what manner these should be turned to advantage by the 
opening player. 


E] 
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GAME THE FIRST. 


WHITE. BLAOK. 
1, P. to K's 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
3. B. to Q. B's 4th. 9. P. to К. Kt.s 4th. 


This mode of defence, though the best in the other gambits 
of the King's side, is objectionable in the Bishop's Gambit. 


4. P. to K. R’s 4th. 4. B. to K. Kt.'s 2nd. 


Xf he move 4. P. to K. B's 3rd, you mate him in five moves. 
If he play 4. P. takes P., then— 
5. Q. to K. R’s 5th. 5. Q. to K's 2nd. 
6. P. to Q's 3rd. 
And you win his two advanced Pawns. 
Зо also, if he move 4. К. B. to R’s 3rd, you answer with 5. Q. to K. R’s 
5th, and presently win the gambit P.; and finally, if he play 4. P. to 


K. R’s 4th, the following moves will show you likewise gain the gambit 
P, :— 


4. P. to K. R’s 4th. 
5. P. takes Kt. P. 5. Q. takes P. 
6. K. Kt. to B’s 3rd. 6. Q. to K. Kt.’s 6th (ch.) 
7. K. to B’s sq. 7. P. to Q’s 3rd. 
8. Q. Kt. to B’s 3rd. 8. К. Kt. to B's 3rd. 


9. Q. Kt. to K’s 2nd, &c., &c. 

Showing, as Major Jaenisch remarks, that whatever move he make, 

unless he checks with his Q. at the 3rd move, you win the gambit P. 
5. P. to Q/s 4th. . P. to К. R's 8rd. 
6. P. takes P. «uP. takes Р. 
7. R. takes R. . B. takes R. 
8. Q. to K. Ев 5th. . Q. to K. B's 8rd. 
9. P. to K's 5th. . Q. to К. Kt.'s 2nd, 
0. K. Kt. to K. R’s 3rd. 


You һауе the better game. 


оо -roc 


1 


GAME THE SECOND. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th, 
2. P. to K. B's 4th. 9. P. takes P. 
3. B. to Q. B's 4th. 8. P. to K. B's 4th. 


This was the favourite defence in former times. It is found 
in Salvio, and has been sanetioned by Philidor, Ercole del 
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Rio and other leading writers of the last century, Both 
Jaenisch and V. H. der Laza too appear to believe it may be 
adopted with perfect safety. 

4. Q. to K's 2nd. 4. Q. checks. 
If you play 4. B. takes Kt. or 4. P. takes P., he checks with 
his Q. at K. R’s 5th. You may, however, play 4. Q. Kt. to 
B’s 8rd, as in the variation. 


5. K. to Q’s sq. (best) 5. P. takes K. P. 

6. Q. takes P. (ch.) 6. B. to K's 2nd. 

7. P. to Q’s 4th. 7. К. Kt. to B's 3rd. 

8. Q. takes K. B. P. 8. Q. takes Q. 
Even game. 


These are the moves adopted by the chief authorities. White 
would appear, however, to have a better game by taking otf 
the K. Kt. at his 7th move, then playing Kt. to К. B's 3rd, 
followed by Q. Kt. to B's 3rd, and K. R. to K's sq. 


VARIATION, 
Beginning at White's 4th move. 


4. Q. Kt. to B's 3rd. 4. Q. to K. R’s 5th (ch.) 

5. K. to B's sq. 5. K.Kt.to B’s 8rd, or(A.)} 
Modern chess-writers are not agreed upon the best move for 
Black at this point. Mr. Lewis advocates that in ths 
text, which he conceives to establish the opening in White's 
favour, while Major Jaenisch and the German “ Handbuch" 
consider Black's proper play, and that which gives him an 
advantage in the game, to be 5. P. takes P. I present the 
leading variations on each of these moves, that you may 
judge between them. 


6. K. Kt. to B's 3rd. 6. Q. to К. Ев 4th. 
7. P. to K's Sth. 7. K. Kt. to K's 5th. 
If K. Kt. to bis 5th, then— 
7. K. Kt. to his 5th. 
8. P. *o Q's 4th. 8. K. Kt. to K's 6th (ch.) 
9. Q. B. takes Kt. 9. P. takes Q. B. 
10. Q. Kt. to Q's 5th. 10. K. to Q's sq. 


11. Q. Kt. takes K. P. 
And you have a sufficient game. 


8, Q. Kt. to Q's 5th. 8. K. Kt. to his 6th (ch.) 
If he play 8. K. to Q’s sq., you take the gambit P. with Kt. 
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9. K. to K. Kt.'s sq. 9. K. Kt. takes R. 
10. Kt. takes Q. B. P. (ch.) 10. K. to Q’s sq. 

11. ©, Kt. takes Q. R, 11. K. Kt. to his 6th. 
12. P. takes K. Kt. 12. P. takes P. 
18. P. to Q’s 4th. 18. K. B. to K's 2nd. 
14. Q. B. to K. B's 4th. 14. Q. to K. Kt.'s 5th, 
16. Kt. to K. Kt.'s 5th. 15. Q. takes Q. В. 
16. Kt. to K. B's 7th (ch.) 16. K. to his sq. 
17. Q. to her 8rd. 17. К. B. to Q's sq 
18. К. Kt. to Q’s 6th (ch.) 18. K. to B's sq. 


19. Q. R. to K. B's sq. 
And you will checkmate in a few moves. 


(А.) 5. P. takes К.Р. 


This is the move recommended by Jaenisch in preference to 
Mr. Lewis’s play of 5. K. Kt. to B’s 3rd. 


6. Q. Kt. takes P. 6. P. to Q. D's 3rd. 
7. Q. to K's 2nd. 7. K. to Q’s sq. 
8. K. Kt. to K. B's 3rd. 8. Q. to K's 2nd. 


Kf he play 8. Q. to K. Кв 4th, you reply with Q. Kt. to 
K. Kt.’s 5th; and if then he play 8. P. to Q’s 4th, you move 
9. К. Kt. to K's 5th. 


9. Q. Kt. to K. Kt.'s 5th. 9. Q. takes Q. (ch.) 
10. B. takes Q. 10. K. to his sq. 
11. К. Kt. to К Sth. 11. K. B. to K's 2nd. 
12. K. Kt. to K. B's 7th. 12. B. takes Q. Kt. 
18. Kt. takes B. 18. P. to К. Ws 3rd. 
14. B. to K. R’s 5th (ch.) 14. K. to K's 2nd. 
15. Kt. to K. B's 7th. 15. K. Kt. to B's 3rd. 
16. Kt. takes R. 16. Kt. takes B. Ч 
17. Kt. to Kt.’s 6th (ch.) 17. K. to B's 3rd. 
18. Kt. to K. R’s 4th. 18. P. to K. Kt.'s 4th. 


19. Kt. to K. B's 3rd. 
You have the better game. 
The two last variations are from Lewis's Treatise (1844). 


GAME THE THIRD. 


WHITE. BLACK, 
+. P. to K's 4th. 1. P. to K’s 4th. 
2. P. to К. B's 4th. 2. P. takes P. 
8. B. to Q. B's 4th. 3. P. to Q’s 4th. 
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This defence, although perhaps not critically sound, ів pre- 
ferable, I think, to either of the two last examined. 


4. B. takes P. 4. К. Kt. to-B's 8rd. 


Tf you take P. with P., instead of with the B., you mask the 
attack of your B., and enable him more speedily to develope 
his forces. 


5. Q. to K's 2nd. 5. Kt. takes B. 


The “Handbuch” gives this as your best move; 5. Q. to 
B's 3rd appears to be inferior, from her occupying the sq. 
your Kt. is wanted on. You may, however, instead of moving 
the Q., play 5. Q. Kt. to B's 8rd, for which see the varia- 
tion. Ң 
In place of taking the B., Black may move 5. P. to Q. B'a 
3rd, but you then have an immediate advantage. 
6. P. takes Kt. (dis. ch.) 6. B. to K's 2nd. 
7. Q. to K. B's 2rd. 7. B.to K, Wsóth(ch.) 
As the “Handbuch” observes, you may also play 7. P. to 
Q’s 3rd, but in that case, I think, Black would get the better 
game by castling, and threatening, at his next move, to play 
К. to K's sq. if you took his P., or B. to К. Кв 5th if you 
attempted either to sustain your doubled P. or brought out 


your K. Kt. 
8. P. to K. Kt.'s 8rd. 8. P. takes P. 
9, P. takes P. 9. B. to K. Kt.s 4th. 
10. ©. Kt. to B's 3rd. 


Even game. 

These ате the moves which the “ Handbuch" gives, but the 
defence has yet to be thoroughly analysed. At move 8. 
Black, instead of taking the K. Kt. P., and thus opening your 
R’s file, may castle, and then, perhaps, your best move would 
be 9. К. Kt. to K's 2nd, but if you took either his В. or P., he 
would win the game, I think, For example; in the first 
place,— 


8, Castres. 
9. P. takes B. 9. Q. takes P. (ch.) 
10. Q. to B's Znd. 10. R. to K's sq. (ch.) 


(If at move 10. you play K. to B's sq., he answers with R. to K's sq., 
and you must lose ; for if you then play 11. Kt. to K's 2nd, he attacks 
your Q. with his B., and if 11. Q. to B's 2nd, he checks with tha 
В. at K. R’s 6th, then, when you have taken his B., he takes the Kt. 
(ch.), afterwards pushing the Р, to B's 6th, &c.) 
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Ai. Kt. to K's 2nd. 11. Q. to K. Rs 4th. 


(If, instead of interposing the Kt., you move your King to B's sq., he 
checks with the B., &c., as above described.) 


12. Q. Kt. to B’s 3rd. 12. P. to B's 6th. 
And he must win 


In the second place, — 
8. Castles. 
9. Q. takes P. 9. Q. takes P. 
10. Kt. to K. B's 3rd. 10. K. B. to K. Kt.'s 4th. 


{If you play 10. Q. to B's 3rd, he may check with his R., and will have 
an irresistible attack.) 
11. Q. Kt. to D's 3rd. 11. Q. to her B's 3rd. 
And wins. 


1 can see no better move for you than this of the Q. Kt. If you take 
the B., either with your Kt. or Q., you must infallibly lose the game in 
afew moves, and if you play 11. P. to Q. B's 4th, he retires his Q., as 
in the text. 

You must not regard these deviations from the accepted series of moves 
as correct analyses; they are merely given to show that there is much 
latent resource in the present system of defence, and to pique the attention 
of other writers to it, who have more time and space than are afforded me 
in the present work. 


VARIATION, 
Beginning at White's 5th move. 
WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
8. B. to 9. B’s 4th. 8. P. to Q’s 4tb. 
4. B. takes P. 4. К. Kt. to B's 3rd. 
5. Q. Kt. to B's 8rd. 5. K. B.toQ. Kt.'s5th. 
6. K. Kt. to K's 2nd. 6. B. takes Q. Kt. 


Perhaps your best move is 6. K. Kt. to B's 3rd, instead of to 
K's 2nd. The “ Handbuch" also gives 6. P. to Q. B's 8rd 
for Black, and then proceeds thus, — 

6. P. to Q. B's 3rd. 


7. B. to Ө. B's 4th. 7. Q. B. to К. Kt.'s 5th. 
8. P. to Q’s 3rd. 8. К. Kt. to К. R's 4th.* 


Ж Both these last moves I think may be improved. White should hava 
сив єй, since pushing the Q. Р. allows Black to take Ше К. P., and obtain 
а decisive advantage. (е. g.) 

8. P. to Q's 3rd. 8. Kt. takes K. P. 
9. P. takes Kt. 9. Q. to К. R's 5th (ch.) 


(If you castle icstead of taking his Kt., you lose a Pioco,) 
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9. Castles. 9. К. B. takes Q. Kt. 
10. P. takes B. 10. P. to K. Kt.'s 4th. 
An equai game. 
7. 9. P. takes B. 7. P. to Q. B's 8rd. 


if you take the B. with K. Kt. instead of Q P., Black will 
answer 7. Q. B. to K. Kt.'s 5th, then Kt. takes B., after- 
wards checking with the Q. and playing P. to K. B's 6th. 


8. B. to Q. B's 4th. 8. Q. takes Q. (ch.) 
9. K. takes Q. 9. Kt. takes K. P. 
10. K. to his sq. 

The game is about even, since Black must eventually lose the 
gambit Pawn. At his 6th move, instead of taking your 
Q. Kt., he may get an embarrassing sort of attack on you by 
taking off your K. B., then checking with his Q., and after- 
wards advancing the P. to K. B’s 6th, but with care you 
ean defend yourself. 


GAME THE FOURTH. 


WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K’s 4th. 

2. P. to K. B's 4th. 2. P. takes P. 

8. B. to Q. B's 4th. 8. P. to Q. B's 8rd. 


This mode of defence in the Bishop's Gambit is found in the 
oldest works, and may apparently be ventured without danger, 
but without advantage. 

For the move 3. P. to Q. Kt.’s 4th, which Black may make 
at this point, or after giving check with the Q., see tho 
Illustrative Games at the end of the Chapter; observing here 
only, that after 3. P. to Q. Kt.'s 4th, it is not prudent for you 
to take the K. B. P. (ch.). (e. g.) 


3. P. to Q. Kt.'s 4th. 
4. B. takes K. B. P. ig 4. K. takes B. 
5. Q. to K. R’s 5th (ch.) 5. P. to К. Kt.'s 3rd 
6. Q. to Q's 5th (ch.) 6. K. to Kt.'s 2nd. 
7. Q. takes Q. R. 7. Q. to К. R’s 5th (ch.) 
8. K. to Q's sq. 8. Q. to K. Kt.’s 5th (ch.) 
10. K. to B's sq. 10. P. to К, B's 6th. 
ПИ 10. К. to Q's 2nd, Black castles, and wins easily.) 
LL. P. takes P. П. B. to К, R's 6th (ch.) 


And mates in five moves, 
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1128. К. to B's sq., he plays 8. К. В. to Q. B's 4th, and on your moving 
9. Kt. to К. Е’ 3rd, he replies 9. P. to К. B's 6th, and wins.) 
9. Kt. to K's 2nd. 9. Q. takes K. Kt. P, 
0. К. to Kt.'s sq. 10. Q. to K. B's 7th. 


He ought to win, 


4. P. to Q’s 4th. 4. P. to Q/s 4th. 

5. P. takes P. 5. P. takes P. 

6. K. B. checks. 6. Q. Kt. to B's 8rd. 
1. Q. B. takes P. 7. Q. to her Kt.s 3rd. 
8. Q. to K's 2nd (ch.) 8. Q. B. to K's 8rd. 
9. P. to Q. B's 8rd. 9. Castles on Q’s sido. 
10. K. Kt. to B's 3rd. 

The game is equal. 


GAME THE FIFTH. 


Having gone through the probable variations which Black 
may adopt instead of checking with the Q., at his 3rd move, 
we have now to consider those at his command, (after giviug 
the check,) when he does not play the usual move of 4. P. to 
К, Kt.'s 4th. 


WHITE. BLACK. 


1. P. to K’s 4th. 1. P. to K's 4th. 
2. P. to K. B’s 4th. 2. P. takes P. 
3. B. to Q. B's 4th. 8. Q. checks. 


4. K. to B's sq. 


4. B. to Q. B's 46. 


This defence is found in Greco, but is not to be com- 
mended, because it gives you a favourable opportunity tc 
develope your game and establish your Pawns in the centre. 


5. P. to Q’s 4th. 

6. К. Kt. to B's 8rd. 

7. Q. B. takes P. 

8. B. takes K. B. P. (ch.) 


9 
10. 
1 


. to 
„К, to Кв sq. 


5. B. to Q. Kt.'s 8rd. 

6. Q. to K's 2nd. 

7. Q. takes K. P. 

8. K. to B's sq. 

9. К. Kt. to R’s 3rd. 
10. Q. to K's 2nd. 
11. P. to О, B's 3rd, 
12. P. to Q/s 4th. 


And you have the better game. 
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GAME THE SIXTH, 


WHITE. BLASK. 
1. P. to K’s 4th. 1. P. to K's 4th, 
2. P. to K. B’s 4th. 2. P. takes P. 
3. B. to Q. B’s 4th 3. Q. checks. 
K K. to B’s sq. 4. К. Kt. to B's 3rd. 
. K. Kt. to B's 8rd. 5. Q. to K. R's 4th. 


If he play his Q. to K. Kt.’s 5th, you take his K. B. P. with 
B. (ch.), and if 5. Q. to К. R’s 9rd, then you move 6. Kt. to 
K's 5th. 


6. P. to К. Кв 4th. 6. P. to K. Kt.s 4th. 
You may also play 6. P. to K's 5th without harm. (e. g.) 
6. P. to K's 5th. 6. K. Kt. to K's 5th. 
7. P. to Q's 4th. 7. Kt. to his 6th (ch.) 
8. K. to Kt.'s sq. 8. Kt. takes R. 
9. Q. B. takes P. 
‘The loss of the exchange is compensated by the superior development oí 
your game. 
If Black at move 6. take the K. P., you play 7. Q. to K's 2nd. 
7. Q. Kt. to B's 3rd. 7. P. to К. Кв 2rd. 
8. P. to K's 5th. 8. Kt. to his sq. 


If 8. Kt. to his 5th, then 9. K. to Kt.'s sq., followed by 10. P- 
takes K. Kt. P. 


9, K. B. to K's 2nd. 9. P. to Kt.’s 5th. 
You might also move 9. Р, to Q’s 4th. 
10. Kt. to K. R's 2nd. 10. Q. takes K. P. 


11. P. to Q’s 4th. 
You have the advantage. 


GAME THE SEVENTH. 


WHITE BLACK 
1. P. to K’s 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
3. B. to Q. B's 4th. 3. Q. checks. 
4. К. to B's sq. 4. Q. to К. B's 8rd. . 


Although defective, this 4th move of defence 1s much stronger 
than either 4. В. to Q. B's 4th, or 4. К. Kt. to B's 3rd. 
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5. Q. Kt. to B's 3rd. 5. P. to Q. B's 3rd. 
He may also play 5. K. Kt. to K's 2nd. (See Variation.) 
6. P. to ©з 4th. 6. P. to Q/s 8rd. 
7. К. Kt. to B's 3rd. 7. P. to K. Kt.s 4th. 
8. P. to К. Кв 4th. 8. P. to К. Is 3rd. 
9. P. to K's 5th. 9. P. takes P. 
10. P. takes P. 10. Q. to K. Kt.'s 2nd. 
11. Q. to her 4th. 11. B. to К. Kt.’s 5th. 


If he play 11. B. to K's 2nd, you move 12. P. to K's 6th, and 
if 11. Q. Kt. to Q’s 2nd, you proceed as follows :— 


11. Q. Kt. to Q’s 2nd. 


12. P. takes Kt. P. 12. P. takes P. 

13. R. takes R. 13. Q. takes R. 

14. P. to K's 6th. 14. Q. to K. R's 8th (ch.) 

15. Q. to K. Kt.'s sq. 15. Q. takes Q. (ch.) 

16. K. takes Q. 

The game is in your favour. 

12. P. takes Kt. P. 12. P. takes P. 
18. R: takes R. 18. Q. takes R. 
14. Kt. takes K. Kt. P. 14. Q.to К. R’s 8th (ch.) 
15. Q. to K. Kt.’s sq. 15. Q. takes Q. (ch. 
16. K. takes Q. 


You have the superiority. 


VARIATION, 


Beginning at Black's 5th move. 


WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K's 4th, 

9. P. to K. B's 4th. 9. P. takes P. 

3. B. to Q. B's 4th. 8. Q. checks. 

4. K. to B's sq. 4. Q. to K. B's 8rd. 

5. Q. Kt. to B's 8rd. 5, K. Kt. to K's 2nd. 

6. P. to Q’s 4th. 6. P. to Q's 8rd. 

7. K. Kt. to B's 8rd. т. P. to К. Kt.'s 4th. 
If he play 7. Q. B. to K's 3rd, you move 8. Q. to her 8rd. 

8. P. to К. R's 4th. 8. P. to К. Кв 8rd, 

9. P. to K's 5th. 9, Q. to К. Kt.s 2nd. 


Jaenisch plays 9. P. takes К.Р. The “ Handbuch” gives the 
move in the text. М 
Z € 


b. 
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10. K. R. P. takes P. 10. K. R. P. takes P 
11. R. takes R. 11. Q. takes R. 
12. Q. Kt. to K's 4th. 12. P. takes К.Р. 
18. P. takes P. 18. Q. to K. R’s 8th (ch.) 
14. K. Kt. to his sq. 14. Q. Kt. to Q’s 2ud. 
15. Q. Kt. takes P. 15. Q. Kt. takes K. P. 
16. Q. to K's 2nd. 
You have the better position. 
GAME THE EIGHTH. 
WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. P. to K. B’s 4th. 2. P. takes P. 

8. B. to Q. B's 4th. 8. Q. checks. 

4. K. to B's sq. 4. P. to Q’s 3rd. 


This defence is considered incorrect, as it admits of your im- 
mediately recovering the Pawn by Cozio’s move, 5. Q. to 
К. 9's 9rd, nevertheless it requires to be met with circum- 
spection. 

5. Q. to K. B's 8rd. 5. P. to К. Kt.'s 4th. 
Instead of 5. Q. to К. B's 8rd, you may play 5. P. to Q’s 4th. 
as in the variation. 

If you move 5. Q. Kt. to B's 3rd, his best reply is 5. Q. B. 
to K's 9rd. 

6. P. to K. Kt.’s 3rd. 6. Q. to K. Kt.'s 5th. 

7. P. to Qs 8rd. 7. К. B. to Кв 8rd. 

8. Q. takes Q. 8. B. takes Q. 

9. P. to К. Кв 4th. 9. Р, takes К. P. 

10. Q. B. takes P. 
Even game. 


VARIATION, 


Beginning at White's 5th move. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 2. P. takes P. 
8. B. to Q. B's 4th. 8. Q. checks. 
4. K. to B's sq. 4. P. to Q’s 8rd. 
6. P. to Q’s 4th, ^. Q. В, to Кв 3rd 
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Jaenisch recommends this move for Black; the “ Handbuch” 

Buggests, however, that his best play is perhaps 5. Q. to 

К. B's 8rd, and then the game proceeds as in Game the Seventh 

of this Chapter. Instead of either of these moves, he may 

play 5. P. to К. Kt.'s 4th, and the game be pursued as follows;— 
5. P. to К. Kt.'s 4th. 


6. K. Kt. to B's 3rd. 6. Q. to К. R’s 4th. 

7. P. to К. R's 4th. 7. K. B. to Kt.'s 2nd (best) 
8. K. R. to his 2nd. 8. Q. B. to К, Kt.’s 5th. 

9. K. to Kt.'s sq. 9. K. Kt. to K's 2nd. 

(А similar position occurs in Game the Second, Chapter VIII.) 

10. P. to Q. B's 3rd. 10. B. takes Kt. 

11. P. takes B. 11. R. to K. Kt.'s sq. 
12. P. takes K. Kt. P. 12. Q. takes P. (ch.) 

13. K. to B’s sq. 13. Q. Kt. to Q's 2nd. 


14. Q. to her Kt.'s 3rd. 14. P. to Q's 4th. 


(You might also play 14. Q. to her 2nd, but still the advantage would be 
on Black's side, who could castle, with a fine game. Instead of 14. P. 
to Q's4th, Jaenisch and the ** Handbuch" give Black 14. B. takes 
Q. P., which seems premature, and leads only to an equal game, while 
by first advancing the Q. P., he ought, I think, to win.) 


15. R. to K. Kt.'s 2nd. 15. P. takes B. 


(1f, instead of so playing, you take the Q. P. with P., he takes Q. P. 
with B., and wins; and if you take Q. P. with B., then his move, 
Kt. takes B., followed by B. to K's4th, gives him an irresistible game.) 


16. Q. takes Q. Kt. P. 16. Q. takes R. (ch.) 
17. K. takes Q. 17. Q. R. to Kt.'s sq. 
18. Q.to Ө. R’s 6th (best) 18. B. takes Q. P. (dis. ch." 
19. K. to B's sq. (best) 19. R. to K. Kt.'s 8th (ch.) 


(i? at move 19. you play ће King to his R’s file, then 19. Ө, К. ta 
Q. Kt.'s 3rd wins.) 


20. K. to his 2nd. 20. K. R. takes B. 
21. P. takes B. 21. Q. R. takes P. (ch.) 
22. Kt. to Q's 2nd. 22. K. R. takes R. 
Followed by K. R. takes Q. R. P., and he ought to win easily. 
6. Q. to her 3rd. 6. B. takes B. 
7. Q. takes B. 7. P. to Q. B's 8rd. 
8. Q. to her Kt.'s 3rd. 8. P. to Q. Kt.'s 3rd. 
9. Q. to K. R’s 8rd. 9. Q. takes Q. 
10. Kt. takes Q. 10. K. Kt. to B's 3rd. 
11. Q Kt. to B's 8rd. 11. Q. Kt. to Q's 2nd. 


The game is even. 
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GAMES 


ILLUSTRATIVE OF THE KING'S BISHOP'S GAMBIT, 
(From the Chess-Player’s Chronicle.) 

CH . 

1$ Game I.—Between La Bourdonnais and Ме Donnell. 


ware. (Mr. McD.) BLACK. (M. La B.) 
1. P. to K’s 4th. 1. P. to K's 4th. 
2. P. to К. B's 4th. 2, P. takes P. 
3. B. to Q. B's 4th.* 3. Q. checks. 
4. K. to B's sq. 4. P. to K. Kt.'s 4th. 
5. Q. Kt. to B's 3rd. 5. K. B. to Kt.'s 2nd. 
6. P. to Q's 4th. 6. P. to Q’s bra. 
7. K. B. to K's 2nd. 7. Q. Kt. to B's 3rd, 
8. P. to K's 5th. 8. K. Kt. to K's 2nd, 
9. Q. Kt. to his 5th. 9. Castles. 
10. Q. Kt. takes Q. B. P. 10. Q. R. to Q. Kt.'s sq, 
11. K. Kt. to B's 3rd. 11. Q. to K. R’s 3rd. 
12. P. takes P. 12. Kt. to K. B's 4th. 
13. P. to Q. B's 3rd. 13. Kt. to his 6th (ch.) 
14. P. takes Kt 14. Q. takes R. (ch.) 
15. K. to B's 2nd. 15. P. takes Р, (ch.) 
16. K. takes P. 16. takes Q. 
17. B. takes Q. 17. P. to К. R’s 3rd. 
18. P. to Q. Kt.'s 3rd. 18. to Q. Kt.'s 4th. 
19. Q. B. to K's 3rd, 19. to K. B's 4th. 
20. P. to Q's 5th. 20. P. to K. B's 5th (ch) 
21. K. to R’s 2nd. 21 takes B. 


. P. takes Kt. 
. K. Kt. to Q's 4th. 


HORORRRPRHHEEVVUUUVOUDREO 


to K. Kt.'s 5th. 
to K's 4th (ch.) 


24. K. to Kt.'s sq. 24. B. takes Q. P. 
25. Q. Kt. takes P. 25. B. to ©. B's 4th. 
26. P. to Q. Kt.’s 4th.f 26. B. to Q. Kt.'s 3rd, 
27. Q. Kt. to Q's 6th. 27. B. takes K. Kt. 
28. P. takes B. 28. R. takes Kt. P. 
29. Kt. takes B. 29. R. takes Kt. 

30. P. to Q's 5th. 30 to B's 2nd. 

31. B. to Q. Kt.'s 3rd. 81. to K's 2nd. 

32. K. to B’s sq. 32 R. to K's 5th. 
33. K. to his 2nd. 33 R. to K. B's sq. 
34. K. to Q's 3rd. 34. R. to K's 4th. 
35. R. to K's sq. 35. to Q's 3rd.t 


* This was a favourite opening of McDonnell's; he bestowed much 
time and labour on its analyses, and discovered many skilful methods of 
diversifying the attack. 

+ Q. В. to K's 2nd would have been better play we believe. 

t This game is very cleverly played by La Bourdonnais. 


36. R. takes P. 

37. К. takes К, 

38. K. to his 4th. 

39. D. to Q's sq. 

40. P. takes P. 

41. B. to K. B's 3rd. 
49. B. to К. Kt.'s 2n4, 
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36. R. takes R. (ck. 
37. P. to К. R’s 4th. 
38. P. to K. R’s 5th 
39. P. to K. R's 6th. 
40, P. takes P. 

41. P. to K. R’s 7th. 
42. R. to K. B's 8th. 


Mr. Mc Donnell resigned. 


LU TI.—Between the same players. 


wurre., (Mr. McD.) 
1. P. to K's 4th. 
2. P. to К. B's 4th. 
3. B. to Q. B's 4th. 
4. K. to B's sq. 
5. Q. Kt. to B's 3rd. 
6. P. to Q's 4th. 
7. P. to K's 5th. 
8, K, Kt. to B's 3rd. 
9. Q. Kt. to K's 4th, 


10. Kt. to K. B's 6th (ch.) 


11. P. takes B. 

12. B. to Q's 3rd. 

13. Q. to K's sq. (ch.) 
14. Kt. to K's 5%. 

15. P. to Q. B's 3rd. 
16. Q. takes Kt. 

17. Q. takes ©. P. (ch.) 
18. B. to Q. Kt.’s 5th f 
19. B. takes Kt. (ch.) 
20. Q. to B's 5th (ch.) 
21. B. to K. B's 3rd. 
22. Q. to Q’s 4th. 

23. Q. to K's 5th. 

24. К. B. to K's 2nd. 
25. K. to B's 2nd.$ 

26. Q. B. to K's 3rd. 
27. P. to K. R’s 4th. 


BLACK. (M. La B.) 
1. P. to K's 4th. 
2. P. takes P. 
9. Q. checks. 
4. P. to K. Kt.'s 4th. 
5. K. B. to Kt.'s 2nd. 
6. Q. Kt. to B's 3rd. 
7. K. Kt. to K's 2nd. 
8. Q. to К; R’s 4th. 
9. P. to K. R’s 3rd. 
10. B. takes Kt. 
11. Р. to Q’s 4th. 
12. K. Kt. to B's 4th. 
13. K. to Q's sq. 
14. K. Kt. takes Q. P.* 
15. Q. Kt. takes Kt. 
16. Kt. to Q. B's 3rd. 


17. K. to his sq. 
18. Q. B. to K's 3rd, 
19. K. to K. B's sq. 
20. K. to Kt. "s sq. 
21. Q. to K. Kt.'s 3rd. 
22. P. to Q. B's 4th. 
23. Q. R. to K's sq. 
24. P. to Ks ES 6th. 
25. P. takes B 
2 P. to Q. Kt. ’s 3rd, 
‚ Q. B. to Ө’ 2nd. 


* Had Black checked with his Kt. and taken the Rook, he would have 


been mated in five moves. 


T This portion of the game is played by Mr. McDonnell with great 


Tudgment, 


t It would have been better to take the Q. B. P. with Q. 
$ Tt is obvious he would have lost his Q. by taking the P. 
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28. Q. to her 5th, 28. Q. takes Р, (ch.) 
29. K. takes P. 29. В. to К. Kt.'s Sth (cls) 
30. К. to Q's 2nd." 30. К. to Q's sq. 


And White resigned, 


40 салм III.—Between the same opponents, 


wnirE. (Mr. McD.) BLACK. (M. La B.) 

1. P. to K's 4th. 1, P. to K's 4th. 

2. P. to K. B's 4th. 2. P. takes P. 

3. B. to Q. B's 4th. 3. Q. checks. 

4. K. to B's sq. 4. P. to Q's 3rd. 

5. P. to Q's 4th. 5. B. to K. Kt.'s 5th. 

6. Q. to her 3rd. 6. Q. Kt, to B's 3rd. 

7. B. takes K. B. P. (ch.)* 7. K. takes B. 

8. Q. to her Kt.'s 3rd (ch.) 8. K. to Kt.'s 3rd. 

9. Q. takes Q. Kt. P. 9. Kt. takes Q. P. 
10. Q. takes R. 10. К. Kt. to B's Зга.ў 
11. Q. Kt. to R’s 3rd. 11. P. to К. B's 6th.$ 
12. P. to K. Kt.'s 3rd. 12. Q. B. checks. 
13. K. to his sq. 13. Q. to K. Kt.'s 5th. 
14. Q. B. to K's 3rd. 14. P. to Q's 4th.§ 
15. Q. takes Q. R. P. 15. Kt. to Q. B's 3rd. 
16. Ө. takes Q. B. P. 16. P. to Q's 5th. 
17. B. to Q's 2nd. 17. Ө. takes К. Р. (ch.) 
18. K. to Q's sq. 18. P. to K. B's 7th. 
19. Kt. takes B. 19. Q. to K. B's 6th (ch.) 
20. K. to Ө. B's sq. 20. Q. takes R. 


And wins, 


21 Gaxz IV.—Between Mr. Perigal and an Amateur, 


waite, (Mr. P.) BLACK. (Mr. —) 


1. P. to K's 4th. 1. P. to K's 4th. 

2. P. to K. B's 4th. 2. P. takes P. 

3. B. to Q. B's 4th. 3. Q. checks, 

4. K. to B's sq. 4. P. to К. Kt.'s 4th. 
5. Q. Kt. to B's 3rd. 5. B. to K. Kt.'s 2nd, 
6. P. to K. Kt.'s 3rd. 6. P. takes P. 

7. K. to Kt.'s 2nd. 7. K. B. takes Kt.|| 


* This is not good play, because to recover the Piece, White is obliged 
lo take his Queen too far from the point of action. 

+ Indispensable, to prevent the Q. checking at К?з 8th. 

X The winning move. 

§ An excellent move to exclude the Queen, 

} This is not advisable play. 
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8. К. Kt. to B's 311, 

9. В. takes В. Р, (ch.) 
10. Р. to К. R’s 3rd. 
11. а. Р. takes В. 
12. К. R. to K's sq. 
13. Q. to her 4th. 
14. Q. B. takes K. Kt. P. 
15. R. takes R. 
16. Q. to K. B's 4th (ch.) 
17. K. takes P. 
18. Kt. to K's 5th (ch.) 
19. B. to R’s 6th (ch.) 


8. Q. to Kt.'s 5th, 
9. К. to Bs sq.* 
10. Q. takes K. P. 


11. К. takes В. 

12. Q. to her B's 3ra 
13. К. Kt. to B's 3rd. 
14, R. to K’s sq. 

15. Kt. tukes R. 

16. Kt. to K. B’s 3rd. 
17. Q. to her 3rd. 

18. K. to Kt.'s 2nd, 
19. K. to Kts sq. 


White mates in two moves. 


Game V.—Played some years ago between one of the best 
players of the day and Mr. Staunton. 


waite. (Mr. —) 


]. P. to K's 4th. 
2. P. to K. B's 4th. 
3. B. to Q. B's 4th. 
4. P. takes P.t 
5. Q. to K. B's 3rd. 
6. P. to K. R's 3rd. 
7. P. to Q. B's 3rd. 
8. P. takes P. 
9. P. to Q’s 4th. 
10. Q. B. takes P. 
11. P. to K. Kt.'s 3rd. 
12. Q. B. takes К. B. 
13. K. to B's sq. 
14. K. B. to Q's 3rd. 
15. Q. B. to K. R’s 2nd. 
16. Q. to К. B's 4th. 
17. Q. Kt. to Q's 2nd. 
18. P. to Q. B's 4th. 


19. Q. to K. Kt.'s 4th. 
20. Q. R. to Q's sq. 
21. Q. to K. B's 5th. 
22. K. takes B. 


BLACK. (Mr. S.) 
. P. to K's 4th. 
. P. takes P. 
. P. to Q's 4th. 
K. Kt. to B's 3rd. 
. K. B. to Q's 3rd 
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. К. Kt, to K’s 5th. 

10. Q. to K. R's 5th (ch.) 
11. K. Kt. takes P. 

12. Kt. takes R. (dis. ch.) 
13. Q. B. to K's 3rd. 

14. Q. R. to Q's sq. 

15. Q. B. to Q's 4th, 

16. Q. to K. R's 4th. 

17. Q. Kt. to K's 2nd. 

18. Q. Kt. to K. Kt.'s 3rd, 
19. Q. to К. R's 3rd. 

20. Q. to K's 6th. 

21. B. to K. Kt.'s 7th (ch.) 
22. Kt. to K. R's 5th (ch.) 


And Black wins. 


* Taking the Bishop would evidently involve the loss of the Queen, 
T It is better to take the Pawn with the Bishop. 
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05 Game VI.—Between MM. Kieseritzky and Devinek. 


wurre., (M. D.). 
. P. to K's 4th, 
P. to K. B's 4th. 
B. to Q. B's 4th. 
‚ B. takes Kt. P. 
. K. to B's sq. 
. Q. Kt. to B's 3rd 
. Q. to К. B's 3rd. 
8. P. to Q's 3rd. 
9. P. takes B. 
10. P. takes P. 
ll. K. B. to Q's 3rd. 
12. Q. B. to Q. R’s 3ra. 
13. B. to Q. B's 4th (ch.; 
14. B. to Q's 5th. 
15. P. takes Kt. 
16. P. to Q. B's 4th. 
17. Q. to her B's 3rd. 
18. P. to K. Kt.'s 3rd. 
19. Q. takes Q. 
20. B. to Q. Kt.'s 4th. 
21. K. Kt. to R's 3rd. 


BLACK. (M. K. 
l. P. to K's 4th. 
2. P. takes P. 
3. P. to Q. Kt.'s 4th. 
4. Q. checks. 
5. Q. B. to Q. Kt.'s 2nd, 
6. К. B. to Q. Kt.'s 5th. 
7. P. to K. B's 4th. 
8. B. takes Kt. 
9. P. takes P. 
10. K. Kt. to B's 3rd. 
11. Castles, 
12. P. to Q’s 3rd, 
13. K. to R's sq. 
14. Kt. takes B. 
15. Q. Kt. to Q’s 2nd. 
16. Kt. to K's 4th. 
17. P. to K. B's 6ti.. 
18. Q. takes ©. B. P. (ch.) 
19. Kt. takes Q. 
20. P. to K. B's 7th. 
21. B. takes Q. P. 


Black wins. 


ДИ. алм VIL—Betwoen MM. Kieseritzky and Deslogos. 


wuHitr. (M.D, 
1. P. to K’s 4th. 
2. P. to K. B’s 4th. 
3. B. to Q. B's 4th. 
4. B. takes Kt. P. 
. K. to B's sq. 
. К. Kt. to B's 3rd. 
. K. B. to K's 2nd. 

8. Kt. to Q’s 4th. 

9. P. to K. R's 3rd. 
10. K. Kt. to Q. Kt.'s 3rd. 
11. P. takes P. 

12. P. to К. B's 4th. 
13. P. to Q's 3rd. 
14. K. B. to B's 3rd. 
15. P. to Q's 4th. 
16. K. to Kt.'s 2nd. 
17. R. takes P. 

18. Q. В, to K's 3rd. 
19. Q. to К. К sq. 
$0. It. takes Kt. 


ыо cx 


BLACK. (M. К.) 

1. P. to K's 4th. 

2. P. takes P. 

3. Р. to Ө. Kt.'s 4th. 

4. Q. to К. Rs 5th (ch.) 

5. P. to K. Kt.'s 4th. 

6. Q. to K. R's 4th. 

7. P. to K. Kt.'s 5th. 

8. P. to Q’s 3rd. 

9. K. B. to Kt.'s 2nd. 
10. P. to K. B's 6th. 
11. P. takes K. R. P. 
12. Q. to K. R’s 5th. 
13. P. to K. R’s 7th. 
14. Q. Kt. to B's 3rd. 
15. Q. B. to Ө. R’s 3rd (ah, 
16. K. Kt. to R's 3rd. 
17. Q. to K. B's 3rd. 
18. К. К. to Kt.'s sq, 
19. Kt. takes Q. P. 
20. Q. takes Kt. 
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21. B. takes Q. 21. B. takes D. (dis. ch.) 
22. K. to R’s 3rd. 22. Q. B. to his sq. (ch. 
23. K. to R's 4th, 23. K. B. to his 3rd ER 
24. K. to R’s 5th. 24. R. to K. Kt.’s 3rd. 

25. R. to K. Kt.'s 2nd, 25. Kt. to his sq. 

26. P. to K. B’s 5th, 26. R. to his 3rd (ch.) 

27. K. to Kt.'s 4th. 27. R. takes Q. 

28. P. to Q. B's 3rd. 28. K. B. to K's 4th. 

29. K. B. to K's 2nd. 29. Kt. to K. B's 3rd (ch.) 
30. K. to his B's 3rd. 30. Kt. takes K. P. 

31. R. to Kt.'s 8th (tà.) 31. K. to his 2nd. 

32. R. takes Q. B. 32. Kt. to K. Kt.'s 4th (ch.) 
33. K. to Kt.’s 4th, 33. P. to К. R’s 4th (ch.) 
34. K. takes Kt. 34. P. te B's 3rd (ch.) 

35. K. to Kt.'s 6th. 35. К. to К. Kt.'s 8th (ch.) 
36. K. to R's 7th. 36. Ө. К. takes R. 

37. P. to Ө. R’s 3rd. 37. Ө. К. to К. Kt.'s sq, 


38. B. to Q. B's 4th. 
And Black mates in three moves. 


CHAPTER X. 
THE GAMBIT DECLINED. 


Іт Black does not choose to accept the Gambit he has 
several modes of defence, which may be briefly noticed. They 
present, in fact, no particular difficulty of analysis, and none 
of those complicated and brilliant combinations that arise from 
taking the Pawn and maintaining it, and it may be remarked 
generally that, by refusing the Gambit, Black subjects himseh 
to some disadvantage of position, though, probably, not so 
much as to influence materially the result of the game. 


GAME THE FIRST. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. P. to K. B's 4th. 2. B. to ©. B's 4th. 


This appears to be Black's best move, if he declines taking P, 
with P. 

We shall examine, in subsequent games, the consequences 
of his moving 2. P. to Q’s 3rd, and 2. P. to Q’s 4th. (Seo 
Games the Second and Third.) Black has also several other 
defences, which are but rarely adopted; for instance, he may 
play 2. K. Kt. to B's 3rd, on which you take P. with P., and 
on his taking К. P. with Kt. move out К. Kt. to B's 3rd. 
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He may also play 2. Q. Kt. to B's 3rd, and you reply 
8. K. Kt. to B's 8rd; if he then play 3. B. to Q. B's 4th, you 
n move 4, В. to Q. Kt.’s 5th, &e. 

f Black move 2. P. to Q. B's 8rd, your best move, as 
recommended by Jaenisch, is 3. P. to Q/s 4th. 

If he play 2. Q. to K. B's 3rd, your best move, according 
to the * Handbuch,” is 3. P. to Q’s 3rd. 

And finally, if he play 2. Q. to К. Is 5th (ch.), you play 
8. P. to К. Kt.'s 3rd, and afterwards P. takes К, Р,, and you 
have a better game. 

3. K. Kt. to B's 3rd. 8. P. to Q’s 8rd. 

4. P. to Q. B's 8rd. 4. B. to K. Kt.'s 5th. 
Your 4th move, P. to Q. B's 3rd, is considered stronger than 
4. B. to 9. B's 4th, in which case he replies 4. К. Kt. to 
B's 3rd, and the game is about equal. By playing 4. P. to 
Q. B's 3rd, you threaten to establish your Pawns in the 
centre. 

5. B. to K's 2nd (best) 5. B. takes Kt. 


This is apparently your best move, but you may also play 
5. P. to Q’s 4th, for which see the variation. 


6. B. takes B. 6. Q. Kt. to B's 3rd. 
7. P. to Q. Kt.’s 4th. 7. B. to Q. Kt.'s 3rd. 
8. P. to Q. Kt.'s 5th. 8. Q. Kt. to K's 2nd. 


9. P. to Q’s 4th. 
And the position is, perhaps, a little in your favour. 


VARIATION, 
Beginning at White's 5th move. 
WHITE. BLACK. 
= 1. P. to K's 4th. ]. P. to K's 4th. 
2. P. to K. B's 4th. 2. B. to Q. B's 4th, 
3. К. Kt. to B's 8rd. 8. P. to Ов 8rd. 
4. P. to Q. B's 8rd. 4. B. to К. Kt.’s 5th. 
5. P. to Q’s 4th. 5. P. takes P. 
6. P. takes P. 6. B. takes Kt. 
7. P. takes B. 7. Q. to К. R’s 5th (ерл 
8. K. to his 2nd. 8. B. to Q. Kt.'s 3rd. 
9. B. to K's 3rd. 9. Kt. to K. B's 3rd. 
10. Kt. to Q. B's Зм. 10. Kt. to Q. B's 3rd. 


Equal game. 
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GAME THE SECOND. 


WHITE, BLACK. 
1. P. to K's 4th. 1. P. to K's 4th. 
2. P. to К. B's 4th. 9. P. to Q/s 3rd. 


This move is objectionable, as unnecessarily confining the 
King’s Bishop. 
8. K. Kt. to B’s 8rd. 8. B. to К. Kt.'s 5th. 


Instead of this move you have the choice of 3. B. to Q. B's 4th, 
the result of which will be shown in the variation. 


4. B. to Q. B's 4th. 4. Q. Kt. to B's 3rd. 
5. P. to Q. B's 3rd. 5. B. takes Kt. 
6. Q. takes B. 6. Kt. to K. B's 3rd. 


The game is slightly in your favour. 


VARIATION, 
Beginning at Whites 3rd move. 


WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 
2. P. to K. B’s 4th. 2. P. to Q’s 8rd. 
3. B. to Q. B's 4th. 3. P. takes P. 


If Black does not take this P., you can play 4. P. to Q’s 8rd, 
or 4. К. Kt. to B's 3rd, and the position becomes the same as in 
the foregoing game. At this point, Jaenisch makes him play 
3. P. to K. B's 4th. 


4. К. Kt. to B's 3rd. 4. B. to K's 3rd. 
Q. to K. B's 3rd would also be a good move for you. If 
Black now play 4. P. to К. Kt.s 4th, you reply 5. P. to 


K. R’s 4th, and we have a position which occurs in the All- 
gaier Gambit. 


5. B. takes В. 5. P. takes B. 

6. P. to Q/s 4th. 6. P. to К. Kt.s 4th, 
7. P. to К. R’s 4th. 7. P. to К. Kt.'s 5th. 
8. Kt. to K. Kt.'s 5th. 8. Q. to K. B's dri 
9. Q. takes Р. 


You have the advantage. 
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GAME THE THIRD. 


WHITE. BLACK. 
1. P. to Кв 4th. 1. P. to K's 4th. 
2. P. to К. B's 4th. 2. P. to Ов 4th. 
This is the customary mode of declining the King's Gambit 
but it appears to be less advantageous for the second player 
than 2. B. to Q. B’s 4th. 
3. P. takes Q. P. 3..9. takes P. 


Tn lieu of taking the Q. Р. he can play 8. P. takes К. B. P. 
us in the variation. 


4. Q. Kt. to B's 3rd. 4. Q. to Кв 8rd. 
Ponziani advises, for your 4th move, 4. Q. to K’s 2nd. 
5. К. Kt. to B's 3rd. 5. P. takes P. (dis. ch.) 


You may likewise take P. with P. and have a good game. 
Black can move also 5. P. to K's 5th, when the following 
moves are probable:— 


5. P. to K's 5th. 
6. Kt. to K's 5th. 6. K. Kt. to R’s 3rd. 
7. B. to Q. B's 4th. , 7. Q. to K's 2nd. 
8. B. to Q. Kt.'s 3rd. 8. P. to К. B's 3rd. 
9, K. Kt. to Q. B's 4th. 9. B. to K's 3rd. 
10. Q. to K's 2nd. 


| The game is even. 


At move 9. instead of Kt. to Q. B's 4th, in actual play you 
would perhaps venture 9. Q. to К. Кв 5th (ch.), &e. 


6. K. to B's 2nd. 6. P.to Q. B's8rd (best) 


He plays thus to prevent the check of your B., and the subse- 
quent loss of the Q., by your moving R. to К?з sq. 


7. P. to Q’s 4th. 7. B. to Q/s 8rd. 
8. B. to Q's 3rd. 8. K. Kt. to K's 2nd. 
9. Б. to K's sq. 


You have a fine game. 


VARIATION, 
Beginning at Black's ЗС move, 


WHITE, BLACK. 
1. P. te K's 4th. 1. P. to K's 4th. 
£, P to K. B's 4th. 2. P. to Q's 4th. 
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4, P. takes О. P. 3. P. takes K. B. P. 
4. B. to Q. Kt.'s 5th (ch.) 4. B. to Q’s 2nd. 


Tnstead of checking with your B., let us suppose 4. К. Kt. to 
E'a 3rd. 

4. K. Kt. to B’s 3rd. 4. Q. takes P. 

5. P. to Q's 4th. 5. P.to K. Kt.'s 4th. 
(Mou may also attack the Q. with Q. Kt., and have the better game 

shortly.) 
6. P. to Q. B's 4th. 
You have certainly the advantage. 


5. Q. to K's 2nd (ch.) 5. Q. to K's 2nd. 
5, Kt. to Ө. B's 8rd. 6. Kt. to К. B's 9rd. 
7. B. takes B. (ch.) 7. Q. Kt. takes B. 


9. P. to Q’s 4th. 8. Castles. 
9. Q. takes Q. 9. B. takes Q. 
10, B. takes P. 10. Q. Kt. to his 3rd. 
Equal game. 
GAMES 


ILLUSTRATIVE OF THE GAMBIT DECLINED. 
“a 
25 Game I.—Between Мг. G. Walker and Mr. Tuckett. 


wuitr. (Mr. G. W.) BLACK, (Mr. T.) 
1. P. to K's 4th. 1. P. to K's 4th. 
2. Р. to К. B's 4th. 2. K. B. to Q. B's 4th. 
3. K. Kt. to B's 3rd. 3. P. to Q's 3rd. 
4. K. B. to Q. B's 4th. 4. K. Kt. to B’s 3rd, 
5. P. to Q's 4th. 5. P. takes Q. P. 
6. P. to K's 5th, 6. P. takes P. 
7. P. takes P. 7. Kt. to his 5th. 
8. P. to К. R's 3rd. 8. Kt. to К. R's 3rd. 
9, Q. B. to K. Kt.'s 5th, 9. Q. to her 2nd. 
10. B. takes Kt. 10. P. takes B. 
11. Q. Kt. to Q's 2nd. 11. Q. to K. B's 4th. 
12. B. to Q's 3rd. 12. Q. to B's 5th. 
13. 9. Kt. to K's 4th. 13. B. to Q. Kt.'s 5th (ch; 
14, P. to Q. B's 3rd. 14. Q. to K's 6th (ch.) 
15. К. to B's sq. 15. P. takes P. 
16. Q. Kt. to B's 6th (ch.) 16. К. to B's sq. 
17. Q. Kt. to Q's 5th. 17. Q. to her B's 4th, ` 
18. КЕ, takes D. 18. P, takes P. 
19. Q. R. to Kt.'s sq. 19. Q. takes Kt. 


20, Q. to her B's 2nd. 20. Kt to Q. B's 3rd. 
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R. takes P. 


. K. to B's 2nd. 


B. takes K. R. P. 
K. R. to K's sq. 
P. to K. Kt.'s 4th. 
Q. to her B's 3rd. 
Q. takes Q. 

K. takes Kt. 

. to B’s 4th. 

. R. to K. Kt.'s 2nd. 


, К. to Q's 8th. 
. К. to Q's sq. 


K 
Q 
. Q. R. to Q's 2nd. 
Q 
K 


33. 


. Q. to K. Вв 5th, 
2. К. R. to Kt.'s sq. 
. R. to К. Kt.'s 4 
‚ K. to Kt.'s 2nd. 

. Kt. to Q's 5th — 
‚ Q. takes Kt. (ch.) 

. Kt. takes Q. 

. К. takes B. 

. P. to Ө. Kt.'s 3rd, 
- B. to Q. Kt.'s 21d, 
- B. to his sq. 

‚ К. R. to Kt.'s sq. 


B. to K's 3rd. 


And after several more moves White resigned. 


йб GAME II.—Between MM. Devinck and Kieseritake 
(From the Cinquante Parties par L. Kieseritzky, р. 11.) 


WHITE. 


23. 
24. 


(M. D.) 
P. to K's 4th. 


. P. to K. B's 4th. 
. K. Kt. to B's 3rd. 


K. B. to Q. B's 4th. 
B. takes B. 

P. takes K. P. 

P. to Q's 4th.* 


. Q. takes Kt. 

. Castles. 

. R. takes Q. 

. Q. B. to K's 3rd. 


Kt. to Q's 2nd. 


. Q. R. to K. B's sq. 
. P. to К. Kt.'s 3rd. 
. P. to Q. B's 3rd. 

. Kt. to Q. B's 4th. 
. P. to K. Кв 4th. 

. P. takes K. P. 

. Kt, takes Kt. 

. R. takes R. 

. R. takes R. 

. K. to К. B's 2nd. 


B. to Q's 4th. 
B. takes B. 


1. 
2. 
3. 
4. 
5. 


SOND 


10. 
11. 
12. 
13. 
14. 
15. 
16. 


17. 


18. 
19. 
20. 
21. 
22. 


23. 


24. 


BLACK. (M. K.) 
P. to K's 4th. 

P. to Q's 3rd. 

Q. Kt. to B's 3rd. 
Q. B. to K's 3rd. 
P. takes B. 


. Q. Kt. takes P. 

. Kt. takes Kt. (ch.) 
. Q. to К. B's 3rd. 
. Q. takes Ә.Т 


B. to K's 2nd. 

B. to K. B's 3rd. 
Kt. to K's 2nd. 
Kt. to K. Kt.'s 3rd, 
P. to K's 4th. 

R. to K. B's sq. 
K. to K's 2nd, 

Р. to Q. Kt.'s 4th, 
Kt. takes K. P. 

B. takes Kt. 

R. takes R. 

K. takes К, 

P. to Q. R’s 4th. 
P. to Q. B’s 4th, 
P. takes B. 


* Tf Kt. takes Kt., Q. checks at K. R’s 5th. 
+ Taking the P. would be wrong, on account of 10. B. to K’s 3rd. 
11. Q. to R's Sth (ch.), and 12. Q, to Q. Kt.'s 5th (ch.), &c. 
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25. K. to K. B's 3rd. 

26. P. to К. Kt.'s 4th. 

27. P. takes P. 

28. K. to K's 3rd. 

29. P. to Q. R's 31d 

30. K. to Q's 2nd. 

31. K. to Q. B's 2nd. 

32. P. to Q. Kt.'s 4th (ch.) 
33. R. P. takes P. (ch.) 


25. P. to К. R’s 4th. 
26. P. to K. Kt.'s 3rd. 
27. P. takes P. 

43, P. to Q. B's 5th. 
29. К. to K's 2nd, ` 
30. K. to Q's 3rd. 

31. K. to Q. B's 4th. 
32. R. P. takes P. 

33. К. to Q. B's 3rd 


A drawn game. 


4% Game III. 
(From Philidor.) 


WHITE, BLACK, 
. P. to K’s 4th. 1. P. to K's 4th. 
P. to K. B's 4th. 2. P. to Q's 4th. 
. P. takes Q. P. 3. Q. takes P. 
P. takes P. 4. Q. takes K. P. (ch.) 
B. to K's 2nd. 5. B. to Q's 3rd. 


K. Kt. to B's 3rd. 

. P. to Q's 4th. 

. Castles. 

. P. to Q. B's 4th. 
10. Q. Kt. to B's 3rd. 
11. B. to Q's 3rd. 

12. Q. B. to K. Kt.'s 5th. 
13. B. to K. R's 4th. 
14. Q. Kt. to K's 4th. 
15. Q. to K's 2nd. 

16. Kt. takes Kt. (ch.) 
17. B. takes Kt. 

18. Q. to K's 4th. 

15, Kt. to K's 5th. 

20. P. takes D. 

21. K. R. to B's 6th. 
22. R, takes Kt. P. (ch.) 


6. Q. to K's 2nd. 

7. B. to K’s 3rd. 

8. Q. Kt. to Q's 2nd. 

9. P. to Q. B's 3rd. 
10. K. Kt. to B's 3rd. 
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11. Castles on K's side (best.) 


12. P. to K. R’s 3rd. 
13. Q. to her aq. 

14. K. B. to K's 2nd. 
15. Q. to Q. B's 2nd. 
16. Kt. takes Kt. 

17. B. takes B. 

18. P. to K. Kt.'s 3rd. 
19. B. takes Kt. 

20. Q. R. to Q's sq.* 
21. Q. to her 2nd. 
22. P. takes R. 

23. К, to R's sq. 


23. Q, takes P. d 
24. 9. takes Р. (ch 


And draws the game by perpetual check, 


* If Black attack the Q., by playing B. to K. B's 4th, you take tho R, 
with R. 


END OF BOOK IV. 


2A 


SYNOPSIS OF BOOK V. 


THE QUEEN'S GAMBIT, 


z, Pato Q'a 4th. 2 P. to Q, B's 4th. 
* P. to Q's 4th. 3 er ose 


ACCEPTED AND DECLINED, 


IRREGULAR OPENINGS, 
INCLUDING 
THE FRENCH Gawx:— 


1 P.to K's 4th. 
* P. to КБ ard. 


Tur SICILIAN GAME :=— 


1 P. to K s 4th. 
* Y to Q. B's 4th. 


THE ENTRE Counter GAMBIT:— 


P. to K's 4th. 


1. P. to Q's 4th. 


Тнк FiaNcuxTTO:— 


P. to K's 4th. 


1.5; to Q. Kt.'s 8rd. 


MATH OTHER LESS PRACTISED DEBUTS, VIZ, == 


1 P. to Q'o áth. 1 P. to Q's 4th. 1 P. to К. B's 4th, 
* P. to K, bs 4th. * P. to Q. B's 4th, X 
AND 


1 Р. оа. B's 4th, 


BOOK V. 
Uhe Queen’s Gambit. 


CHAPTER I. 
THE QUEEN’S GAMBIT. 


Tue Queen's Gambit, or, as it was sometimes called, the 
“ Aleppo Gambit,” from its having been the favourite game 
of Stamma, of Aleppo, is a very sound and instructive method 
of opening the game; less brilliant, because less hazardous, 
than the gambits on the King’s side, but especially improving 
to the student, from the nicety and correctness of play on 
both sides which it demands. We find it noticed as early 
even as Damiano and Lopez, and to have been subsequently 
examined by Salvio, Gianutio, and Carrera—by Stamma (who 
eulogizes it as the best of all openings), by Cozio, Philidor, 
Lolli, Ercole del Rio, Sarratt, Lewis, La Bourdonnais, Petroff, 
Jaenisch, Walker, the German “Handbuch,” the “ Chess- 
Player’s Chronicle,” and admirably illustrated in the games 
between Me Donnell and La Bourdonnais. 


GAME THE FIRST. 


WHITE. BLACK. 
1. P. to Q’s 4th. 1. P. to Q’s 4th. 
9. P. to Q. B's 4th. 2. P. takes P. 


These moves form the Queen's Gambit. But the best autho- 
rities have decided that it is unadvisable for Black to take 
the Pawn, and that his most prudent play is 2. P. to K's 3rd, 
(see Game the Fifth). The refusal of the gambit is in accord- 
ance with the example of Salvio; but in declining it he pro- 
poses a less recommendable move, namely, 2. P. to Q. B's 4th. 
(See Salvio, Ed. 1723, p. 104.) 
ә. P, to К 3rd. 8. P. to K's 4th. 


Your move of 8. P. to K's 3rd is that adopted in La Bour- 

donnais and MeDonnell's games, and appears to be at least as 

goodas 3. P. to K's 4th, although it is denounced by the older 
242 
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writers. You may also play without disadvantage 3. Q. Kt. 
to B's 8rd. (See Game the Third.) 

Black plays correctly here in advancing his К. Pawn. If 
instead of this move he play 8. P. to K. B's 4th, you may 
answer 4. К. B. takes P., and on his then playing 4. P. to Кв 
8rd, 5. Q. to her Kt.’s 3rd. For the move 3. P. to Q. B's 
4th, see the variation. And if he attempt to sustain the gam- 
bit Pawn, you will easily obtain an advantage ; for instance,— 

3. P. to Q. Kt.'s 4th. 
4. P. to Q. R's 4th. 4. P. to Q. B's 3rd, or (A.) 
5. P. takes P. 5. P. takes P. 


6. Q. to K. B's 3rd. 
And you win a Piece, 


(А.) 
4. B. to Q's 2nd. 
5. P. takes P. 5. B. takes P. 
6. P. to Q. КЕ.’ 3rd. 6. Q. to her 4th. 
7. P. takes P. 7. B. takes P. 
8. Q. to her R’s 4th (ch.) 


And again you win a Piece. 
4. К. В. takes Р. 4. Р, takes 9. Р. 
If you play 4. Р. takes К. P., Black will have the better 
game; for example,— 
4. P. takes K. P. 4. Q. takes Q. (ch.) 


5. K. takes Q. 5. Q. Kt. to B's 3rd. 
6. K. Kt. to B's 3rd. 6. Q. B. to K's 3rd. 
7. Q. Kt. to Q's 2nd. 7. Castles. 
8. K. to Q. B's 2nd. 8. Q. Kt. to his 5th (ch.) 
9. K. to Q. B's 3rd. 9. Kt. to Q's 6th. 
10. B. takes Kt., 10. R. takes B. (ch.) 
And the game is in Black's favour. 
5. P. takes P. 5. K. Kt. to B's 2rd. 
6. Q. Kt. to B's 3rd. 6. К. B. to Q’s 8rd. 
7. K. Kt. to B's 8rd. 7. Q. Kt. to B’s 3rd. 
8. Castles. 8. Castles. 
9. P. to K. R’s 3rd. 9. P. to K. R's 3rd. 


The game is equal; but your P. is well placed, and you have 
still the move. 


VARIATION, 
Beginning at Blacks 8rd move. 
WHITE. BLACK. 
1. P. to Q’s 4th. 1. P. to Q’s 4th. 


9. P. to Q, P's 4th. 2. P. takes P. 
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3. P. to K's 8rd. 3. P. to Q. Вв 4th. 

4. B. takes P. 4. P. takes 9. P 

5. P. takes P. 5. Q. Kt. to B's 8rd. 

6. К. Kt. to K's 2nd. 6. P. to K's 4th. 

1. 9. B. to Кв 8rd. 1. P. takes P. 

8. Kt. takes P. 8. Kt. takes Kt. 

9. B. takes Kt. 9. Q. to Кв 2nd (ch.) 
10. K. B. to K's 2nd. 10. Q.toherKt's5th(ch.) 
11. Q. to her 2nd. 11. Q. takes Q. (chs 
12. Kt. takes Q. 12. Kt. to K’s 2nd. 


You have the superiority. 


GAME THE SECOND. 


WHITE. BLACK. 
1. P. to Q’s 4th. 1. P. to Q’s 4th, 
2. P. to Q. B's 4th. 2. P. takes P. 
8. P. to K's 4th. 8. P. to K's 4th. 


You may without danger play your K. P. to K's 4th, but it is 
difficult to sustain the two Pawns abreast in the centre, and 
hence P. to K’s 8rd, as in the previous game, or Q. Kt. to 
B’s 8rd, is more generally adopted. 

Black’s move in reply is the correct one, as he thus ensures 
the breaking up of your centre. If he play 3. P. to Q. Kt.’s 
4th, you answer with 4. P to Q. R’s 4th, as in the variation 
given in the preceding game; and for the result of 8. P. to 
K. B's 4th, see the fourthgame. He may, however, play without 
much disadvantage 8. P. to Q. B's 4th, as in the following :— 

3. P. to Q. B's 4th. 


4. P. to Q's 5th. 4. P. to K's 3rd. 
5. B. takes P. 5. P. takes Q. P. 
6. K. P. takes P. 6. K. B. to Q's 3rd. 


Your Pawn is passed, and will serve to obstruct the approach of his Pieces 
but the advantage is very slight. 


4. P. to Q's 5th. 4. P. to K. B's 4th. 


Many players prefer P. takes P. for your 4th move, and the 
German *Handbuch" remarks, that although it has been 
censured by some authors, it is as good as 4. P. to Q’s 5th. 
The following moves will enable you to judge :— 

4. P. takes P. 4. Q. takes Q. (ch.) 

5. К. takes Ө. 5. Q. Kt. to B's 3rd, 

6. P. to K. B's 4th, 6. Q. D. to К. Kt.'s 5th (ch.) 
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(If you play 6. Q. B. to К. B's 4th, he answers with 6. Q. B. to K’s 3rd.) 


7. B. to K’s 2nd. 7. Castles (ch.) 
8. Q. B. to Q's 2nd. 8. B. takes К, B. (ch.) 
9. K. Kt. takes D. 9. К. B. to Ө. Kt.'s 5th. 


10. Q. Kt. to B's 3rd. 10. K. Kt. to K's 2nd. 
The game is even. 


5. K. B. takes P. 5. K. Kt. to B's 8rd. 


You can also play 5. Q. Kt. to В' 3rd, or 5. P. takes К. B. P., 
without harm. For example; in the first place,— 


5. Q. Kt. to B's 3rd. 5. K. Kt. to B's 3rd. 

6. P. takes B. P. 6. Q. B. takes P. 
(You might without danger play 6. P. to К. B's 3rd.) 

7. K. B. takes P. 7. K. B. to Q's 3rd. 

8. K. Kt. to K's 2nd. 8. Castles. 

9. Castles. 9. Q. Kt. to Q's 2nd. 


The game is equal. 
In the second place,— 


5. P. takes К. B. P. 5. Q. B. takes P. 
6. Q. Kt. to B's 3rd. 6. Q. Kt. to Q's 2nd. 
7. K. B. takes P. 7. Q. Kt. to his 3rd. 


8. Q, 3. to K's 3rd. 
An even game, 
He would obviously lose by taking the K. P., on account of 
your playing 6. Q. to K. R’s 5th (ch.). 


6. K. Kt. to B’s 8rd. 6. K. B. to Q’s 3rd. 
7. P takes P. 7. Q. B. takes P. 

8. Castles. 8. Castles. 

9. Q. Kt. to B's 3rd. 9. Q. Kt. to Q/s 2nd. 


The positions are pretty equal, but you have still an advantage 
in the move. 


GAME THE THIRD. 

Before proeeeding to the consideration of games whereir 
Black refuses the gambit, it may be well to give a brief ex- 
ample of a different mode of carrying on the opening in the 
regular gambit which is at your command, and often adopted. 


WHITE, BLACK. 
1. P. to Q's 4th. 1. P. to Q’s 4th. 
2. P. to Q. B’s 4th. 9. P. takes P. 
3. Q. Kt. to B's 3rd, 8. K. Kt. to B's 8rd. 


For the consequences of his playing 8. P. to Q. B's 4th, от 
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3. P. to Q. B's 3rd, see the variation. He might also play 
3. P. to K's 4th, and the game proceed as follows :— 
3. P. to K's 4th. 


4. P. to Q’s 5th. 4. P. to Q. B's 3rd. 
(You could here too play 4. P. to K's 3rd.) 
5. P. to K's 4th. 5. К. Kt. to B's 3rd. 


(If he move 5. P. to Q. Kt.'s 4th, you will have the advantage.) 
6. Q. B. to K. Kt.’s 5th. 6. P. takes Q. P. 


7. P. takes P. 7. Q. B. to K. B's 4th. 
8. B. takes P. 8. K. B. to Q's 3rd. 
The game is about equal. 
4. P. to K's 3rd. 4. P. to K's 4th. 
5. K. B. takes P. 5. P. takes P. 

6. P. takes P. ; 6. K. B. to Q’s 3rd. 
The game may be called even. 
VARIATION, 

Beginning at Black's 3rd move. 

WHITE. BLACK. 

1. P. to Q's 4th. 1. P. to Q’s 4th. 
2. P. to Q. B's 4th. 2. P. takes P. 
3. Q. Kt. to B's 31d. 3. P. to Q. B's 4th. 


If he move this Pawn to Q. B's 3rd only, the following moves 
are likely:— 
3. P. to Q. B's 3rd. 


4. P. to Q. R’s 4th. 4. P. to K's 4th. 
5. P. takes P. 5. Q. takes Q. (ch.) 
6. Kt. takes Q. 
The game is quite even. 
4. P. to Q’s 5th 4. P. to K's 8rd 
5. P. to K's 4th 5. P. takes P. 

6. P. takes P. 6. К. B. to Q's 3rd. 
1. К. B. takes P 7. K. Kt. to K's 2ud. 
Equal game. 

GAME THE FOURTH. 

THE SCHWARTZ DEFENCE. 

WHITE. BLACK. 

1. P. to Q’s 4th. 1. P. to Q’s 4th, 

2. P. to Q. B's 4th. 9. P. takes P. 

8. P. to K's 4th. 3. P. to K. B's 4th. 
4 


‚Р, to K's Sth; 4. Q. B. to K's 8rd. 
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This mode of defence is the invention of Mr. W. Schwartz, of 
Livonia; itis novel and ingenious, but if properly opposed, 
leaves an evident advantage in the hands of the oponing 
player. 

Instead of playing 4. P. to K.'s 5th, you may nullify the 
defence, apparently, by taking the doubled P. with your 
Bishop, and, if Black takes К. P. with P., moving Q. to her 
Кі, 3rd, or, if he bring К. Kt. to B's 3rd, by advancing 
K. P. to K’s 5th. You may also at the 4th move take К. B. P. 
with P., and obtain a fine game. 


5. Q. Kt. to Кв 3rd. 5. Q. Kt. to B's 8rd. 
6. Q. B. to K's 3rd. 6. Q. Et. to Кв 4th. 
7. Q. to Q. Ев 4th (ch.) 7. P. to Q. B's 8rd. 
8. B. to Q/s 2nd. 8. Q. takes Q. P. 

9. Q. takes Kt. 9. Q. takes Q. Kt. P. 
10. Q. B. to his 8rd. 10. Q. to her Kt.’s 3rd. 
11. Q. takes Q. 11. P. takes Q. 
12. ©. Kt. takes P. 12. P. to Q. Kt.'s 4th. 
18. Q. Kt. to K's 8rd. 18. P. to К. B's 5%. 
14. Q. Kt. to Q. B's 2nd. 14. R. takes P. 
15. K. B. to Q/s 3rd. 15. К. takes В. (ch.) 
16. B. takes R. 

You have much the better game. 
GAME THE FIFTH. 
Tre Gaxsrr REFUSED. 
WHITE. BLACK. 
1. P. to Q's 4th. 1. P. to Q’s 4th. 
2. P. to Q. B's 4th. 2. P. to K's 8rd. 


Black’s move of 2. P. to K's 3rd, I agree with Major Jae- 
nisch in thinking the best he can adopt; P. to Q. B's 4th, and 
P. to Q. B's 3rd, are certainly inferior. (See Variations I. 
and II. in the present game.) When the game is opened by 
the first player with 1. P. to Q's 4th, a very common rejoinder 
among leading practitioners is 1. P. to K. B's 4th, or 1. P. to 
Q. B's 4th, the consequences of which will be shown under 
the head of * Irregular Openings." 

9. Q. Kt. to B's 2rd. 3. К. Kt. to B's 3rd. 

4. P. to K’s 3rd. 4. P. to Q. B's 4th. 
Xt is a curious feature in this description of “close” game, 

& s 
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that the Queen’s Bishop can rarely be played over to the 


King’s side with advantage. 
5. К. Kt. to B's 3rd. 
6. P. to Q. R’s 8rd. 


5. Q. Kt. to B's 3rd. 
6. P. to Q. R’s 8rd. 


And the positions are quite even. 


VARIATION I., 


Beginning at Black's 2nd move. 


WHITE. 
1. P. to Q’s 4th. 
2. P. to Q. B's 4th. 


BLACK. 
1. P. to Q’s 4th. 
2. P. to Q. B's 4th. 


By this move of Black’s you obtain a slight advantage of 
position. 

3. P. takes Q. B. P. 3. P. to Q’s 5th (best) 
Major Jaenisch counsels you take the Q. P., and not the 
Q. B. P., and his variation proceeds thus,— - 


3. P. takes 9. Р. 3. Q. takes P. 
4. P. to K's 3rd. 4. P. takes P. 

5. Q. Kt. to B's 3rd. 5. Q. to her sq. 
6. P. takes P. 6. P. to K's 3rd. 


And the second player has lost time. 
I believe you may obtain at least as good a position, however, 


by taking the Q. B. P. 
4. P. to Q. Kt.'s 4th. 


4. P. to Q. Нв 4th. 


You may play too 4. K. Kt. to B's 3rd, and then 5. P. to 


Q. R's 3rd. 
probable result :— 


5. K. Kt. to B's 3rd. 
6. P. to K's 3rd. 

7. Q. takes Q. (ch.) 
8. Q. B. takes P. 

9. P. to Q. Kt.'s 5th. 
. P. to Q. B's 6th. 

. P. to Q. Кв 4th. 
12. Q. Kt. to Q's 2nd. 


к. кә 


If he play 4. P. to K's 4th, the following is a 


. P. to K’s 4th. 

. P. to К. B's 3rd. 
. P. takes P. 

. K. takes Q. 


P. to Q. R’s 4th. 
Q. Kt. to Q's 2nd. 
P. takes P. 


. P. to Q. B's 4th, 


With a better game. 


ТЮК ord. 


. P. to Q: Kt.'s 5th. 
P. takes Q. P. 


5 

6. K. Kt. to B's 8rd, 
P 

8 


5. P. to K’s 4th. 

6. P. to K. B's 3rd. 
7. B. takes doubled P 
8. P. takes P, ~" 
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If he take with the Bishop, you take B. with Kt., and he 
cannot save the Pawn. 


9. B. to Q. Kt.’s 2nd. 
And you have certainly the advantage. 


VARIATION IL, 


Beginning at Black's 2nd move. 


WHITE. BLACK. 

1. P. to Q’s 4th. 1. P. to Q’s 4th. 

2. P. to Q. B's 4th. 2. P. to Q. B's 3rd. 
Black’s second move here is even weaker aparently than P. 
to Q. B's 4th. 

9. P. to К. B's 8rd. 3. К. Kt. to B's 3rd. 


If instead of bringing out his Kt. he play 3. P. takes P., you 
move 4. Р. to K's 3rd, and if then he support his Pawn with 
4. P. to Q. Kt.'s 4th, you can reply with 5. P. to Q. R’s 4th. 


4. Q. Kt. to B's 8rd. 4. 9. B. to К. B's 4th. 

5. P. to Кв 8rd. 5. P. to K's 3rd. 

6. К. B. to Q’s 8rd. 6. B. takes B. 

7. Q. takes B. 7. K. B. to Q. Kt.'s 5th. 

8. P. to K's 4th. 8. B. takes Kt. (ch.) 

9. P. takes B. 9. Q. Kt. to Q/s 2nd. 
10. Q. B. P. takes Q. P. 10. Q. B. P. takes P. 
11. P. to K's 5th. 11. Kt. to K. R’s 4th. 
12. K. Kt. to K's 2nd. 


The game is in your favour. 


GAMES 
ILLUSTRATIVE OF THE FOREGOING ANALYSIS. 
(From the CAess- Player's Chronicle.) 
0$ Gams I.—Between M. De la Bourdonnaisand Mr. Me Donnell 


waite. (М. Dela В.) BLACK. (Мг. McD.) 
1. Р. to Q’s 4th. 1. P. to Q’s 4th. 
2. P. to Q. B’s 4th. 2. P. takes P. 
3. Р. to K's 3rd. 3. P. to K's 4th, 
. К, B. takes Р 4. P. takes P. 


4 
5. P. takes P. 5. K. Kt. to B's 31d, 


qq 
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6, Q. Kt. to B’s 3rd. 
7. K. Kt. to B’s 3rd. 
8. P. to К. R’s 3rd. 
9. Q. B. to K's 3rd. 
10. K. B. to Q. Kt.'s 3rd. 
11. Castles. 
12. Q. to K's 2nd. 
13. K. Kt. to K's 5th. 
14. Q. B. to Q's 2nd. 
15. Q. R. to K's sq. 
16. Q. Kt. takes Kt. 
17. К. Kt. takes Q. B. P. 5 
18. B. takes Kt. 
19. Q. takes B. (ch.) 
20. Q. to her Kt.'s 4th. 
21. R. to K's 5th. 
22. P. to Q's 5th. || 
23. ©. to her 4th. 
24. P. to K, R’s 4th. 
25. K. R. to K's sq. 
26. Q. R. takes Kt. Р.{ 
27. Q. to K's 5th. 
28. R. to K. R’s 5th (ch.) 
29. Q. mates. 


6. К. B. to K's 2nd.* 

7. Castles. 

8. Ө. Kt. to Q's 2n3. 

9. Q. Kt. to his 3rd. 
10. P. to Q. B's 3rd. 
11. К. Kt. to Q's 4th. 
12. P. to K. B's 4th. 
13. P. to K. B's 5th. 
14. Р. to K. Kt.'s 4th.t 
15. K. to his Kt.'s 2nd. 
16. Kt. takes Kt. 
17. Q. Kt. P. takes Kt. 
18. Q. takes B. 
19. R. to К. B's 2nd. 
20. Q. B. to K. B's 4th. 
21. 


Gamn II.—Played by correspondence some years since 
between the Amateurs of Bristol and Mr. Staunton. 


wHiTE. (The Amateurs.) 
. P. to Q's 4th. 

P. to Q. B's 4th. 

P. to K’s 3rd. 

B. takes P. 

P. takes P. 

K. Kt. to B's 3rd. 
Q. Kt. to B's 3rd. 
Castles. 

. Q. B. to K's 3rd. 

. К. B. to К?з 2nd.** 


Seer эж У 


- 


BLACK. (Mr. 8.) 
P. to Q's 4th. 
P. takes P. 
P. to K's 4th. 
P. takes P. 
K. Kt. to B's 3rd. 
K. B. to Q. Kt.'s 5th (ch.) 
Castles. 
. Q. B. to K. Kt.'s 5th. 
9. Q. Kt. to Q. B's 3rd. 
10. К. Kt. to Q's 4th. 


Sr oo RSE 


* This is a fault. The Bishop should always be played to Q’s 3rd at 
the present stage. 
T An indispensable move in this opening. 

$ The advance of these Pawns should rarely be ventured by any but the 
experienced player. 


§ Capitally played. 
|| An excellent move. 


4| The best mode of taking the Pawn. 


^* The best move apparently to preserve the Q. Р 


364 CHESS-PLAYER'8 HANDBOOK, 


il. Q. to Q. B's 2nd.* 11. Q. B. to К. R's 4th. 
12. P. to Q. R's 3rd. 12. K. B. to Q. R’s 4th. 
13. K. Kt. to K's 5th. 13. K. Kt. takes Q. Kt. 
14. K. B. takes B. 14. Q. Kt. takes Kt. 

15. Q. P. takes Kt. 15. Kt. to Q’s 4th. 

16. Q. B. to Q. B's 5th. 16. К. К, to K's sq. 

17. P. to K. B's 4th. 17. P. to Q. B's 3rd. 

18. Q. R. to Q's sq. 18. Q. to K. R's 5th. 

19. Q, to K's 2nd. 19. P. to К. Ке.’ 3rd. ў 
20. К. B. to К. Kt.'s 4th. 20. B. to Q. Kt.'s 3rd. § 
21. B. takes B. 21. Q. R. P. takes B. 

22. P. to K. B's 5th. || 22. Q. R. to Q. R’s 5th.q 
23. P. takes К. Kt. Р. 23. К. R. Р. takes Р. 

24. В. to К. B's 3rd. 24. Kt, to K. B's 5th, жж 
25. Q. to K's 3rd. 25. P. to Q. Kt.'s 4th. 
26. R. to Q's 7th. 26. Q. to К. Kt.'s 4th. 
27. К. to R's sq.ft 27. Q. takes K. P. 

28. Q. takes Q. 28. R. takes Q. 

29. Ө. К. takes 9. Kt. P. 29. Q. R. to Q. B's 5th, 
30. P. to K. R's 3rd. 30. Kt. to Q's 6th. 

31. B. to Q’s sq. 31. Q. R. to K. B’s 5th. 
32. R. takes R. 32. Kt. takes R. 

33. B. to К. B's 3rd.§§ 33. Kt. to Q's 4th. 

34. К. to Kt.'s sq.|||| 34. K. to Kt.'s 2nd. 


* Good play, threatening to move K. Kt. to Kt.'s Sth, which might 
cost the Black a Piece. 

T Correctly played ; Hs this simple move he utterly disconcerts the 
meditated attack on his K. R. P. 

t Had Black, instead of this move, taken K. B. P. with his Kt., the 
opponents, by capturing K. B. P. with Bishop (giving check at the same 
time), would have obtained a winning position. 

5 Far better than playing P. to K. R’s 4th, in which case White would 
have moved the B. to Q's 7th, attacking the Rook. 

|| By this move the Bristolians appear to have weakened their game. 

*| This Rook is admirably posted. 

Ж* A fine position for the Kt. also. Had the Kt. remained at Q's 4th, 
White might have taken him with K's Bishop, and then by playing Q. to 
K. B's 3rd, would have won a Pawn. 

tt Threatening to win the Queen by checking with the Kt. at K. R’s 6th. 

tt But for the necessity of making this defensive move, there is every 
pad that the Bristol players would have acquired the better game. 

f, however, instead of moving the King, they had proceeded with their 
attack, playing ©. to Ө. Kt.’s 6th, their adversary would have moved his 
Q. R. to Q. B’s 5th, and afterwards checked with Kt., and thus have 
been enabled at least to draw the game. 

§§ This is stronger than B. to Q. Kt.’s 3rd. 

Illl These moves are to bring the King within reach of the adverse 
Pawn on Q's side. 
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35. K, to B's 2nd. 

36. P. to Q. Kt.’s 3rd, 
37. P. to Q. R's 4th. 37. P. takes P. 

38. P. takes P. 38. R. to Q. R’s 4th. 


The game was resigned as a drawn battle. 


35. K. to B's 3rd.* 
36. Kt. to K's 2nd. 


loa Game III.—Played in Paris by three members of the Chess 


Cercle, MM. Harrwitz, Sasias, and another, in consultation, 
against MM. Kieseritzky, Henderson, and Kling, in the 
Café de la Régence. 

waite. (Allies of the Cercle.) BLACK. (Allies of the Café.) 


1. P. to Q’s 4th. 1. P. to Q's 4th. 
2. P. to Q. B's 4th. 2. P. takes P. 
3. P. to K's 4th. 3. P. to К. B's 4th.T 
4. P. takes Р.} 4. Q. B. takes P. 
5. K. B. takes P. 5. K. Kt. to B's 3rd. 
6. K. Kt. to K's 2nd. 6. Q. B. to K's 5th. 
7. Castles. 7. Ө. Kt. to B's 3rd. 
8. Q. to Kt.’s 3rd, 8. B. to Q's 4th. 
9. B. takes B. 9. Q. takes B. 
10. Q. takes Q. Kt. Р. 10. Q. Kt. takes Q. P.§ 
11. Q. to R’s 6th. 11. P. to K's 4th. 
12. Q. Kt. to B's 3rd. 12. Q. to her B's 3rd. 
13. Q. takes Q. 13. Kt. takes Q. 
14. P. to К. B's 4th. 14. B. to Q. B's 4th (ch.) 
15. K. to R’s sq. 15. Castles on K's side. 
16. P. to K. R's 3rd. 16. Q. R. to K's sq, 
17. P. takes P. 17. Q. Kt. takes P. 
18. Q. B. to К, Kt.'s 5th. 18. Q. R. to K's 3rd. 


19. Q. R. to Q's sq. 

20. P. to Q. Kt.'s 3rd. 
21. B. takes Q. Kt. 

22. K. R. to B's 3rd. 
23. K. Kt. to K. B's 4th. 
24. Q. Kt. takes Kt. 

25. R. takes R. 

26. R. to Q's 8th (ch.) 
27, Kt. to Q’s 5th. 


. Q. Kt. to B's 5th. 
. Q. Kt. to K's 6th. 
. Ө. К. takes B. 

. K. R. to K's sq. 
28; 
24. 
25. 
26. 
27. 


Kt. to K’s 5th. 
К. R. takes Kt.|| 
B. takes R. 

K. to B's 2nd. 
R. to Q's 5th. 


* This appears to be the only move by which Black can prevent his 
opponents obtaining a “ passed" Q. Н. P. 
T This leads to the objectionable defence of Mr. Schwartz, which has 


been previously examined. 


X Bishop takes Pawn would be likewise good play. 


$ Very neatly played. 


1 It would have been better peraaps to have taken this Kt, with the 


Queen’s Rook. 


39. 
40. 
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R. to Q’s 7th (ch.) 
R. to K's 7th (ch.) 


. R. takes B. 


R. to Q’s 3rd (ch.) 


. K. to R's 2nd. 

‚ Р. to ©. R's 3rd, 

. P. to K. R's 4th. 

. K. to R’s 3rd. 

. P. to K. Kt.'s 4th. 
. K. to Kt.'s 3rd. 

. P. takes P. (ch.) 


R. to Q's 7th. 
R. takes K. Kt. P. 


40. 


» K. to his 3rd, 
. K. takes Kt. 


. К. to-K's 5th. 


‚ K. to Q. B's 3rd. 

. R: to-K's 7th. 

. P. to Q. Rs 4th. 

. R. to K's 5th. 

- K. to Ө. Kt.'s 4th, 
m to Q. B's 4th, 


. P. to Q. R's 5th. 
. K. takes P. 


. P. to Q. B's 5th. 
P. to Q. B's 6th. 


The players/ef the Black men win. 


oo 


[| Gams IV.—Between №. St. Amant and Mr. Stauatoa. 
wuitr. (M. St. A.) 


. 


PeENog eer 


15. 
16. 


P. 
р, 
. 9. 
K. 
Р; 


P. to Q's 4th. 

P. to Q. B's 4th. 
Q. Kt. to B's 3rd. 
K. Kt. to B's 3rd. 
P. to Q. B's 5th. 


Q. B. to K. Kt.’s 5th.* 


to K's 2rd. 


. Q. B. P. takes Р. 
. Castles. 
14. Q. to her Kt.'s 3rd. || 


P. takes P. 
B. to Q. Kt.'s 5th.q 


BLACK. (Mr. S.) 


1, P. to Q's 4th. 

2P. to K's 3rd. 

3. K. Kt.to. B's 3rd. 

4. P. to Q. R's 3rd. 

5. K. B. to K's 2nd, 

6. Castles. 

7. P. to Q. Kt.'s 3rd.t 
8. Q. B. to Q. Kt.'s 2nd. 
9. B. takes B. 


10. P. to Q. R's 4th. 


. Kt. to Q's 2nd.t 
. P. takes P. 
. Q. to K's 2nd.§ 
. Р. takes P. 


15. K. R. to Q. B's sq. 


. Kt. to K. B's sq. 


* It has been previously remarked that the Q. B. in these games can 
seldom be advantageously played to the King’s side. 
+ This appears the only safe and effectual way of bringing the Quoen's 
Bishop into play. 
t Threatening to gain a Pawn. 
§ A much better move than advancing the King’s Pawn one step; 
which would have cost Black at least a Pawn. (e. g.) 
11. P. to K's 4th. 
12. Kt. takes P. 
13. B. takes Kt. 
14. K. takes B. 
15. K, to Kt.'c sq. 


12. P. tokes P. 
13. Kt. takes Kt. 


14. B. takes K. R. P. (ch. 
15. 9. to К. R’s 5th (ch, 
16. Q. takes B., &c. 

{) Well played, 
A. lost move. 
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17. К, К. to,Q. B's sq. 
18. B. to K’s 2nd. 

19. Kt. to Q. Kt.’s 5th 
20. K. Kt. to K's sq. 
2]. P. to К. B's 4th. 
22. K. to B’s 2nd. 

23. K. Kt. to B's 3rd, 
24. Ө. К. takes К. 

25. B. takes B. 

26. B. to Q's 3rd. 

27. Kt. to K's 5th. 

28. Kt. to Q. B's 6th. 
29° Kt. takes B. (ch.) 
30. B. takes Kt. 

31. Q. to Kt.'s 2nd. 
32. R. to Q. Kt.'s sq. 
33. Q. to her B's 2nd, 
34. P. to K. R’s 4th. 
35. R. to K. R’s sq. 
36. Q. to K's 4th. 

37. K. to Kt.'s 3rd. 
38. R. to K. B's sq. 
39. Q. to her Kt.'s 7th. 
40. K. to R's 3rd. 

41. R. to K. Kt.'s sq. 
42. 9. to her Kt.'s 80 
43. Q. to K. B's 8th. 
44. P. to К, Kt.'s 3rd. 
45. R. to Q. R's sq. 
46. R. takes R. 

47. Q. takes Q. Kt. P. 
48. Q. to her Kt.'s 7th, 
49. Q. to K's 4th. 

50. Q. to'K's sq. 

51. Q. to her R's sq. (ch.) 
52. Q. to her B's sq. 
53. К. to R’s 2nd. 

54. P. to K. B's 5th. 
55. K. to R's 3rd. 

56. P. takes P. (ch.) 


51. 


Kt. to K. Kt.'s 3rd. 
Q. to her sq. 

B. to K's 2nd. 

B. to Ө. R’s 3rd.* 
Kt. to R’s 5th. 


. Kt. to К. B's 4th, 
. B. takes Q. Kt. 

. R. takes Q. R. 

. Kt. to Q's 3rd. 


P. to Q. Kt.'s 4th. 


. Kt. to Q. B's 5th. 
. Q. to her 3rd. 


Q. takes Kt. 


. Q. Р. takes В.Т 


R. to Q. R's 5th. 
Q. to her R's 2nd. 
P. to K. Kt.'s 3rd. 


. Q. to K's 2nd. 
. Q. takes Q. Kt. P. 
- Q. to her Kt.’s 7th (сй) 


R. to Q. R’s 7th. 


. P. to Q. Kt.'s 5th. 
. P. to К. R's 4th. 
. P. to Q. B's 6th. 


Q. to K. B's 7th. 


. K. to R’s 2nd. 
- Q. takes К. P. (ch.) 


R. to Q. R's 2nd. 
Q. takes Q. P.6 


. Q. takes R. 
. Q. to K. Kt.'s 8th, 
. K. to Kt.'s 2nd. 


Q. to her B's 4th. 


. P. to Q. B's 7th. 


К. to R’s 2nd. 


52. Q. to K. D's 4th (ch.) 
53. Q. to her 6th. 
54. Q. to K’s 7th (ch.) 


55. 
56. 


Q. to her 8th. 
Р. takes P. 


And White surrendered. 


* From this point the game is in Black's favour. 
+ Black properly takes with the Q. P., foreseeing, in the event of the 
capital Pieces being changed off, that a White passed Р. on the Q. Kt.’s 


file, would be out of reach of his King. 


l High praise is due to White for the pertinacious ingenuity with 


which he struggled to draw the game. 


§ Had he taken the R., White would have drawn the game. 
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CHAPTER ЇЇ, 
IRREGULAR OPENINGS 


Tuose methods of commencing the game, in which the first 


З ‚ P. to K's 4th 
or second player moves otherwise than 1.5— Kiii aaa? 0 
9, P. to Q's 4th 


"Pogam are usually designated “Irregular.” Without 


assenting to the propriety of this distinction, I have thought 
it advisable, for the sake of perspieuity, to adopt a general 
and well known classification jn preference to arranging these 
peculiar débuts under separate and less familiar heads. 

Of the “Irregular Openings," tte most important are,— 
Virst, the different modes of defence which Black may adopt 


: Р. to K's 4th 
in answer to your 1st move of 1. 


—— , when he declines 


playing 1. P. to K's 4th? also, viz. :—1. P. to K's 3rd’ l. P. to Ө. B's 4th’ 


‘een 2 wd гасне o ВЕЕ uid 
H . to Q's 4th , 
Loner m Md 1. роуа лао im reply to1.———; 


and Secondly, two ways of beginning the contest, which are 


. P.t 's 4t 
at your command, beside the customary gom Rr or 


р, to Q'a 4th — P. to K. B's 4th P. to Q. B’s 4th 
1, ———— 9, viz:—1.———— ——À, and 1. ———À 7*3, 


The present Chapter shall be devoted to the consideration 
of the irregular defences in question, and the next to the 
examination of these two unusual systems of attack. Тһе 
leading authorities to consult upon these openings are—Bertin 
(1735); Ponziani (1782), p. 78; Lolli, pp. 134, 140; Coch- 
rane, p. 261; La Bourdonnais, p. 114; Mouret (1838); 
Jaenisch, 186 vol, pp. 42—59, 74; Lewis (1844), and the 
German ** Handbuch." 


GAME THE FIRST. 
Tur FRENCH GAME. 


Throughout the whole of the preceding Chapters of this 
work which treat of the opening on the King’s side, Black’s 
reply to your first move, of 1. P. to K’s 4th, has invariably 
been 1. P. to K's 4th also; and this mode of defence has sui- 
jected him, in every case, to an attack of more or less intensity 
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and duration, according to the particular course you have 
afterwards chosen to pursue. It is needful now to direct 
attention to those defences by which, as far as present cx. 
perience teaches us, the advantage of the first move is sooner 
neutralized, and the combatants are placed upon a fairer foot- 
ing of equality at starting. 
WHITE. BLACK. 

1. P. to K's 4th. 1. P. to Кв 3rd. 
This manner of defence brings us nearer to the form of the 
ancient game, before the innovation in the march of the Pawn 
was introduced, than any other, and by nullifying the advan- 
tage of the first move, gives a higher tone and character to 
the game than it possesses while chance is an admitted element 
in the struggle. 

2. P. to Q’s 4th (best) 2. P. to Q’s 4th. 
You can also answer with 2. P. to К. B's 4th, as in the 
variation. 

3. P. takes P. (best) 3. P. takes P. 
If, instead of taking the P., you play 3. P. to Кв Stk, the 
game will be in favour of Black; for example,— 


3. P. to K's 5th. 3. P. to Q. B's 4th. 
4. B. to Q. Kt.'s 5th (ch.) 4. Q. Kt. to B's 3rd. 
5. B. takes Kt. (ch.) 5. P. takes B. 


In place of taking the Kt., you may play 5. P. to Ө. B's 3rd, but he 
still obtains an advantage.) 


6. P. to Q. B's 3rd. 6. Q. to her Kt.'s 3rd. 
7. K. Kt. to B's 3rd. 7. Q. B. to Q. R's 3rd. 
8. Q. Kt. to Q's 2nd. 8. P. takes Q. P. 
9. P. takes P. 9. P. to Q. B's 4th. 
10. Q. Kt. to his 3rd. 10. P. takes Q. P. 
11. K. Kt. takes P. 11. K. B. checks. 
12. B. to Q's 2nd. 12. K. Kt. to K's 2nd. 
13. K. Kt. to K's 2nd. 13. Kt. to Q. B's 3rd. 
14. P. to K. B's 4th. 14. Q. to K's 6th. 
15. Q. Kt. to B's sq. 15. Castles. 


He has a manifest advantage. 
(See also the Illustrative Games at the end of the Chapter.) 


4. P. to Q. B's 4th. 4. K. B. checks. 
If 4. P. takes P., you reply with 5. K. B. takes P., and on his 
then playing 5. B. to Q’s 3rd, the game is quite equal, 
5. B. to Q's 2nd. 5, Q. ^о Кв 2nd (ch.) 
2 в 
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Interposing the Q. Kt. is not so good for you. (e. g.) 


5. Q. Kt. to B's 3rd. 5. К. Kt. to B's 3rd. 
6. Q. to her Kt.'s 3rd. 6. Q. Kt. to B's 3rd. 
1; К. Kt. to B’s 3rd. 7. Q. B. to K’s 8rd. 
8. B. to Q’s 2nd. 8. Castles. 
9. P. to Q. R’s 3rd. 9. P. takes P. 
10. K. B. takes P. 10. Q. B. takes B. 
11. Q. takes Q. B. 11. R. to K's sq. (ch. 
12. B. to K's 3rd. 12. B. takes Kt. (oh.) 
13. P. takes B. 13. K. Kt. to Q’s 4th. 
He has an embarrassing attack upon you, 
5. Q. to K's 2nd. 5. Q. B. to K's 3rd. 
€. P. takes P. 6. B. takes B. (ch.) 
1. Q. Kt. takes В. 7. Brtakes P. 
The game is equal. 
VARIATION, 
Beginning at White's 2nd move. 
WHITE. BLACK. 
1. P. to K's 4th. А 1. Р. to K’s 3rd. 
2. P. to K. B’s 4th. 2. P. to Q’s 4th. 
5. P. takes P. 9. P. takes Р. 


You ean also advance your K, P. to K's 5th, as in the fol- 
lowing:— 


3. P. to K's 5th. 3. P. to Q. D's 4th. 
4, К. Kt. to B's 2rd. 4. Q. Kt. to B's 3rd, 
5. P. to Q. B's 2rd. 5, P. to K. B's 3rd. 
6. Q. Kt. to R's 3rd. 6. K. Kt. to R’s 3rd, 
7. Q. Kt. to D's 2nd. 7. K. B. to K's 2nd. 
8. P. to Q's 4th. 8. Castles. 
I prefer his game, 
4. K. Kt. to B's 3rd. 4. P. to Q. B's 4th. 
5, P. to Q’s 4th. 5. Q. Kt. to B's 3rd. 
То check with your B. would be unavailing. 
6. P. to Q. B's 3rd. 6. K. Kt. to B's 3rd. 
7. Q. B. to K's 8rd. 7. Q. to her Kt.’s 3rd. 
8. Q. to her Kt.'s 8rd. 8. Q. Kt. to R’s 4th. 
9. Q. takes Q. 9. P. takes Q. 
Tastead of exchanging Queens you may play,— 
9. K. B. checks. 9. B. to Q's 2nd. 
10. B. takes B. (ch.) 10. K. Kt. takes B. 


There is little advantage on me side, but Ilike the disposition of his 
Orceg. 


IRREGULAR OPENINGS. 971 


10. K. B. checks. 10. Q. B. to Q's 2nd. 
11. B. takes B. (ch.) 11. K. Kt. takes B. 
The game is even. 


GAME THE SECOND. 
THE SICILIAN GAME, 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to Q. B’s 4th. 


In the opinion of Jaenisch and the authors of the German 
* Handbuch," with which I coincide, this is the best possible 
veply to the move of 1. P. to K's 4th, **as it renders the for- 
mation of a centre impraeticable for White and prevents every 
attack." This defence is found in the earlier Italian works, 
and has been analysed by Philidor in the second edition (1777) 
of his treatise. In the appendix to Sarratt's translation of 
Damiano, Lopez, and Salvio, mention is made of some game: 
at this opening, which the author had received as an extract 
from an old Italian MS. Sarratt has given us neither the 
name of the writer nor the date of the MS., but merely says: 
“These games are extracted from a scarce and valuable MS., 
which has been obligingly communicated to the editor by 
E. Morris, Esq., M.P., indisputably one of the ablest chess- 
players of the present day. This opening is called the 
* Grvoco Srortrano.’” 

In auswer to this move you have several ways of playing. 
You may move 2. K. Kt. to B's 3rd, which Major Jaenisch 
formerly thought your best; or 2. P. to Q’s 4th, which he now 
prefers; or 2. P. to K. B's 4th; or 2. P. to Q. B's 4th; or 
2. P. to Q., Kt.’s 4th. The present game shall be devoted to 
the examination of the first of these, and the consequences of 
the others shall be showu in Games the Third, Fourth, Fifth, 
and Sixth. 

2. K. Kt. to B's 3rd. 2. P. to K's 8rd. 
He can likewise play 2. Q. Kt. to B's 8rd, and proceed thus:— 
2, Q. Kt. to B's 3rd, 


3. P. to Q's 4th. 3. P. takes P. 
4. Kt. takes P. 4. P. to K's 4th. 
5. К. Kt. to B's 3rd. 5. К. Kt, to B's 3rd. 


222 
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(Taking his Kt. would perhaps be imprudent, from its drawing his side 
Pawns to the centre, but 5. К. Kt. to Ө. Kt.’s 3rd would prevent his 
B. taking the customary station at Q. B's 4th, and would cramp his 
game a little.) 


6. K. B. to Q’s 3rd. 6. B. to Q. B's 4th. 
And the game is even. 
8. P. to Q’s 4th. 3. P. to Q’s 4th. 
4. P. takes Q. P. . 4. К. P. takes P. 
5. P. to Q. B's 4th. 5. P. takes Q. P. 
Your ean check with your B., instead of throwing forward the 
Q. B. P., and equalise the game; for instance, — 
5. B.to Q. Kt.’s 5th (ch.) 5. Q. Kt. to B's 3rd. 
6. Q. B. to K's 3rd. 6. P. takes P. 
7. K. Kt. takes P. 7. Q. B. to Q's 2nd. 
8. P. to Q. B's 4th. 8. P. takes P. 
9. K. B. takes P. 9. K. B. checks. 
10. Q. Kt. to B's 3rd. 10. K. Kt. to K's 2nd. 
11. Castles. 11. B. takes Q. Kt. 
12. P. takes B. 12. Castles. 
The advantages are pretty equally balanced.! 
6. P. takes 9. Р. 6. Q. takes P. 
7. Q. takes P. 7. Q. takes Q. 
8. Kt. takes Q. 8. K. B. to Q. B's 4th. 
2. Kt. to Q. Kt.'s 3rd. 9. B. to 9. Kt.'s 3rd. 
10. B. to Q. B's 4th. 10. K. Kt. to B's 3rd. 
11. Castles. 11. Castles. 
Equal game. 
GAME THE THIRD. 
WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to 9. B's 4th. 
2. P. to Q’s 4th. 2. P. takes P. 
{fhe move 2. P. to K's 3rd, you can play the P. on to Q’s 5th. 
3. Q. takes P. 9. Q. Kt. to B's 3rd. 


Instead of taking the P. you have a choice of two other moves, 

viz., 9. K. Kt. to B's 3rd, or 3. K. B. to Q. B's 4th, which it 

may be well to examine ; suppose then, in the first place,— 
3. K. Kt. to B's 3rd. 3. P. to K's 4th. 


(He can obtain a perfectly equal game also by giving up the P., and playing 
8. P. to K's 3rd, and 4. P, to Q's 4th, instead of bringing out his Kt.) 
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4. B. to Ө. B's 4th. 4. К. Kt. to B's 3rd. 
(The ** Handbuch" suggests 4, K. B. to K's 2nd, as Black's best move. 

5. K. Kt. to his 5th. 5. P. to Q's 4th. 
6. P. takes P. 6. P. to К. Ris 3rd. 
7. Kt. to K. B's 3rd. 7. Q. B. to К. Kt.'s 5th. 
8. P. to K. R’s 3rd. 8. Q. to her B's 2nd. 
9. P. takes B. 9. Q. takes B. 

10. Kt. takes К.Р. 10. Q. takes Q. P. 

11. Castles. 11. B. to Q's 3rd. 

12. B. to K. B’s 4th. 12. Castles. 

13. P. to Q. B's 4th. 13. Q. to K's 5th, 

14. Q. to K. B's 3rd. 14. Q. takes Q. 

15. P. takes Q. 15. Q. Kt. to B’s 3rd. 

16. Kt. takes Kt. 16. B. takes B. 


The game is even, for White dare not take the Q. P. 


This variation is taken from the ‘‘ Handbuch ;" the first 12 moves ате ® 
the opening of a game between Mr. Cochrane and the writer. 


In the second place,— 


3. B. to Q. B's 4th. 3. P. to K's 4th. 
4. P. to K. B's 4th. 4. Q. Kt. to B's 3rd. 
5. K. Kt. to B's 3rd. 5. K. Kt. to B's 3rd. 
6. Q. to K's 2nd. 6. B. to K's 2nd. 


(If you take the P., at move 6., with your Kt., he takes Kt. with Xt. 
and then checks with his Q. at her R’s 4th, &c.) 


7. Castles. 7. P. to Q’s 3rd. 
His position is preferable. 
4. Q. to her sq. 4. К. Kt. to B's Эга. 


The “ Handbuch" proposes 4. P. to К. B’s 4th for Black, fol. 
lowing it out thus:— 
4. Р. to К. B's 4th. 


5. P. takes P. 5. K. Kt. to B's 3rd. 
(He can also check with his Q., and take the P.) 

6. P. to K. Kt.'s 4th. 6. Q. checks. 

7. Q. Kt. to B's 3rd. 7. P. to K. R's 4th. 


(1f you interpose the Q. B. P. instead of the Kt., he checks at K's 4th, and 
on your playing, for the best, Q. B. to K’s 3rd, he moves Q. to К?з 
5th, Ac.) 


8. P. to K. Kt.'s 5th. 8. K. Kt. to K's 5th, 
9. Q. to her 3rd. 9, Kt. takes Q. Kt. 
10. P. takes Kt. 10. P. to Q's 3rd. 
11. B. to K. R’s 3rd. 11. Kt. to K's 4th. 
12. Q. to her 2nd. 12. Q. B. to Q's 2nd. 


Black has the better game. 
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5. Q Kt. to B's 8rd. 5. P. to K's 2rd. 
6. Q 


Р. to К. Kt.'s 5th. 6. K. B. to K's 2nd. 
The game appears to be equal. 


GAME THE FOURTH, 


WHITE. BLACK. 
1 P. to K's 4th. 1. P. to Ө. B's 4th. 
9. P. to K. B's 4th. 2. P. to K's 8rd. 


Iu reply to Е advance of the К. В. Р., he may also play 
9. Q. Kt. to B's 3rd, as in the variation. 


8. K. Kt. to B's 3rd. 8. P. to Q/s 4th. 


* The * Handbuch" recommends for you 9. B. to K's 2nd, in 
preference to bringing out the Kt. 


4. P. to K's 5th. 4. Q. Kt. to B's 2rd. 


You ean take the P. instead of passing it, but the opening 
will still be rather unfavourable for you. (e. g.) 


4. P. takes Q. P. 4. P. takes P. 

5. B. to K's 2nd. 5. K. B. to Q’s 3rd. 

6. P. to Q. B's 3rd. 6. Q. Kt. to B's 3rd. 

7. P. to Q's 3rd. 7. Q. to her B's 2nd. 

He has the better game. 
5. P. to Q. B's 3rd. 5. P. to K. B's 3rd. 
6. K. B. to Q/s 8rd. 6. К. Kt. to К 3rd. 
7. K. B. to Q. B's 2nd. 7. Q. to her Kt.'s 3rd. 
Black has the advantage. 
VARIATION, 
Beginning at Black's 2nd move. 

WHITE. BLACK. 
1. P. to K’s 4th. 1. P. to Q. B’s 4th. 
9. P. to K. B's 4th. 2. Q. Kt. to B's 3rd. 
8. К. Kt. to B's 3rd. 3. P. to K's 8rd. 
4. B. to K's 2nd. 4. P. to Q’s 4th. 


Your 4th move is advised by the authors of the ** Handbuch.” 
The usual play has been 4. P. to Q. B's 3rd, or as Philidor 
proposes, 4. P. to Q's 4th. In the latter case, his best reply 
appears to be 4. P. to Q's 4th, and your position is inferior to 
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his. If you play the former move, 4. P. to Q. B's 3rd, the 
game is one of difficulty for both parties, but he acquires a 
situation which is less assailable than yours. (e. g.) 


4. P. to Q. B's 3rd. 4. P. to Q's 4th. 
5. P. to K's 5th. 5. P. to K. B's3rd. 
6. Q. Kt. to R's 3rd. 6. K. Kt. to R's 3rd. 


(If you play 6. B. to Q's 3rd, the position is the same as one we hava 
previously been looking at.) 
7. Q. Kt. to Q. B's 2nd. 7. Q. to her Kt.'s 3rd. 
8. P. to Q's 4th. 8. Q. B. to Q's 2nd. 
Black wil presently play his Q. R. to B's sq., and castle afterwards, 
having a good game. 


5. P. to Q’s 3rd. 5. P. takes P. 


This is the mode of play given in the “ Handbuch," from 
whence these moves are taken, but I think Black’s best policy, 
in similar situations, is not to exchange his men, but to de- 
velope his game as rapidly as possible. 5. P. to K. Kt.'s 3rd, 
followed by К. B. to К. Kt.'s 2nd, would greatly strengthen 
his game, by preventing the advance of your Pawns on the 
King's side, and by bringing his K. B. into commanding play. 


6. P. takes P. 6. Q. takes Q. (ch.) 
7. B. takes Q. 7. K. Kt. to B's 8rd. 
8. Q. Kt. to B's 3rd. 8. Q. B. to Q/s 2nd. 
9. Q. B. to K's 3rd. 9. Castles. 


The game is even. 


GAME THE FIFTH. 


WHITE. BLACK. 
1. P. to K's 4th. 1. P. to Q. B's 4th. 
2. P. to Q. B's 4th. 9. P. to K's 3rd. 


I agree in opinion with Major Jaenisch, that this rejoinder of 
yours is objectionable. With two Pawns so circumstanced your 
chief Bishop is absolutely shut in, play him where you will; 
and you can never advance the Q. P. to Q’s 4th without your 
centre being broken up, while the enemy's remains intact and 
impregnable. Another disadvantage attending the present 
position of your K. P. and Q. B. P., is the facility afforded 
the adversary to post either his ©. Kt. ог К. B. in the very 
heart of your encampment, 
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3. K. Kt. to B's 3rd. 3. 9. Kt. to B's 3rd. 
4. Q. Kt. to B's 3rd. 4. P. to K. Kt.'s 9rd, 
5. P. to Q’s 8rd. 5. B. to К. Kt.'s 2nd. 
6. B. to K's 2nd. 6. K. Kt. to K's 2nd. 
I much prefer his game. 
GAME THE SIXTH. 

WHITE. BLAOK. 
1. P. to K’s 4th. 1, P. to Q. B’s 4th. 
2. P. to Q. Kt.'s 4th. 2. P. takes P. 


This mode of attack, which Jaenisch calls **'The Wing Gam- 
bit," is found in Sarratt; if properly opposed, the result ia 
favourable to the second player. 
Black may either take the offered P., as in the text, or 
simply play 2. P. to Q. Kt.'s 3rd, with a safe game. 
3. P. to Q/s 4th. 3. P. to Ов 4th. 


He can also play 3. P. to K's 3rd, and frustrate all attack. 
(е. 9.) 


3. Р. to K’s 3rd. 

4. P. to Q. R’s 3rd. 4. P. takes Q. R. P. 

5. Q. B. takes P. 5. B. takes B. 

6. Q. R. takes B. 6. Q. Kt. to B's 3rd. 

7. P. to К. B's 4th. 7. P. to Q's 4th. 

8. P. to K's 5th. 8. K. Kt. to R’s 3rd. 

9. K. Kt. to B's 3rd. 9. Castles. 
He has gained a clear Pawn, without any inferiority of position. 
4. P. to K's 5th. 4. Q. B. to K. B's 4th, 
5. P. to 9. Кв 8rd. 5. P. takes P. 
6. Q. B. takes P. 6. Q. Kt. to B's 2rd. 


You have no equivalent for the lost Pawn. 


GAME THE SEVENTH, 


WHITE. BLAOK. 
1. P. to K's 4th. 1. P. to Q’s 4th. 
The defence of Q. P. versus К. P., or “The Centre Counter 
Gambit," as Major Jaenisch terms it, is not often practised, 
although it presents many features of interest; and if not 
opposed with care and judgment, will frequently turn the 
scale in favour of the second player. 
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2. Р. takes Р. (best) 2. 9. takes Р. 


If instead of taking P. with P., you play 2. P. to K's 5th, the 
opening is shortly resolved into a position of the French 
game which is not advantageous to the first player. Black, 
in place of re-taking the P., may move 2. K. Kt. to B's 8rd. 
(See Variation I.) 

3. Q. Kt: to B's 3rd 3. ©. to her sq. (best) 
If you play 3. P. to Q’s 4th, he should answer with 3. P. to 
K's 4th, or Q. Kt. to B's 3rd. 

4. P. to Q’s 4th. 4. Q. B. to K. B's 4th. 

5. К. Kt. to B's 3rd. 5. P. to K's 8rd. 

6. K. B. to Q. B's 4th. 

You have a better opened game. 


VARIATION I., 
Beginning at Black's Ind move. 


WHITE. BLACK. 
1. P. to K’s 4th. 1. P. о Q's 4th. 
2. P. takes P. 2. K. Kt. to B's 3rd. 
3. B. to Q. Kt.'s 5th (ch.) 3. B. to Q’s 2nd. 
4. K. B. to Q. B's 4th. 4. Р. to Q. Kt.’s 4th. 


Instead of 4. P. to Q. Kt.'s 4th, Black might play as follows :—— 
4. Ө. B. to К. B's 4th. 


5. Q. Kt. to B's 3rd, 5. P. to Ө. B's 3rd., 
6. P. takes P. 6. Ө. Kt. takes P. 
7. P. to Q's 3rd 
Your game is preferable. 
5. K. B. to Q. Kt.'s 3rd. 5. Q.B. to К. Kt.'s 5th. 


For the result of his playing 5. P..to Q. R’s 4th, see Varia. 
tion II. 

6. P. to К, B's 3rd. 6. Q. B. to his sq. 
At move 6. you might also play, as given in the ** Chese. 
Player's Chronicle," vol. viii. p. 44,— 


6. К. Kt. to B's 3rd. 6. Kt. takes P. 
7. Q. Kt. to B's 3rd. 7. Kt. takes Kt. 
8. К. Kt. to K’s 5th. 8. Q. to her 5th. 


(If he take the Q. with either Piece, you mate him at once.) 
9. Q. takes b 9. Q. takes Kt. (сћ.) 
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10. K. to B's sq. 10. P. to K. B's 4th. 
11. Q. to К. B's 3rd. 11. K. Kt. to K’s 5th. 
12. P. to Q's 3rd. 

And you have a fine game. 


7. Q. to K’s 2nd. T. P. to ©. R’s 8rd. 

8. P. to Q. B's 4th. 8. P. to Q. B's 3rd. 

9. 9. P. takes P. 9. Q. Kt. takes P. 
10. ©. B. Р. takes P. 10. Q. Kt. to Q/s 5th. 
11. Q. to K's 3rd 11. Q.: R. P. takes P. 


If he play 11. Q. B. to K's 3rd, you still reply with 12. Kt. to 
K's 2nd. 


19. Kt. to K's 2nd. 12. Kt. takes Kt. 

18. K. takes Kt. 18. Q. B. to Q. R’s 8rd. 

14. К. К. to Q's sq. 14. P. to Ө. Kt.’s 5th 
(dis. ch.) 

15. P. to Q’s 3rd. 15. P. to K's 8rd. 


16. P. to Q. Кв 3rd. 
You have a good game, and a Pawn superiority. 


VARIATION П., 
Beginning at Black's 5th move. 


WHITE. BLACK, 
1. P. to K’s 4th. 1. P. to Q's 4th. 
9. P. takes P. 2. K. Kt. to B's 8rd. 
3. B. to О. Kt.’s 5th (ch.) 3. B. to Q's 2nd. 
4. B. to Q. B's 4th. 4. P. to Q. Kt.'s 4th. 
5. B. to Q. Kt.'s 8rd. 5. P. to Q. Кв 4th. 
6. P. to Q. R’s 3rd. 6. Q. B. to K. Kt.'s 5th. 
7. P. to К. B's 3rd. 7. B. to his sq. 
8. Q. Kt. to B's 3rd. 8. Q. B. to Q. IVs 3rd. 
9. P. to Q/s 3rd. 9. P. to Q. Kt.'s 5th. 


If he move 9. Q. Kt. to Q's 2nd, White answers with 
10. Q. B. to K's 3xd. 

10. 9. В. P. takes Р, 10. Q. R. Р. takes P. 

11. Q. Kt. to Кв 4th. 11. Q. B. to Q. Kt.'s 2nd, 

12. Q. B. to Q’s 2nd. 

Black’s position is inferior.* 

* For an interesting analysis of this opening, see tbe Berlin ** Schach« 

zeitung” for September, 1846. 
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GAME THE EIGHTH. 


THE FIANCHETTO. 
WHITE, BLACK, 

1. P. to K’s 4th. 1. P. to Q. Kt.'s 3rd. 
Black’s present move, which the Italians call “Il Fianchetto 
di Donna,” although disapproved of by the earlier writers, 
may be made by the second player without harm, if followed 
speedily by P. to K's 3rd, and P. to Q. B's 4th. It is not, 
however, so advisable a mode of opening the game for the 
first player as the more customary moves, from its being 
essentially defensive. 

2. P. to Q/s 4th. 2. Q.B. to Q. Kt.'s 2nd. 

8. K. B. to Q’s 8rd. 3. P. to K's 3rd. 

For the consequences of his now playing 3. P. to K. Kt.'s 8rd, 
followed by 4. К. B. to К. Kt.'s 2nd, see the variation. Не 
may, however, but without advantage, move 3. P. to K. B's 
4th, instead of the move in the text. (е. g.) 

3. P. to K. B's 4th. 


4. P. takes P. 4. B. takes K. Kt. P. 
5. Q. to К. R’s 5th (ch.) 5. P. to К. Kt.'s 3rd. 
6. P. takes P. 6. B. to K, Kt.'s 2nd. 


(If 6. K. Kt. to B's 3rd, you mate him in two moves.) 


7. P. takes P. (dis. ch.) 7. K. to B's sq. 
8. P.takes Kt., becoming 8. К. takes Q. 


a ©. (ch.) 
9. Q. to K. Kt.'s 4th. 9. B. takes R. 
10. P. to K. R’s 4th. 10. P. to K's 3rd. 


11. P. to К. R's 5th. 
You have a better game than he has. 


4. P. to К. B's 4th. 4. P. to Q’s 4th. 
If he play 4. P. to K. B's 4th, you answer with 5. Q. to K's 
2nd, and soon obtain an advantage. 


5. P. to K's 5th. 5. P. to Q. B's 4th. 
6. P. to Q. B's 3rd. 6. К. Kt. to К. R’s 8rd 

The game appears to be equal. 

VARIATION, 
Beginning at Black! s 8rd move. 
WHITE. BLACK, 

1. P to K’s 4th. 1. P. to ©. Kt.’s 3rd. 
2. P. to Q’s 4th. 9. B. to Q. Kt.s 2nd. 
8. B. to Q's 2rd. 3. P. to К, Kt.’s 3rd. 
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4. P. to K. B's 4th. 4. B. to К, Kt.'s 2nd, 
5. K. Kt. to B's àrd. 5. P. to Q’s 8rd. 
If he play 5. Р. to K's 8rd, then Jaenisch proceeds thus :— 
5. P. to K's 3rd. 
6. P. to Q. B's 3rd. 6. P. to Ө. B's 4th, 
7. Q. B. to K's 3rd. 7. P. to Q's 3rd. 
8. Q. Kt. to Q's 2nd. 8. K. Kt. to K's 2nd, 
9. Castles. 


With a good game. 


6. Q. B. to K's 8rd. 6. Q. Kt. to Q’s 2nd. 

7. P. to Q. B's 4th. 7. P. to K's 8rd. 

8. Q. Kt. to B's 3rd. 8. K. Kt. to K's 2nd. 

9. Q. to K's 2nd. 9. Castles. 
10. Castles on Q’s side. 10. P. to K. B's 4th. 
11. K. Kt. to his 5th. 11. P. takes K. P. 
12. B. takes P. 12. B. takes B. 
18. 9. Kt. takes B. 

You have the better game. 
GAME THE NINTH. 
WHITE. BLACK. 
1. Р. to Q's 4th. 1. P. to K. B's 4th. 


This is a very common defence to the openings on the Queen's 
side, yet, if properly taken advantage of, the premature 
advance of his K. B. P. may cause Black a good deal of subse- 
quent embarrassment. It is found in Stein's ** Nouvel Essai 
sur le Jeu des Echecs," (1789). (For 1. P. to Q. B's 4th, see 
the next game.) 

2. P. to Q. B's 4th. 2. K. Kt. to B's 8rd. 
You might also play 2. P. to K's 4th, or 2. P. to K. Кв 8rd, 
as in Variations I. and II. 

If Black, at his 2nd move, play 2. P. to K's 3rd, the game 
is likely to proceed as follows:— 


2. P. to K's 3rd. 
3. P. to Q. R’s 3rd. 3. К. Kt. to B's 3rd, 
4. Q. Kt. to B's 3rd, 4. B. to K's 2nd. 
5. P. to K. B'e 3rd, 5. P. to Q's 4th. 
6. P. takes P. 6. P. takes P. 
7. Q. B. to К. B's áth. 7. Castles. 
Even game. 


Q. Kt. to B's 3rd. 9. P. to Q’s 3rd. 
Q. B. to K. B's 4th. 4. P. to Q. B's 3rd. 
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5. P. to Кв 8rd. ` 5. Q. to her B’s 2nd. 
6, K. Kt. to B’s 3rd. з. K. Kt. to К. R’s 4th, 
7. 9. B. toK. Kt.'s 5th. 7. P. to K. R’s 8rd. 
8, B. to K. R’s 4th. 8. P. to К. Къв 4th. 
9. K. Kt. to Q’s 2nd. 9. K. Kt. to B's 3rd. 
10. B. to К. Kt.’s 3rd. 10. P. to K's 4th. 
Equal game. ; 
VARIATION 1., 
Beginning at White's Ind move. 
WITTE. BLACK. 
1. P. to Q’s 4th. 1. P. to K. B’s 4th. 
2. P. to K's 4th. 2. P. takes Г. 


Your present move first occurred in a game between Mr. 
Horwitz and the writer, and seems to be a recommendable 
mode of carrying on the attack. 

If Black refuse to take the P., you can take P. with P., aud 
then play K. B. to Q’s 8rd. 


9. Q. Kt. to B's 8rd. 9. K. Kt. to B's 3rd. 


If he advance the Q. P. to Q’s 4th, you check with the Q, 
and then take the Q. P. 


4. Q. B. to К. Kt.'s 5th. 4. P. to Q. B's 8rd. 
5. B. takes Kt. 5. K. P. takes B. 
6. Q. Kt. takes K. P. 6. P. to Q’s 4th. 

7. Q. Kt. to К. Kt.'s 3rd. т. B. to Q's 8rd. 

8. B. to Q/s 8rd. 8. Castles. 


I prefer your position. 
VARIATION II., 
Beginning at White's Ind move. 


WHITE. BLACK. 
1. P. to Q’s 4th. 1. P. to K. B's 4th. 
2. P. to К. Ев 8rd. 2. K. Kt. to B's 3rd. 
8. P. to K. Kt.'s 4th. 8. P. to Q’s 4th (best) 

If he take the К. Kt. P., you will have the better game. (e. g.) 
3. P. takes P. 

AŽ P. takes P. 4. Kt. takes P. 

5. P. to K's 4th. b. P. to Q's 3rd. 

6. B. to K's 2nd. 6. P. to K. R's 4th, 


7. Q. B. to К. Kt.’s 5th. 7. P. to К. Kt.'s 3rd. 
You have the advantage. 


Ne 
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4. P. to K. Kt.s 5th. 4. K. Kt. to K's 5th. 
5. P. to K. R's 4th. 5. P. to Q. B's 4th 
6. P. to Q. B's 8rd. 6. P. to K's 8rd. 
Т. К. Kt. to B's 3rd. 7. Q. Kt. to B's 3rd. 
8. Q. B. to K. B's 4th. 8. K. B.-to Q’s 3rd. 
9. B. takes D. 9. Q. takes B. 
Even game. 
GAME THE TENTH. 
WHITE. BLACK, 
1. P. to Q’s 4th. 1. P. to Q. B's 4th. 


Black now adopts a move which is given in Ben-Oni,* and 
which occurs in two of the games between M. St. Amant and 
the writer. 


2. P. to Q’s 5th. 2. P. to K's 4th. 


Your move of 2. P. to Q’s 5th, yields you an immediate 
advantage i in position, while taking the P. would only result 
in an even game. 

Instead of 2. P. to K's 4th, Black may play 2. P. to K. B's 
4th, as in Ben-Oni, upon which the following moves will pro- 


bably occur :-— 
2. P. to K. B’s 4th. 


3. Q. Kt. to B's 3rd. 3. P. to Q's 3rd. 

4. P. to K's 4th. 4. K. B. P. takes P. 

5. Kt. takes P. 5. P. to K's 4th. 

6. B. to К. Kt.'s 5th. 6. Q. to her R's 4th (ch.) 


[Ir he interpose either B. or Kt., you have a fine game. (е. g.) 
з Kt. ог В. to K’s 2nd. 


7. K. B. checks. ‚ Ө. Kt. or B. to Q's 2nd (best) 
8. Kt. takes Q. P. (ch.), &e, Г 
7. P. to Ө. B's 3rd. 7. Q. B. to K. B's 4th, 
8. Kt. to K. Kt.'s 3rd. 8. B. to К. Kt.'s 3rd, 
9. B. to Q's 3xd. 9. В. takes В. 
10. Q. takes B. 
You have much the better game. 
3. P. to Q. B's 4th. "758. P. to K. B's 4th, 
4. Q. Kt. to B’s 3rd. 4. P. to Q’s 3rd. 


You have the advantage. 


“ Ben-Oni, oder die vertheidigungen die Gambit-zuge im Schache, 
i von Aaron Reinganum,” Frankfort, 1825, 
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CHAPTER III. 


GAME THE FIRST, 
WHITE. BLACK. 
1. P. to K. B's 4th. 1. P. to Q’s 4th. 


This way of opening may be ventured without much danger, 
and unless it is properly met, will give your adversary some 
trouble ; it is not, however, so advantageous for the first player 
as 1. P. to K's 4th. 

Black’s bestzeply appears to be the move in the text, but he 
may play 1. P. to K, B's 4th also, and equalize the game. (e. g.) 


1. P. to К. B's 4th. 


2. K. Kt. to B’s 3rd. 2. К. Kt. to B's 3rd. 
9. P. to Q's 4th. 3. P. to Q's 4th. 
Even game. 
2. К. Kt. to B's 3rd. 2. Q. B.to К. Kt.'s 5th. 


He may also play 2. P. to Q. B's 4th, and the game then 
proceeds as follow :— 
2. P. to Q. B's 4th. 
3. P. to K's 3rd, 3. Q. Kt. to B's 3rd. 
4. К. B. to Ө. Kt.’s 5th. 4. P. to Ө. Кв 3rd, 
(If he play 4. B. to Q's 2nd, you may castle.) 


5. B. takes Kt. (ch.) 5. P. takes B. 
6. Castles. 6. P. to K's 3rd. 
7. Р. to Ө. B's 4th. 7. K. Kt. to R’s 3rd. 
9. Q. to K's 2nd. 8. K. B. to Q's 3rd. 
9. Q. Kt. to B's 3rd. 9. Q. to K's 2nd. 
10. P. to Ө. Kt.'s 3rd. 10. P. to K. B's 3rd. 
11. P. to Q's 3rd. 11. Castles. 
12. P. to K's 4th. 12. P. takes K. P. 
13. Q. P. takes P. 13. P. to K's 4th. 


14. P. to K. B's 5th. 
You have the advantage. 

The above are the opening moves of а game played by tha 
writer many years ago against the leading amateurs of Bristol. 
3. K. Kt. to K's 5th. 3. B. to K. B's 4th. 

4. P. to K. Kt.'s 4th. 4. P. to K's 2rd. 
‘Your third move is thus given by the “ Handbuch," and in 
Lewis, but I think the attack is needlessly hazardous, and 
that 4. P. to Q’s 8rd, or 4, P. to 9 B's 4th, would be more 
to the purpose. 


5. P. to К. Кїз 5th. 5. P. to К. B’s 3rd. 
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6. Kt. to K. B's 8rd. 6. P. takes P. 

7. Kt. takes P. 7. К.В. to K's 2nd. 

8. P. to K. R’s 4th. 8. P. to К. Кв 3rd. 

9. Kt. to K. B's 3rd. 9. Q. B. to К. Kt.'s5th, 


Black has the better game, owing to your premature attack at 
the 4th move, 


GAME THE SECOND. 


WHITE. BLACK, 
1. P. to Q. B’s 4th. 1. P. to Q. Bs 4th. 


This is an opening which may be adopted with perfect secu- 
rity, either by the first or second player. 

The move recommended by modern authors for Black' 
reply is 1. P. to K’s 4th, and we have then of course tho 
same position as if Black had commenced the game with 
1. P. to K’s 4th, and you had replied with 1. P. to Q. B's 4th, 
with this difference, that in the present instance you have the 
advantage of the move, a circumstance which seems to have 
escaped the notice of some writers, since, with a strange 
inconsistency, they carry on the game from this position, and 


decide it in fayour of the defending player, who is a move 
behind ; while in the “ Sicilian Game,” 1. —Ó— when 


the position is reversed, and you have Black’s position, and 
in addition the advantage of the move, you can barely make 
an even game. For the effect of his defending with 1. P. to 
K's 4th, see the variation. 

2. P. to K. B's 4th. 2, P. to K. B's 4th. 
These moves are extracted from the ** Handbuch.” Jaenisch 
gives for your second 2. P. to K's 4th, pursuing the game as 
follows :— 


2. P. to K's 4th. 2, P. to K's 4th. 
(I prefer 2. P. to K's 3rd for your 2nd move.) 
3. P. to Q's 3rd. 3. P. to Q's 3rd. 
4. P. to K. B's 4th. 4. K. Kt. to B's 3rd. 
5. K. Kt. to B's 3rd. 5. Q. Kt. to B's 3rd. 
The game is even. 
3. Р. to Q’s 8rd. 8. K. Kt. to D's 8rd, 


4. Q. Kt. to B's 3rd. 4. T. to Q's 8rd. 


IRREGULAR OPENINGS. ' $86 


5 P. to K’s 4th. 5 
6. К. Kt. to B's 3rd, 6 
7. В. to Q's 2nd. 7 
8. P. to Q. Е 8rd. 8 
9. P. to K. Kt.'s 3rd, 9 
10. Q. Kt. to Q/s 5th. 10 
11. Q. B. Р. takes Kt. 11 
19. Kt. takes Kt. 19 


Equa. game. 


VARIATION, 


. Q. Kt. to B's Sra. 

. P. to K's 4th. 

. Q. to K's 2nd. 

. P. to К. Kt.’s 3rd. 

. К. B. to Kt.’s 2nd, 
. Kt. takes Kt. 

. Q. Kt. to Qs 5th. 

. 9. B. Р. takes Kt 


Beginning at Black's 1st move. 


WHITE. BLACK. 
1. P. to Q. B's 4th. 1. P. to K's 4th, 
9. Q. Kt. to B's 3rd. 2. P. to K. B's 4th. 
3. P, to К 8rd. 8. К. Kt. to B's 8rd. 


The * Handbuch" and Lewis give you 3. P. to Q’s 4th, 


following it thus,— 


3. P. to Q's 4th. 3. P. to K's 5th. 
4. P. to Q's 5th. 4. P. to Q. B's 3rd. 
5. P. to Q’s 6th. 5. Q. to K. B's 3rd 
6. P. to Q. B's 5th. 6. P. to Q. Kt.'s 3rd. 
7. P. takes P. 7. Ө. К.Р. takes P. 
8. Q. Kt. to R’s 4th. 8. B. takes Q. P. 
9. Kt. takes P. 9. B. checks. 
10. B. to Q's 2nd. 10. Q. takes Q. Kt. P. 
11. Kt. takes Ө. R. 11. B. takes B. (ch.) 
12. Q. takes B. 12. Q. takes К. (ch.) - 
13. Q. to Q's sq. 13. Q. takes Q. R, P. 
Black has the better game by far, 
4. P. to Q's 4th. 4. P. to Кв 5th. 
5. К. Kt. to R’s 3rd. 


You haye the advantage in position, 


For additional examples of this fine opening, see the Ilus- 
irative Games at the end of the Chapter. 
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GAMES 
ILLUSTRATIVE OF THE PRECEDING ANALYSES, 
(From the Chess-Player’s Chronicle.) 


10), Gann I.—In a match between the Paris and Westminster 
Chess Clubs. 


wits. (Westminster.) BLACK. (Paris.) 
1. P. to K’s 4th. 1. P. to K’s 3rd. 
2. P. to Q's 4th. 2. P. to Q's 4th. 
9. P. takes P. 3. P. takes P. 
4. K. Kt. to B's 3rd. 4. K. Kt. to B's 3rd, 
5. K. B. to Q's 3rd. 5. P. to Ө. B's 4th, 
6. Q. to K's 2nd (ch.)'* 6. K. B. to K’s 2nd, 
7. P. takes P. 7. Castles. 
8. Q. B. to K's 3rd. 8. K. R. to K's sq. 
9. K. B. to Q. Kt.'s 5th. 9. Q. Kt. to B's 3rd. 
10. Kt. to Q's 4th. 10. B. takes P. 
11. В. takes Kt. 11. P. takes B. 
12. P. to Q. B's 3rd. 12. B. takes Kt. 
13. P. takes B. 13. P. to Q. B's 4th. 
14. Q. to her 3rd. 14. Q. to her Kt.'s 3rd, 
15. Castles. 15. 9. B. to R's 314. 
16. Q. to her Kt.'s 3rd. 16. Q. takes Q. 
17. P. takes Q. 17. B. takes R. 
18. K. takes В. 18. Kt. to his 5th. 
19. P. takes P. 19. Kt. takes B. 
20. P. takes Kt. 20. K. R. takes P. 
21. Kt. to Q's 2nd. 21. Q. R. to K's sq. 
22. P. to K. Kt.'s 4th. 22. K. R. to Q's 6th. 
23. R. takes Q. R, Р. 23. R. takes Kt. 
24. P. to Q. К.’ 5th. 24. K. R. takes Q. Kt. P. 
25. P. to Q. Kt.'s 6th. 25. P. to Q's 5th. 
26. P. to Q. Kt.'s 7th. 26. P. to Q's 6th. 
27. R. to Q. R's 8th. 27. K. to B's sq. 


And White surrendered. 


105 Gare II.—Between Messrs. Szen and Boncourt. 


хунте. (Mr. 8.) BLACK. (М, B.) 
1. P. to K's 4th. 1. P. to K's 3rd. 
2. P. to Q's 4th. 2. P. to Q's 4th. 
3. P. takes P. 3. P. takes Р. 


* This move was the primarv cause of all White’s subsequent diffi» 
culties, 

T If they had token Kt. with Kt., Black would have played Q. ta 
her Kis 3rd, 


IRREGULAR OPENINGS. 


P. to Q. B's 4th, 

. Q Kt. to B's 3rd, 
. Р, to Q. R’s 3rd. 
Р, takes B. 

Q., to her Kt.'s 3rd. 
K. B. to Q's 3rd. 
K. Kt. to K's 2nd. 
К. В. takes Р. 

К. В. to Q's 3rd. 
Q. to her B's 2nd. 
14. Castles. 

15. Kt. to K. B's 4th. 
16. Kt. takes B. 


17. Q. B. to K. B's 4th. 


18. K. R. to K's sq. 
P. to Q. R’s 4th. 
20. Q. B. takes K. Kt. 
21. К. takes R. (ch.) 
22. P. takes P. 

23. К, takes P. 

B. to his sq. 

Q. to her 2nd. 

Q. to her 3rd. 

27. Q. R. to his 3rd. 
28. Q. to K. B's 3rd. 
29. Q. to her 3rd. 

30. P. to Q's 5th. 

©. takes Ө. (ch.) 
32. P. to K. Kt.'s 3rd. 


4. 


5. 
6. 


7. 
. P. to Q. B's 3rd. 
. Castles. 


32. 
Black wins. 


PRONE POPE R RHONA 
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К. Kt. to B's 3rd. 

К. B. to Q. Kt.'s 5th. 
B. takes Kt. (ch.) 

Kt. to K's 5th. 


takes P. 

to Ө. Kt.'s 4th. 
B. to К. B's 4th. 
to K's sq. 

to K. Kt.'s 3rd, 
Kt. to Q's 3rd. 
R. P. takes Kt, 
Kt. to Rs 3rd. 
to Q's 2nd. 

Kt. to B's 2nd. 
takes B. 

takes R. 

takes P. 

. to K's 8th (ch.) 
. to her B's 3rd. 
. to Q. Kt.'s 8th. 
to Q. B's 8th. 


. Kt. to Q's 4th. 

. P. to K. B's 3rd. 
. Kt. to К. B's 5th. 
. Q. takes Q. P. 

. Kt. takes Q. 


Kt. takes Q. B, P. 


LOY. Gane IIL.—Between MM. St. Amant and Kieseritzky 


K. B. i 

Q. to K’s 2nd (ch.) 
K. Kt. to B’s 3rd. 
Q. B. to K’s 3rd. 
Q. B. takes B. 


e» о Ex C» стон кз 
"d 
g 
[za 
о 
a 
Ww 
+ 


- 


BLACK. 
. P. to K’s 3rd. 


See ee 


— 


* This is not so good a reply as P. to G's 4th. 


(M. St. A.) 


P. to Q's 4th. 
P. takes P. 
P. to Q. B's 4th. 


WB ЮЖ, Kt. 5th, 
to her Kt.'s 3rd, 


T P. to Q. B's 4th, or K. Kt. to B's 3rd, is better, because tho 
present move brings the adverse B. into powerful play. 
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11. Q. Kt. to B's 3rd. 11. Castles on K's side. 
12. Castles on Q’s side. 12. Q. R. to Q’s sq. 
13. B. to Q's 3rd.* 13. K. to R’s sq. 

14. P. to К. R's 3rd. 14. B. to K. B's 4th. 
15. P. to K. Kt.'s 4th. 15. B. takes B. 

16. Q. takes B. 16. Kt. to Q. Kt.'s 5th. 
17. Q. to her 4. 17. Q. to R’s 4th. 

18. P. to Q. R's 3rd. 18. Q. Kt. to B's 3rd. 
19. Q. to her 3rd. 19. P. to Q. R's 3rd, 
20. К. К. to K's sq. 20. P. to Q. Kt.'s 4th. 
21. Kt. to Q's 4th. 21. P. to Q. Kt.'s 5th. 
22, Kt. to Q. Kt.'s 3rd. 22. Q. to B's 2nd. 

23. Kt. to K's 2nd. 23. P. takes P. 

24. P. takes P. 24. Kt. to Q. R's 4th. 
25. Q. to Q. B's 3rd. 25. Kt. to Q. B's 5th. 
26. Q. to Q. Kt.'s 4th. 26. R. to Q. Kt.'s sq. 
27. Q. to Q. R’s 4th. 27. K. R. to Q. B's sq, 
28. P. to K. B's 5th. 28. Q. to K's 4th. 


The game was prolonged for many moves, but finally won by Black. 


lof Game IV.—Between Ме Donnell and La Bourdonnais. 


warre, (McD.) BLACK, (La B. 


1. P. to K's 4th. 1. P. to Q. B's 4th. 
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd. 
3. P. to Q's 4th. 3. P. takes P. 
4. Kt. takes P. 4. Kt. takes Kt.§ 
5. Q. takes Kt. 5. P. to K's 3rd. 
6. K. B. to Q. B's 4th. 6. K. Kt. to K's 2nd. 
7. Q. Kt. to B's 3rd. 7. Kt. to Q. B's 3rd. 
8. Q. to her sq. 8. K. B. to Q. B's 4th, 
9. Castles. 9. Castles. 
10. К, to R’s sq. 10. P. to K. B's 4th. 
11. P. takes P. 11. R. takes P. 
12. K. B. to Q's 3rd. 12. R. to K. B's sq. 
13. Q. to K. R’s 5th. 13. R. to K. B's 4.0 
14. B. takes R. 14. P. takes B. 
15. Q. takes B. P. . 15. P. to Q's 3rd. 
16. Q. to her 5th (ch.) 16. K. to R's sq. 


* Threatening to take the К. К. P. (ch.), and if the К, took the B., 
to check with the Kt. at his 5th, 

t Badly played, as it enables Black to strengthen his attack without 
sosing time. 

t Overlooking the obvious move of Kt. to Q. Kt.’s 3rd, which wins at 
once, 

§ This is not so good as P. to K's 4th, 
` || Ho appears to hare no better move. 
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17. B. to K. Kt.'s 5th. 17. Q. to K. B's sq. 

18. Kt, to K's 4th. 18. Kt. to Q. Kt.'s 5th. 
19. Q. to her Kt.'s 3rd. 19. Q. B. to K. B's 4th. 
20. Q. R. to K's sq. 20. Q. B. to Q's 2nd. 


21, P. to Q. R's 4th. 
And White wins, 


06 Gamer V.—Between Messrs, Cochrane and Staunton 


wire., (Mr. С.) BLACK. (Mr. S.) 
1. P. to K’s 4th. 1. P. to Q. B's 4th. 
2. P. to Q's 4th. 2. P. takes P. 
3. Q. takes P. 3. Q. Kt. to B's 3rd. 
4. Q. to her sq. 4. P. to K's 4th. 
5. K. B. to Q. B's 4th. 5. K. Kt. to B's 3rd. 
6. K. Kt. to B's 3rd. 6. К. B. to Q. B's 4th.* 
7. Castles. 7. Castles, 
8. Q. Kt. to B's 3rd. 8. P. to K, R's 3rd. 
9. P. to Q. R's3rd.T 9. P. to Q. R's 3rd. 


10. K. B. to Q's 5th. 10. P. to Q's 3rd, 

11. B. takes Kt. 11. P. takes B. 

12. K. Kt. to K's sq. 12. Kt. to his 5th. 

13. P. to K. R’s 3rd. 13. Kt. to K. B's 3rd. 

14. K. to R's sq. 14. Kt. to K. R's 2nd, 

15. K. Kt. to Q's 3rd. 15. B. to Q. R's 2nd. 

16. P. to K. B's 4th. 16. Q. to К. R's 5th. 

17. Q. to K. B's 3rd. 17. P. to K. B's 4th. 

18. P. takes K. B. P. 18. Q. B. takes P. 

19. P. to K. Kt.'s 4th. 19. Kt. to his 4th. 

20. Q. to К. Kt.'s 2nd.t 20. Kt. takes K. R. P. 

2]. Q. to K. R's 2nd. 21. Q. takes K. Kt. P. 

22. Q. to К. Kt.'s 2nd. 22. Q. to K. R's 5th. 

23. Q. to K. R’s 2nd. 23. P. to K's 5th. 

24. Kt. to K's sq. 24. K. B. to K. Kt.'s 8th. 

25. R. takes B. 25. Kt. to B's 7th (ch.) 

26. K. to Kt.'s 2nd. 26. B. to K. Rs 6th (ch.) 
And White resigned. 


* Had he taken the K. P., White would have taken the K. B, P. with 
his B., checking, and then played Q. to her 5th. 

+ With the intention of advancing the 9. Kt. P. and removing the 
adverse Kt. from the support of the К. P. 

+ If White had ventured to take the Kt., Black would have played the 
Q. B. to K's 5th, winning the Q. 
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102 Game VI.—Between the same players. 


warre. (Mr. С.) BLACK. (Mr. $.) 
1. P. to K's 4th. 1. P. to Q. B's 4th. 
2. P. to Q's 4th. 2. P. takes P. 
3. K. Kt. to B's 2rd. 3. P. to K's 4th. 
4. K. B. to Q. B's 4th. 4. K. Kt. to B's 3rd. 
5. K. Kt. to Kt.'s 5th. 5. P. to Q’s 4th. 
6. P. takes P. 6. P. to К. Rs 3rd, 
7. К. Kt. to B's 3rd. 7. Q. B. to K. Kt.'s 5th, 
8. P. to К. R’s 3rd. 8. Q. to her B's 2nd. 
9. P. takes B. 9. Q. takes B. 
10. Kt. takes K. P. 10. Q. takes Q. P. 
11. Castles. 11. B. to Q's 3rd. 
12. B. to K. B's 4th. 12. Castles. 
13. R. to K's sq.* 13. К. to K's sq. 
14. P. to Q. B's 4th. 14. Q. to her R’s 4th. 
15. B. to Q's 2nd. 15. Q. to her B's 2nd. 
16. Kt. to Q's 3rd. 16. R. takes R. (ch.) 
17. B. takes R. 17. Q. takes P. 
18. Q. to K. B's 3rd. 18. Q. Kt. to D's 3rd. 
19. B. to Q's 2nd. 19. R. to K's sq. 
20. P. to K. Kt.'s 5th. 20. P. takes P. 
21. B. takes P. 21. Q. Kt. to Q. Kt.'s 5th. 
22. B. to K. B's 4th. 22. B. takes B. 
23. Kt. takes B. 23. Q. to her B's 8th (ch.) 
24. K. to R’s 2nd. 24. Q. takes Q. Kt. P. 


White abandoned the game. 


19% Game VII.—Between Messrs. Horwitz and Staunton. 
wuirTe. (Mr. H.) BLACK. (Mr. S.) 


1. P. to K's 4th. 1. P. to Q. B's 4th. 

2. K. B. to Q. B's 4th. 2. P. to K's 3rd. 

3. Q. Kt. to B's 3rd. 3. Q. Kt. to B's 3rd. 

4, P. to K. B's 4th. 4. P. to Q. R’s 3rd 

5. P. to Q. R’s 4th. 5. P. to К. Kt.'s 3rd. 

5. K. Kt. to B's 3rd. 6. К. B. to К. Kt.'s 204, 


* P, to Q. B's 4th would, perhaps, have been better play, 
f Black might also have secured the game thus :— 
21. Q. takes Kt. 


22. Q. takes Q. 22. R. to K's 8th (ch.) 
23. Q. to K. B's sq. 23. B. to K. R’s 7th (ch.) 
24. K. takes D. 24. R. takes Q. 


Locking up White's remaining Pieces, and winning easily. 


IRREGULAR OPENINGS. 


7. Castles. 

8. P. to Q’s 3rd. 

9. Q. to K's sq. 
10. Q. B. to K's 3rd. 
11. P. to K. R’s 3rd. 
12. P. to K's 5th. 
13. P. to Q's 4th. 
14. Kt. takes P. 
15. P. to Q. Kt.'s 3rd. 
16. Q. to K. B's 2nd. 
17. Q. R. to Q's sq.5 
18. B. takes Kt. 
19. Q. to K's 2nd. 
20. B. to К, B's 2nd.** 
21. R. to Q’s 3rd. 
22. K. R. to Q's sq. 
23. P. to K. Kt.'s 3rd. 
24. K. to R's 2nd. 


7. K. Kt. to R's 3rd. 

8. P. to K. B's 4th. 

9. Castles, 
10. P. to Q. Kt.'s 3rd. 
11. Q. Kt. to К?з 2nd. 
12. Q. B. to Kt.'s 2nd. 
13. P. takes P. 

14. Q. to her B's 2nd. 
15. Ө. Kt. to B's 3rd. 
16. Q. К. to Q. Kt.'s sq... 
17. Kt. takes Kt. 
18. B. to Q. B's sq.ll 
19. Q. to her Kt.’s 2nd.q 
20. Kt. to К. B's 2nd. 
21. K. R. to K's sq. 

22, B. to К. R's3rd.ff 
23. K. B. to his sq. 
24. Q. to B's 3rd.tt 


25. Q. R. to Q's 2nd. 25. B. to Q. Kt.'s 5th. 


* This game is opened with remarkable care and pruden% on both 
sides. ' 

+ Threatening to win a Piece shortly, by advancing the ©. Р, two 
squares. 

t Imperative, for preserving the Kt. P. 

§ He might have gained three Pawns for a Piece by taking the K. P. 
with his Kt. 

|| The only move to save the P., for Q. to her B's 3rd would have been 
unavailing. 

§ Black is driven to this abject defence for a time to preserve his Pawns. 

** Well played. To understand the merit of this move, the student 
should observe that during the whole of the attack and defence on the 
Q's side, Black has been looking for that moment to throw forward his 
Q. P., when White, by taking it en passant, would expose an unprotected 
Piece to the range of the Black K. B. Hitherto White has very cleverly 
thwarted him, and effectually prevented his advancing the P. beneficially; 
but now, having his Ө, R. bearing on the file, he changes his tactics, and 
seemingly affords his adversary the very opportunity desired; since if 
Black at this point plays on his Ө, P., White cannot take it in passing 
without losing his Kt. Upon looking into the position, however, it will 
be seen that if Black throws forward his Q. P., White, instead of taking it 
en passant, would simply take it with his Kt.; and if the Kt. were taken, 
would win the adverse Queen by the check of the Bishop. 

TT An important move, far better than playing the Bishop to his square 
at once, because it compels his adversary to make а move in some degree 
prejudicial to his game. 

її Black has now an irresistible position. He threatens to gain a 
nite by pushing on ће Ө. Ks, P. and also to play his B. to Q. Kt. 
end, 
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26, B. to Q's 4th. 26. B. takes Kt, 

27. B. takes В. 27. P. to Q. Kt.'s 4th. 
28. R. to Q's 6th.* 28. Kt. takes В. 

29. P. takes Kt. 29. B. to Q. Kt.'s 2nd. 
30. P. takes P. 30. P. takes P. 

31. K. B. takes P. 31. Q. takes Q. B. 

32. В. takes P. 32. B. to K. B's 6th. 
33. R. to Q's 3rd. 33. В. takes Ө. 

34. R. takes Q. 34. K. R. to Q's sq. 
35, B. takes P. (ch.) 35. K. to B’s sq. 

36. P. to Q's 7th. 36. B. to Q. Kt.'s 4th. 
37. P. to K. R's 4th. 37. B. takes P. 

38. B. to Q. B's 4th. 38. B. to Q. Kt.'s 4th. 
39. B. takes B. 39. R. takes B. 

40. K. to R's 3rd. 40. P. to K. R’s 4th. 
41. R. to Q. B's 6th. 41. K. to Kt.'s 2nd. 
42. R. to B's 7th (ch.) 42. K. to R's 3rd. 

49. R. to Q. B's 4th. 43. K. R. to Q's 8th. 
44. P. to Ө. Kt.'s 4th. 44. Q. R. to Q's 4th. 
45. K. to Kt.'s 2nd. 45. Q. R. to Q's 7th (ch.) 
46. K. to B's 3rd. 46. Q. R. to Q's 5th. 
47. R. to Q. B’s 8th. 47. Q. R. takes P. 

48, K, to his 3rd. 48. K. R. to Q's 5th. 


And after a few more moves, White surrendered. 


1o „Game VIII. —Between the same players. 


wuHiTE. (Mr. Н.) BLACK. (Mr.S.) 
1. P. to K's 4th. . P. to Q. B's 4th. 
2. P. to K. B's 4th. . P. to K's 3rd. 
3. К. Kt. to B's 3rd, ‚ Q. Kt. to B's 3rd. 
4. P. to'Q. B's 4th. . P. to Q’s 3rd. 


SOnavrone 


5. K. B. to K's 2nd. K. Kt. to K's 2nd. 
6. Castles. . K. Kt. to his 3rd. 
7. P. to Q's 3rd. . K. B. to K's 2nd. 
8. Q. Kt. to B's 3rd. . B. to К. B's 3rd. 
9. Q. to K's sq . P. to Q. R's 3rd. 
10. K. to R’s sq. 10. Castles. 
11. Q. B. to K's 3rd. 11. Q. R. to Kt.'s sq. 
12. P. to Q. R's 4th. 12. Kt. to Q's 5th. 
13. K. B. to Q's sq. 13. Q. B. to Q’s 2nd.t 


* The ingenuity of desperation; he sacrifices “ (ће exchange," for 
the purpose, if possible, of playing his Q. to K's 5th. 
T He would evidently have lost the game by taking the Bishop. Tha 
een move not only gives White no time to plant his Q. at the K's 5th, 
ut prevents another very dangerous move, viz., R. to Q’s 5th. 
f It would, perhaps, have been prudent to return the Kt. to Q. B's 


: 


IRREGULAR OPENINGS. 


14. Q. B. takes Kt. 
25. Q. Kt. to K's 211, 
16. Q. B. P. takes P. 
17. P. to Q. R's 5th. 


18. P. to K. B's 5th. 
19. P. to К. Kt.'s 4th. 
20. K. R. to Kt.'s sq. 
21. B. to Ө. Kt.'s 31d. 
22. K. R. to Kt.'s 2nd 
23. P. to Q. R’s 6th 
24. P. to K. Kt.'s 5th 
25. Q. to K. R’s 4th 
26. Q. R. to K, B's sq § 
27. K. R. to Kt.'s 3rd 
28. B. takes К. B. P.|| 
29. Q. to K. R's 5th. 
30. Kt. to R's 4th. 


31. R. to K. R's 3rd. 
32. Q. to Kt.'s 4th. 
33. Q. to Kt.'s 2nd. 


14. P. takes B. 

15. P. to Q. Kt.'s 4th. 
16. P. takes P. 

17. P. to K's 4th.* 

18. Kt. to K's 2nd. 

19. Kt. to Q. B's 3rd. 
20. B. to K. Kt.'s 4t*, 
21. B. to K's 6th. 

22. Q. R. to his sq. 

23. Kt. to Q. Kt.'s sq. 
24. К. to R’s sq.t 

25. Q. R. takes P. 

26. Kt. to Q. B's 3rd. 
27. Kt. to Ө. Kt.'s 5th. 
28. K. R. takes B. 

29. Q. to К. Kt.'s sq. 
30. P. to Q's А.ж 
31. P. to К. Кєз 3rd.tt 
32. Kt. takes Q. P. 

33. Q. P. takes P. 


993 


34. R. takes Kt. 
35. R. takes R. (ch.) 
36. Kt. to B’s 7th (ch.)§§ 


34. Kt. takes P. (ch.) ft 
35. P. takes R. 
36. Q. takes R. 


* Black’s necessity to sustain the doubled Pawn gave White an oppor 
tunity of opening a powerful attack on the King's side. 

T Very well played. 

ў A little examination will show that this was indispensable. 

§ White plays here with becoming care and foresight. He knew well 
the importance of getting his K. R. to Kt.'s 3rd, with the object of 
afterwards placing it behind the Q. on the R’s file, and he saw the diffi- 
culty of accomplishing it while Black's B. could be played to K. B’s 
7th, a move effectually barred by the Q. R. being stationed at K. B's sq. 

|| This is an error. White forgot that on pushing forward his Kt. P 
as he meditated, Black could exchange Queens. His best move, we 
believe, was P. to K. B’s 6th, from which many beautiful variations 
spring. He might also have played К. R. to his 3rd, and in either caso 
would have had an irresistible attack. 

{| Played with the conviction that White, overlooking the Q. R. in 
reserve, would dash at a mate with his Kt, 

** This may be called ‘The game move." By bringing the banished 
Rook into operation at the proper moment, Black completely paralyses his 
opponents attack. 

TT Leaving White nothing but to retreat. 

it He would obviously have lost his Q. had he taken the doubled P. 
with her. 

$$ We have here one of those positions, where the young player, 
flushed with success, is too apt to suffer a victory within his reaoh tz 
clude him. Nine out of ten insxperienced amateurs would now snateh af 
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37. Q. takes Kt. 37. B. takes Q. 
38. К. takes P. (ch.) 38. Q. takes R. 
39. P. takes Q. 39. K. takes P. 
40. K. to Kt.'s 2nd. 40. P. to K's 6th. 


41. K. to B's 3rd. 
42. K. to Kt.'s 4th. 


White resigns, 


‚ B. to Q. B's 3rd (сї) 
. P. to Q's 6th. 


ПО: алми IX.—Between the same players. 


wuirE, (Mr. Н.) BLACK. (Мг. 8.) 

1. Р. to K’s 4th, 1. P. to Q. B's 4th. 

2. P. to Q. B's 4th. 2. P. to K's 3rd. 

3. P. to К. B's 4th. 3. P. to Q's 3rd. 

4. K. Kt. to B's 3rd. 4. K. Kt. to R's 3rd, 

5. K. B. to K's 2nd. 5. P. to К. Kt.'s 3rd, 

6. P. to K. R's 3rd 6. P. to K. B's 4th. 

ie Pto КГА Oth 7. Q. Kt. to Q. B's 3rd. 

8. P. takes P. 8. B. takes P. 

9. P. to Q's 3rd. 9. Q. to B's 2nd. 
10. Q. to her 2nd. 10. Castles. 
11. Castles. 11. K. Kt. to B's 2nd. 
12. Q. Kt. to B's 3rd. 12. P. to Q. R’s 3rd. 
13. K. to R’s sq. 13. Q. R. to Kt.'s sq. 
14. P. to Q. Kt.'s 3rd. 14. P. to Q. Kt.'s 4th.* 
15. P. takes P. 15. P. takes P. 
16. P. to Q's 4th. 16. Q. Kt. to В 2nd.T 
17. P. takes P. 17. B. takes Q. B. P. 
18. Q. B. to Kt.'s 2nd. 18. K. R. to Q's sq. 
19. Q. to B's 2nd.t 19. B. to K's 6th.§ 
20. P. to Q. Kt.'s 4th. 20. Q. B. to Kt.'s 2nd.|| 


the R., conceiving the check with the Kt. sheer loss of time; and would 
be astounded to learn that they had lost the game by their impetuosity. 
Let us suppose Black to have played in this manner :— 
36. B. takes R. 
37. Q. to B's 6th (ch.) 37. Q. to Kt.'s 2nd. 
38. Q. to her 8th (ch.) 38. Q. to Kt.’s sq. 
39. P.to K. Kt.'s7th(ch.) 39. K. must take P. 
40. Q. to K. B's 6th. 
Mate!! 
* This move was not sufficiently considered. 
have been better play. 
T By taking the Q. P. he would have lost two Pawns for one. 
t If properly taken advantage of, this move should.have lost the game. 
а : With the intention of winning the КЕ. by playing the P. to Q. Kt,’s 
th. 
{| It would have been better vlay to take the K, В. P., we think, 


B. to Q's 2nd would 


IRREGULAR OPENINGS. 395 
£1. Q. to Kt.'s 3rd. 21. Q. takes К. B. P. 
22. Q. takes K. P. 22. K. R. to K's sq. 
23. Q. to K. B's 6th.* 23. Q. to K. R's 3rd. 
24. Kt. takes Q. Kt. P. 24. B. takes К. Kt.f 
25. R. takes B. 25. B. to K. Kt.'s 4th, 
26. Q. to her B's 3rd. 26. Kt. takes Kt. 
27. B. takes Kt. 27. R. takes B.t 
28. P. to Q. R’s 4th. 28. Q. R. to K's 4th. 
29. P. to Q. Kt.’s 5th. 29. B. to Q's 7th. 
30. Q. to her B's 6th. 30. Q. R. to K's 3rd. 
31. Q. to B's 4th. 31. B. to Q. R’s 4th. 
32. B. to Q. B's 3rd. 32. R. to K's 5th. 
33. Q. to her B's 5th. 33. B. takes B. 
34. Q. takes B. 34. Kt. to K's 4th. 
35. Q. to Kt.’s 3rd (ch.) 35. K. to Kt.’s 2nd. 
36. Q. to Kt.'s 2nd. 36. Q. to K. R’s 5th. 
37. P. to Q. R’s 5th. 37. K. to R’s 3rd. 
38. К. R. to B's s à 38. Kt. to K. Kt.'s 5th. 
39. Q. to her 2nd Gh.) ? 39. К. to R’s 4th. 
40. K. to Kt.'s sq.§ 40. Kt. to K’s 6th. 
41. K. R. to Q. Kt.'s sq. 41. Kt. to Ө. B's 5. 
42. Q. to K. B's 2nd. 42. Q. to K. Kt.'s 4th. 
45. P. to Q. R's 6th. 43. R. to K's 7th. 
44. Q. to B's 3rd (ch.) 44. К. to R’s 3rd, 
45. P. to Q. R’s 7th. 45. Kt. to Q. Kt.'s 3rd, 
46. P.to Q. R's 8th (becominga Q.) 46. Kt. takes Q. 
47. R. tokes Kt. 47. Q. takes K. Kt. P. (ch.) 
48. Q. takes Q. 48. R. takes Q. (ch.) 
49. K. takes R. 49. R. takes R. 
50. K. to B's 3rd. 50. K. to Kt.'s 4th. 
51. K. to his 3rd. 51. K. to R’s 5th. 


* Threatening to win at least a Piece by playing Q. Kt. to Q’s 5th 
next move. 

T If he had taken the Q. Kt., White would have won the game, by 
moving K. B. to Q. B's 4th. 

+ Black has now the advantage of a Kt. for a P., quite sufficient, with 
ordinary care, to win the game. 

$ Intending to take the Kt. (checking) next move. 

|| Instead of this move he should have taken the K. Kt. P. with hia 
Kt., and then he must have won easily. (e. g.) 

41. Kt. takes К. Kt. P. 
42. Q. takes Kt., or(A.) 42, Q. R. to K's 6th. 


And White cannot save the game. 


(А.) 
42. 9. to her sq. (ch.) 42. R. to K's 7th, с, 


White has many ways of playing besides the two given, but none which 
can prevent the ultimate loss of the game. 
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52, P, to Q. Kt.’s 6th. 
53. P. to Kt.'s 7th. 
54. K. to B's 3rd. 
55. K. to Kt.'s 2nd. 
56. P. takes P. 

57. R. to Kt.'s 5th. 
58. K. to B’s 2nd. 
59. R. to Q. Kt.'s sq. 
60. К. to Kt.'s 3rd. 
61. R. to Kt.'s 4th. 
62. R. takes P. 


52. P. to К. Kt.'s 4th. 
53. R. to Q. Kt.'s sq. 
54. P. to K. R’s 4th, 
55. P. to Kt.'s 5th. 
56. К. P. takes Р. 

57. P. to B’s 5th. 

58. P. to B's 6th. 

59. K. to Kt.'s 4th. 
60. K. to B's 4th, 

61. K. to his 4th. 


Drawn game, 


ware., (Mr. Н.) 
1. Р. to K’s 4th, 
2. P. takes P. 
3. K. B. checks. 
4. B. to Q. B's 4th. 
5. B. to Q. Kt.'s 3rd 
6. P. to K. B's 3rd. 
7. Q. Kt. to B's 3rd.* 
8. Q. Kt. to K's 4th. 
9. B. takes Kt. 
10. K. Kt. to K's 2nd. 
11. К. Kt. to B's 4th. 
12. Q. Kt. to K. Kt.'s 3rd, 
13. K. Kt. to K's 2nd. 
14. P. to Q's 4th. 
15. K. Kt. takes Q. P. 
16. Q. takes B. 
17. Q. B. to К. B's 4th. 
18. Q. to her 3rd. 
19. K. to B's 2nd. 
20. B. to K's 3rd.§ 
21. Q. takes R. 
22. Q. takes Q. 
23. P. takes P. 
24. K. R. to Q's sq. 
25. K. R. to Q's 2nd. 


\ | | Game X.—Between V. Н. der Laza and Mr. H. of Berlin. 


BLACK. (У. Н. а. L.) 
1. Р, to Q’s 4th. 
2. K. Kt. to B’s 3rd. 
3. B. to Q's 2n. 
4. P. to Q. Kt.'s 4th. 
5. B. to К. Kt.'s 5th. 
6. B. to his own sq. 
7. P. to Q. Kt.'s 5th. 
8. Kt. takes P. 
9. Q. takes B. 
10. P. to K. B's 4th. 
11. Q. to her Kt.'s 4th. 
12. P. to K's 4th. 
13. К. B. to Q. B's 4th. 
14. P. takes P. 
15. B. takes Kt. 
16. Castles. 
17. Q. Kt. to B’s 3rd. ' 
18. K. R. to K's sq. (ch.) 
19. Q. to Kt.'s 3rd (ch.) 
20, R. takes B. 
21. P. to K. B's 5th. 
22., P. takes Kt. (ch.) 
23. Q. R. P. takes Q. 
24. B. to K. B's 4th. 
25. K. to B's 2nd. 


* [nstead of this move, he ought to have played Q. to K's 2nd. 

T By this move, White is deprived of the power to castle. 

ў He has perhaps no better move in his present bad position. 

§ To avoid the shutting up of his К. R., he is obliged to sacrifice {зуб 


minor Pieces for a R. and P. 
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26, P. о К. Kts 4th. 26. B. to K's 8rd. 
27. P. to Q. R’s 3rd, 27. P. takes P. 
28. P. takes P. 28. Kt. to K's 4th. 
29. К. to Kt.'s 3rd. 29. P. to K. R’s 3rd. 
30. K. to R’s 4th. 30. Q. R. to his 5th. 
31. K. R. to K's 2nd. 31. Kt. takes K. Kt. P. 
32, P. takes Kt. 32, R. takes P. (ch.) 
33. K. to R’s 5th. 33. R. to Kt.'s 4th (ch. 
34. K. to R's 4th. 34. К. to Kt.'s 5th (ch.)* 
Drawn game. 
I Game XI.—Between the same players. 
waite. (Mr. Н.) BLACK. (У. Н. d. L.) 
1. P. to K's 4th. 1. P. to Q's 4th. 
2. P. takes P. 2. К. Kt. to B's 3rd. 
3. B. checks. 3. B. to Q's 2nd. 
4. B. to Q. B's Ath. 4. P. to Q. Kt.'s 4th. 
5. B. to Q. Kt.'s 3rd. 5. В. to К. Kt.'s 5th. 
6. P. to K. B’s 3rd. 6. B. to his own sq. 
7. Q. to K's 2nd.|| 7. P. to Q. R's 3rd. 
8. P. to Q. B's 4th.q 8. P. to Q. B's 3rd. 
9. Q. Kt. to B's 3rd. ** 9. P. takes Q. P. 
10. Р. takes Q. Р.ТТ 10. B. to Q. Kt.'s 2nd. 


* Here Black proffered to make the game drawn, remarking that he 
might perbaps win by venturing R. to K. B's 5th. 

+ It is with this move the Centre Gambit begins : if, instead of playing 
the Kt., the first player takes the P. with his Q., he is obliged by Q. Kt. 
to B's 3rd, to retreat his Q., which is followed by Q. P. two; and his 
2pponent has the superior game. 

X It may be remarked here, that if the first player wishes to avoid the 
complicated manœuvres of this Gambit, and prefers giving up the gained 
P., which will probably be the case in actual games, he should play for 
his 3rd move Q. P. two; and, when the Kt, takes the gambit Р. bring 
K. Kt. to B's 3rd. 

§ Black might play P. to Q. R’s 4th (and White must answer with 
P. to Q. R’s 3rd), then Q. B. to K. Kt.'s 5th, then Q. В. to his own sq., 
and afterwards S. to Q. R’s 3rd, by which he acquires another position, 
presenting new difficulties for the defence of the gambit P., which are not 
easily got over. 

|| This is better than the move of the Kt. in the last game. 

«| Better than P. to Q. R’s 4th, as in the first of these games. 

** He might also take Q. B. P. with Q. P. 

+t If Q. B. P. takes Q. Kt. P., Black plays— 

10. P. to Q's 5th. 
41. Q. Kt. to K's 4th. 11. P. to Q's 6th. 
12. Kt. takes Kt. (ch.) 12. К. Bt. P. takes Kt 
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1J. Q. to K's 5th.* 11. Q. Kt. to Q’s 2nd. 

12. Q. to her 4th. 12. Q. to her Kt.'s 3rd. 

13. Q. to K’s 3rd. t 13. P. to Q. Kt.'s 5th. 

14, Kt. to Q. R's 4th. 14. Q. to her R's 4th. 

15. P. to Q's 6th.§ 15. Q. B. to his 3rd. 

16. P. to Q. К 3rd. || 16. P. to K’s 3rd. 

17. Q. R. P. takes Р,** 17. Q. takes P. 

18. Q. to her B's 3rd.tt 18. Q. takes P. 

19. P. to Q's 4th. tt 19. K. Kt. to Q's 4th. 

20. B. takes Kt. 20. Q. takes B. 

21. K. Kt. to K's 2nd. 21. B. to Q. Kt.'s 4th.§§ 

22. K. Kt. to K. B's 4th. 22. Q. to K. B's 4th. 

23. K. to B's 2nd. 23. K. B. to Q's 3rd. 

24. P. to K. Kt.'s 4th. 24. Q. to K. B's 3rd. 

25. Q. to К?з 3rd. |11 25. Castles on K's side. 

26. P. to К. R’s 4th.q€ 26. P. to K's 4th. 

27. K. Kt. to R’s 5th. 27. Q. to K. Kt.'s 3rd. 

28. Q. to K's 4th. 28. P. to K. B’s 4th. 

29. Q. to her 5th (ch.) 29. K. to R's sq. 

30. P. to K. Kts 5th. 30. P. to K. B's 5th. 
13. Q. to K's 4th. 13. Q. R. to Q. R's 2ud. 


14. К. B. to Q. B's 4h. 14. Q. К. to Q's 2nd. 
and White will not he able to rid himself of the P. at his Q's 3rd, which 
completely locks up his game. 
* To defend the P. If he attempts to do so by Q. to her 3rd, Black 
plays K. P. one. 
+ If Black replies with Q. Kt. to his 3rd, White may play Q. R. P. two. 
t White retires his Q., that if Black exchanges he may unite his P’s— 
К. Kt. to K's 2nd would, however, have been better, the P. at Q’s 5th 
being no longer defensible. 
§ The only way to preserve the P. for a move or two. 
|| By this move the Kt., which appears to be lost, is indirectly but yet 
securely defended, 
Я If Black persevere in his endeavours to win a Piece by playing Ө. R. 
to Q. Kt.'s sq., White can answer with— 
17. Q. R. P. takes P. 17. R. takes P. 
18. Q. to Q. B's 3rd, 
having a better position. 
** Tt would be unsound to sacrifice the B. now by taking the K. P. 
+t To drive Black to take the P. at Q’s 6th, by which the development 
of his Pieces is somewhat retarded. 
it K. Kt. to K's 2nd appears to be better. 
§§ The best move—preventing White from castling. 
Illl The Q. is not well placed—Kt. to К. Kt.'s 2nd would have pro- 
longed the defence. 
111 He might also have played Q. Kt. to B's 3rd. or К. R. to K's sq. 1 
but neither would have been of much avail, 
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81. K. R. to Q's sq. 31. Q. takes Kt. 

32. Q. takes K. B. 32. Ө. takes К. R. P. (ch,) 
33. К. to Kt.'s sq. 33. Q. takes P. (ch.) 

34. K. to R's sq. 34. Q. to R's 5th (ch.) 

35. K. to Kt.'s 2nd. - . 95. Q. to Kt.'s 6th (ch.) 
36. К. to R's sq. 36. K. R. to B's 4th. 


And White loses the game. 


118, GamE XII.--Between Messrs. Horwitz and Stauntox 
wHITE. (Mr. S.) BLACK. (Mr. Н.) 


1. P. to Q’s 4th. 1. P. to K. B's 4th. 

2. P. to K's 4th.* 2. P. takes P. 

3. Q. Kt. to B's 3rd. 3. K. Kt. to B's 3rd. 

4. Q. B. to K. Kt.'s 5th. 4. P. to Q. B's 3rd. 

5. B. takes Kt. 5. K. P. takes B. 

6. Kt. takes P. 6. P. to Q's 4th. 

7. Kt. to K. Kt.'s 3rd. 7. B. to Q's 3rd. 

8. B. to Q's 3rd. 8. Castles, 

9. K. Kt. to K's 2nd. 9. P. to K. B's 4th. 
10. P. to K. B's 4th. 10. P. to Q. B's 4th. 
11. P. to Q. B's 3rd. 11. P. takes P. 

12. P. takes P. 12. B. to Q. Kt.'s 5th (ch.) 
13. K. to B's 2nd. 13. Q. Kt. to B's 3rd. 

14. K. R. to K. B's sq. 14. B. to Q. R’s 4th.t 

15. K. to Kt.'s sq. 15. B. to Q. Kt.'s 3rd. 

16. B. to Q. Kt.'s 5th.t 16. Q. to K. B's 3rd. 

17. B. takes Kt. 17. P. takes B. 

18. R. to K. B's 3rd.§ 18. P. to Ө. B's 4th.|| 

19. P. takes P. 19. B. takes P. (ch.) 

20. K. to R’s sq. 20. Q. B. to Kt.'s 2nd. 

21. K. R. to Q. Kt.'s 3rd. 21. К. B. to Q. Kt.'s.3rd.q 
22. P. to Q. R's 4th. 22. P. to Q. R’s 4th ** 

23. Kt. takes K. B. P. 23. Q. takes Kt. 

24. R. takes B. 24. B. to Q. R's 3rd. 

25. Kt. to K. Kt.'s 3rd. 25. Q. takes K. B. P. 

26. Q. takes Q. P. (ch.) 26. K. to R's sq. 


ж This strikes us as a novelty not to be found in “ the books.” 

+ Preparatory to an attack on the Q. P. with B. and Q. 

} The only move apparently to save the Q. P. 

§ Partly in anticipation of Black's playing Q. B. to R’s 3rd. 

| To get the advantage cf a ''passed" Pawn, and give free range 
presently to his Q. В 

{ Had he protected the 9, В. with either of his Rooks, White would 
have won both Bishops for his Rook. 

** By this mode of play Black loses a Pawn, but we doubt if he had any 
other less disadvantageous to him, 
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27. Q. takes Ө. К. D.* 
28, Q. to K's sq. 

29. Q. to K. Kt.'s sq. 
30. P. to Q. R's 5th. 
31. P. to Ө. R's 6th.|| 
32. Q. R. to Q's sq. 
33. Kt. to B's sq. 

34. R. takes В. 

35. Kt. to K’s 3rd. 
36. Kt. takes R. 

37. P. to Q. R’s 7th. 
38. R. to K's 6th. 

39. Q. to K's 3rd. 

40. R. to K's 8th (ch.) 
41. Q. takes R. (ch.) 
42. Q. to K's 4th (ch.) 
43. Q. to K's 3rd. 

44. P. to K. R’s 3rd. 
45. P. to Q. Kt.'s 4th. 


27. Q. R. to Q. B's sq.ft 
22. K. R. to K's sq. 
29. B. to Q's 6th.§ 

$0. B. to Q. B's 5th. 
31. B. to Q's 4th. 

32. Q. to K's 4th. 

33. R. to Q. B's 7th. 
34. Q. takes R. 

35. Q. to her 7th. 

36. Q. takes Kt. 

37. Q. to her B's 2nd. 
38. R. to Q. R’s sq. 
39. Р. to К. R's 3rd. 
40. R. takes R. 

41. K. to R’s 2nd. 

42. P. to K. Kt.'s 3rd. 
49. Q. to her Kt.'s 2nd. 
44, P. to K. R’s 4th. 


And White won the game. 


| P Gams XIII.—Played some years since, in a match by corres. 


pondence, between the leading players of Bristol and Mr. 


taunton. 


wHITE. (Mr. 8.) 
1. P. to K. B's 4th. 
2. K. Kt. to B’s 3rd. 
3. P. to K's 3rd. 
4. K. B. to Q. Kt.'s 5th. 
5. B. takes Kt. (ch.) 
6. Castles. 
7. P. to Q. B's 4th.q 
8. Q. to K's 2nd. 
9. Q. Kt. to B’s 3rd. 


BLACK. (Bristol.) 

. Р. to Q's 4th. 

P. to Q. B's 4th. 
Q. Kt. to B's 3rd. 
P. to Q. R's 3rd. 
P. takes B. 

P. to K's 8rd. 

. K. Kt. to R's 3rd. 
. К. B. to Q's 3rd, 
. Q. to K's 2nd. 


* This move involved so many remote contingencies, that it required 
some nerve and the nicest calculation to venture on it. 


T Ingeniously played. 
t His only safe move. 


§ Black's game was to bring this B. to bear on the adverse К. Kt. P. ; 
he would have saved time, therefore, by moving it at once to its 5th. 

|| If White had played his К. to Ө. Kt.'s 7th, with the view of winning 
the K. Kt. P., Black might have played R. to K's 3rd, leaving the P. to 


be taken, and then R. to K. R's 3rd. 


{ If Black take this P., their opponent obtains more than an equiva« 
lent, as he separates their Pawns, and gains one of them immediately. 
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. P. to Q. Kt.'s 3rd. 

. Р. to Q's 3rd.* 

. P. to K's 4th. 

‚ Q. P. takes P, 

. P. to K. B's 5th. 

. К. Kt. to К. R's 4th, 
. R. to B's 3rd. 

. Q. B. to K's 8rd. 

. Ө. К. to К. B's sq. 


R. to К. Kt.’s 3rd. 


. Q. to К. К?з 4th. 


K. Kt. to B's 3rd, 
K. Kt. takes Kt.§ 
P. to K. R's 4th. 


„ P. takes P. 


Р. to К. Kt.'s 6th. 
K. R. to his 3rd. 


. Q. to K's 2nd. 

. Kt. to Q. R’s 4th. 
. Q. to her B's 2nd. 
. P. to K. Kt.'s 4th, 
~ B. takes P. 

. Kt. takes B. (ch.) 
. R. to Q's 3rd. 

. Kt. takes R. 

. К. to Q’s sq. 

. R. to Q's 2nd. 

. Q. takes Q. 

. K. to B's 2nd. 

, K. to his B's 3rd. 


And wins. 


10. P. to К. B's 3rd. 
11. Castles. 
12. Q. P. takes K. P. 
13. P. to K's 4th. 
11, Kt. to B's 2nd. 
15. Q. B. to Q's 2nd. 
16, К. R. to Q's sq.1. 
7. Q. B. to K's sq. 
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18. K. Kt. to K. Kt.'s 4th 


19. P. to К. R's 3rd, 

20. K. R. to Q's 2nd. 

21. К. to B's sq. 

22. K. R. P. takes Kt. 

23. B. to K. B's 2nd. 
. K. to his sq. 

25. B. to К. Kt.’s sq. 

26. K. to Q's sq. 

27. K. to Q. B's 2nd. 

28. К. R. to Q's sq. 

29. K. to Q. Kt.'s 2nd, 

30. Q. to Q. B's 2nd. 

31. B. takes B. 

32. K. to Q. B's sq. 

33. R. takes R. 

34. Q. to her 3rd. 

35. K. to B's 2nd. 

36. Q. to her 5th. 

37. P. takes Q. 


38. R. to Q's sq. 


* Better than moving the P. to Q's 4th, as Black would then have 


released the doubled Pawns. 


+ Far more effective than taking the K. P. 

t Ө. R. to Q’s sq. would, perhaps, have improved tneir game. 
$ If White had attacked the Kt. with К. К. P., instead of taking it, he 
would have lost his Queen. 


END OF BOOK V. 
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SYNOPSIS OF BOOK VI. 


ENDINGS OF GAMES, 


CHAPTER }. 


King and Queen against King. 

King and Rook against King. 

King and two Bishops against King. 

King, Bishop, and Knight against King. 

King and two Knights against King. 

King and Pawn—King, Bishop, and Pawn--and King, Knight, and 
Pawn, against King. 


CHATTER Il. 


Queen against a Knight or Bishop. 
Queen against Rook. 

Queen against Rook and Pawn. 
Queen against two Bishops. 

Queen against two Knights. 
Queen against Knight and Bishop. 
Queen against Queen and Pawn. 
Queen against Pawn. 


СнАРТИА III, 


Rook against Bishop. 

Rook against Knight. 

Rook and Pawn against Bishop. 
Rook against three minor Pieces. 
Rook and Pawn against Rook. 
Rook against one or more Pawns, 
Rook against two Rooks. 

Rook against Rook and Bishop. 
Rook against Rook and Knight. 


Cuaprun IV. 


Endings of games with Kings and Pawns only, 
King and Pawn against King and Pawn. 

King and two Pawns against King and Pawn, 

King and two Pawns against King and two Pawns, 
King and two Pawns against King and three Pawna, 
King and Pawns against King and three Pawns, 


CHAPTER V. 


Chess Notation adopted in Germany and France. 
Chess Problems 


BOOK VI. 
Endings of Gaines. 


To play with correctness and skill the ends of games, is an important but 
а very rare accomplishment, except among the magnates of the game, 
To the inexperienced player, a want of knowledge of the principles which 
should govern the action of his forces when the field is comparatively 
vacant, is a constant source of embarrassment and mortification. How 
often, while he is exulting in a fancied victory, when in fact it seems 
within his grasp, and he is dismissing the last uncertainty of its result, 
do we see it snatched from him in a moment! The well-timed advance 
of some unheeded Pawn—the perpetual and unavoidable check of the 
sole remaining Piece of his opponent—or the still more tantalizing di- 
lemma of a forced stalemate—will often reverse the fortunes of the day 
or make the contest null. You should, therefore, make it an especiat 
point of study, to comprehend the various classes of positions which most 
frequently occur towards the terminating stages of the conflict. To 
enable you to do so, we will now begin with the simpler class of check- 
mates, consisting of the King alone against an adverse force of different 
degrees, proceeding onward to the more difficult and complex situations 
which arise, when both parties are left with nearly equal forces at the end. 


CHAPTER I. 
KING AND QUEEN AGAINST KING. 


Tuts is one of the simplest of all checkmates. It is only necessary to 
force the single King to the nearest side of the chess-board, and then 
bringing up your own King, you mate in a very few moves. There is, 
however, one danger to be guarded against, viz., that of stalemating your 
adversary. Тһе power of the Queen being so great, renders you very 
liable to this error. Place your Pieces as in Diagram 1, and find how to 
effect mate in two moves—observing the probability there is of your 
giving stalemate. 


KING AND ROOK AGAINST KING. 


Tus is also a very easy checkmate, though less so than the preceding опе, 

A little practice, however, will enable you readily to master it, In fact, 

in the most favourable position for the single King, he cannot protract 
202 
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mate beyond eighteen or nineteen moves. As before, he must be driven 
to the side of the board, and then your King being placed in front of hin, 
with one square between, mate is given by a check from the Rook on the 
same side line upon which the King stands. An example (see Diagram 2) 
will make this quite plain. 


WHITE. BLACK, 

1. К. to K. R’s 7th. 1. K. to K. B's sq. 

2. K. to K’s 2nd, 2. K. to К, Kt.'s sq. 

3. R. to Q, R's 7th. 3. K. to K. B's sq. 

4. K. to K's 3rd. 4. K. to K's sq. 

5. K. to K's 4th. 5. K. to Q's sq. 

6. K. to Q's 5th. 6. K. to Q. B's sq. 

7. K. to Q's 6th. 7. K. to Q. Kt.'s sq. 

8. R. to K. R's 7th. 

(9. R. to Q. B's 7th is still better, but the present move exhibits the 
i principle more clearly. 
8. K. to Q. B’s sq. 

9. R. to K. Kt.'s 7th. 9. K. to Q. Kt.’s sq. 
10. K. to Q. B's 6th. 10. K. to R’s sq. 

11. K. to Q. Kt.’s 6th. 11. K. to Kt.'s sq. 


12. R. to K. Kt.’s 8th (checkmate.) 


Diagram 1. Diagram 2. 


BLACK, 


In the following situation (see Diagram 3), examine how to give mate 
In three moves, - 


ENDINGS OF GAMES. 


KING AND TWO BISHOPS AGAINST KING.* 


Tux two Bishops also win, without much difficulty, against the King 
alone ; but in this case the King must be forced, not only to a side of the 
board, but into one of the corners, or, at any rate, into a square adjoining 


a corner one, 


illustration :— 
WHITE. 
1. К.В. to K. Кв 3rd. 
2. Q. B. to K. B’s 4th. 
3. K. to his 2nd. 
4. K. to K. B's 3rd. 
5. К. B. to К. B's Sth, 
6. K. to his Kt.'s 4th. 
7. K. to his Kt.’s 5th. 
8. K. to his B's 6th. 
9. Q. B. to Q. B's 7th. 
10. K. B. to Q's 7th. 
11. К. to his Kt.'s 6th. 
12. Q. B. to Q's 6th (ch. 
13. К. B. to К?з 6th (ch.) 
14. Q. B. checkmates. 


Diagram 3. 


WHITE, 


RERARRRRRARRARR 


The following example (see Diagram 4) will be a sufficient 


BLACK. 

to Q's sq. 

to K's 2nd. 
to К, B's 3rd. 
to K's 2nd. 

to K. B's 3rd, 
to his 2nd. 

to Q's sq. 

to K's sq. 

to B's sq. 

to Kt.'s sq. 

to B's sq. 

to Kt.'s sq. 

to R's sq. 


Diagram 4, 


BLACK. 


WHITE. 


—— 


* Chess Chronicle, vol. ii, p. 184, 
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KING, BISHOP, AND KNIGHT AGAINST KING.* 


Tuis is a much more difficult checkmate than any of the preceding ones; 
and should you be left with suca a force at the termination of a game, 
you would probably find it quite impossible to win within the stipulated 
number of moves. This position merits a close examination, and you 
will then see that in this case, the King must not only be driven into a 
ae of the board, but into one of them which is commanded by your 

ishop. 

You will observe in this position (see Diagram 5), that the Black King 
js in the most unfavourable situation for you, since he occupies a corner 
square which is not commanded by your Bishop. 


WHITE. BLACK. 

1. Kt. to K. B's 7th (ch.) 1. K. to Kt.'s sq. 

2. B. to K's 4th. 2. K. to B's sq. 

3. B. to К. R’s 7th. 3. K. to his sq. 

4. Kt. to K's 5th. 4. К. to his B's sq., or A.) 

5. Kt. to Q's 7th (ch.) 5. K. to his sq. 

6. K. to his 6th. 6. K. to Q's sq. 

7. K. to Q's 6th. 7. K. to his sq. (best.) 

8. B. to K. Kt.'s 6th (ch.) 8. K. to Q's sq. 

9. Kt. to Q. B's 5th. 9. K. to Q. B's sq. 
10. K. B. to his 7th. 10. K. to Q's sq. 
11. Kt. to Q. Kt.’s 7th (ch.) 11. K. to Q. B's sq. 
12. K. to Q. B's 6th. 12. K. to Q. Kt.'s sq. 
13. K. to Q. Kt.'s 6th. 13. K. to Q. B's sq. 
14. B. to K's 6th (ch.) 14. K. to Q. Kt.'s sq. 
15. Kt. to Q. B's 5th. 15. K. to Q. R’s sq. 
16. B. to Q's 7th. 16. K. to Q. Kt.'s sq. 
17, Kt. to Q. R’s 6th (ch.) 17. K. to Q. R’s sq. 
18. B. to Q. B's 6th (checkmate.) 

(А.) 
4. К. to Q’s sq. 
5. K. to his 6th. 5. К. to Q. B's 2nd, 
6. Kt. to Q’s 7th. 6. K. to Q. B's 3rd. 


(This is his best move, to avoid the corner square; if, instead of this, he 
play his K. to Q. Kt.’s 2nd, your best move is the B. to Q's 3rd, and 
if he then play K. to Q. B's 3rd, you can move your B. to Q. B's 4th, 
and after his next move, B. to Q. Kt.'s 5th.) 


7. B. to Q’s 3rd. 7. K. to Q. B's 2nd (best.) 
8. B. to Q. Kt.'s 5th. 8. K. to Q's sq. 
9. Kt. to K's 5th. 9. K. to B's 2nd. 

10. Kt. to Q. B's 4th. 10. K. to Q's sq. 

11. K. to Q's 6th. 11. K. to Q. B's sq. 


* Chess Chronicle, vol. ii. p. 185 
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12. Kt. to Q. R's 5th. 12. K. to Q's sq. 
13. Kt. to Q. Kt.'s 7th (ch.) 13. K. to Q. B's sq. 
14. K. to Q. B's 6th. 14. K. to Kt.'s sq. 
15. Kt. to Q's 6th. 15. K. to R’s 2nd. 
16. K. to Q. B's 7th. 16. K. to R's sq. 
17. B. to Q. B's 4th. ` 17. K. to R’s 2nd. 
18. Kt. to Q. B's 8th (ch.) 18. K. to R's sq. 


19. B. to Q's 5th (checkmate.) 

It not unfrequently happens, however, that when your opponent has 4 
Pawn besides the King, checkmate can be given without the necessity of 
driving him to the corner commanded by your Bishop, because you do not 
then incur the risk of stalemating him. The following position, from the 
j^ od (December, 1842, p. 288,) illustrates this. (See Dia- 
gram 6. 


Diagram 5. Diagram 6. 


BLACK. 


‘= m 


WHITE. 


"WHITE. BLACK. 
1. B. to Q. Kt.'s 4th, 1. K. to Q. R’s 2nd. 
2. B. to Q. B's 5th (ch.) 2. K. to R’s sq. (best.) 
3. К, to Q. Kt.’s 6th. 3. P. to Q. Kt.'s 5th, 
4. K. to Q. R's 6th. 4. P. to Ө. Kt.’s 6th. 
5. B. to Q's 6th. 5. P. to Q Kt.'s 7th, 


6. Kt. mates. 
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KING AND TWO KNIGHTS AGAINST KING. 


Tue two Knights, with the assistance of the King, cannot force checks 
mate; unless, indeed, the adversary has a Pawn, which may sometimea 
ve made the means of effecting it with only a single Knight, as will be 
seen hereafter. Many singular positions occur with the Knights, where 
the adverse Pawns, or even Pieces, may be made to assist in crowding, 
and finally in checkmating, their own monarch. The following is an 
example :'— 


Diagram 7. 


BLACK. 


White mates in six moves, thus :— 


WHITE, BLACK. 


1. Kt. from K's3rd to Q. B’s 4th. 1. P. to Q. B's 4th. 
2. P. to Q. Kt.'s 4th. 2. P. takes P. 

8. K. to his 2nd. 3. P. to Q. Kt.’s 6th- 
4. K. to his sq. 4. P. to Q. Kts 7th. 
5. Kt. to K's 5th. 5. P. Qucons. 

6. Kt. to Q's 3rd (ckeckmato.) М 
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KING AND PAWN,—KING, BISHOP, AND PAWN,—AND 
KING, KNIGHT, AND PAWN,—AGAINST KING. 


Waen опе Pawn only is left on the board, supported by its King, and the 
adverse King is either in front of the Pawn, or within such distance as to 
be able to intercept it, it becomes a point of great nicety in some cases, to 
calculate whether or not you have the power of Queening the Pawn, and 
therefore of winning the game. ‘This frequently depends upon your 
gaining the opposition, which you cannot always do. 

In the annexed position (see Diagram 8) you have the opposition, and 
if Black have to play you will win. Thus :— 


1. K. to his sq. 
2. P. to K's 7th. 2. K. to his 2nd, 
3. K. to B's 7th, and 
4. P. Queens. 


But if you move first, the game is drawn; for if you play P. to K's 7th 
(ch.), Black moves King to his square, and you must either abandon the 
Pawn or give stalemate. You will find, on trial, that any other mode of 
play on your part will produce the same result,—from which is deduced 
this important general rule: That if you can advance the Pawn to its 
7th sq., not giving check, you will win; but that if the Pawn checks at 
this point, you will only draw. 


Diagram 8. Diagram. 9. * 


BLACK. BLACK, 


WHITE. — WHITE. 

In this position (see Diagram 9) you will win either with or without 
the move; forif Black have to play, he is forced to allow your King to 
be moved either to B's 7th or Q's 7th sq. ; and if you move you gain tha 
opposition, by playing K. to B's 6th or Q's 6th, and then P. to K's 6th. 
It is evident that this would equally hold good if your Pawn were any 
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number of squares less advanced ; so that you invariably win, if you can 
succeed in placing your King on the sixth square of the file occupied by 
your Pawn, and in front of it; providing, of course, that the single King 
cannot attack the Pawn, so as to compel you to retreat in order to support 
it, It is perhaps scarcely necessary to observe, that if the Pawn be upon 
either of the Rooks’ files, these remarks will not apply—this contingency 
will be considered hereafter. 

Recurring to the last position (Diagram 9), place your King and Pawn 
each one square further back, that is, King at his 5th, and Pawn at King’s 
4th square. If now you have to move you win, by playing King to his 
6th as before; but if Black play first he will draw the game. (e. g.) 


WHITE. BLACK. 
1. K. to his 2nd, 
2. К. to К. B's 5th. 2. K. to B's 2nd. 
3. P. to K's 5th. 3. K. to K's 2nd. 
4. P. to K's 6th. 4. K. to K's sq. 


It is obvious, that if instead he had moved K. to Q’s or K. B's sq., you 
would have won, as in the first example. 


5. K. to B's 6th. 5. K. to B's sq. 
And draws as before. 


The student is recommended to devote a little time to the careful exa- 
mination of the preceding positions and variations, with such others 
arising out of them, as will readily suggest themselves; after which, be 
will not find much difficulty in understanding the following one. (See 
Diagram 10.) 

This position was first given by Lolli, and has been subsequently 
quoted by most of the later authors. An analysis of it will exhaust the 

rincipal varieties of this branch of the subject. The winning of it for 

hite, depends altogether upon his having the move or the contrary. In 
the first place, suppose White plays first :— 


WHITE. " BLACK. 
1. K. to Q's 2nd. 1. K. to his 2nd. 
2. K. to his 3rd. 2. K. to his 3rd, 
3. K. to his 4th. 3. K. to B's 3rd. 
4. K. to Q's 5th. 4. K, to K's 2nd. 
5. K. to his 5th. 5. K. to B's 2nd. 


6. K. to Q's 6th. 

If àe play K. to B's 3rd, you advance P. to K's 4th, then to K's 5th, 
and on his afterwards moving К. to his sq., you gain the opposition, 
as shown before, 

6. K. to his sq., or to B's sg, 
©. K. to K's 6th, " 


And then advances Pawn, winning. 
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Next suppose Black has the move, and he will draw :— 
WHITE. BLACK. 


]. K. to K's 2nd, 
2. K. to Q's 2nd. 2. K. to his 3rd. 
3. K. to his 3rd. 3. K. to his 4th. 
4. K. to Q's 3rd. 4. K. to Q's 4th. 


5. P. to K's3rd, orto K’s 4th (ch.) 5. К. to K's 4th. 
And it is clear that, play as you may, you can only draw the game, 


The only exception in all the foregoing cases is to be found, as has 
already been remarked, when the Pawn is upon either of the Rooks’ files, 
ïn these instances, Black will invariably draw the game when his King 
can be placed on any part of the file in front of the Pawn, it being quite 
immaterial at what distance the adverse King and Pawn may be. Even, 
as in the next example, which is to be found in Ponziani, the player of the 
single King will draw the game, if he have not the move, against two 
Pawns in a somewhat similar position. For White being to move, he can 
only play К. to R’s 8th, to which Black must reply by К, to B's sq. ; 
and if White then advance B's Pawn, it will be taken; or if he play 
R’s Pawn, Black returns К. to B's 2nd, and his adversary is stalemated, 
(See Diagram 11.) \ 


Diagram 10. Diagram 11. 
_ BLACK. BLACK. 


WHITE. WHITE. 


Two united Pawns, with their King, always win against King alone, 
Another advantage in having two Pawns thus situated is, that they can 
always maintain themselves until the arrival of the King to their support, 
for should one be taken, the other will advance to Queen. In the next 
position (see Diagram 12), White wins by advancing K. to Kt.'s 5th, 
then Queening Rook's Pawn, and upon that being taken, playing K. to 
R’s 6th, or B's 6th, having the opposition. It is curious, however, that 
lf White had a Bishop in place of a Pawn, at his R’s 7th sq., he could only 
draw the game, for he could not drive the adverse King from the corner; 
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må should he sacrifice the Bishop at Kt.’s 8th, he could not afterwards gain 
the opposition, 

Of course, in all ordinary cases, a Pawn, with the support of one of the 
minor Pieces in addition to the King, must win with ease. Besides the 
case just mentioned, however, there are one or two important exceptions 
to this rule,—an acquaintance with which will sometimes enable you to 
save an otherwise desperate game. Of these, the one of most consequence 
hes reference to the Bishop, and may be thus expressed: That if you are 
left with a Pawn on the Rooks’ file, and a Bishop which does not command 
the 8th square of that file, or, in other words, the square on which your 
Pawn should go to Queen, you will not be able to win, unless the adverse 
King can be prevented from getting before the Pawn. 


Diagram 12. Diagram 13. 
BLACK. 


BLAC K. 


WHITE. WHITE. 


In this position (see Diagram 13), Black haying to play, the yame, you 
will find, can only be drawn. Thus :— 


WHITE. BLACK. 
1. K. to his 2nd. 


` (If he play the King to his sq., you can win.) 
2. B. to Q. B’s 4th, or (A.) 2. K. to B's 3rd, 
And play as you may, the game is drawn, 


(A.) 
1. К, to his 2nd. 
2. P. to К. R's 6th. “92s Koto B's'2nd. 
And draws the game. 
The peculiarity of this latter variation is, that if Black, after the P. is 
moved, play К. to B's 3rd, you win by B. to К, R’s Sth, 
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"We may conclude this Chapter with two Ingenious pos'tions from the 
excellent German Treatise so often referred to already, (see Book II., 
page 11,) in which a single King draws the game against Knight and 
Paw», 


Diagram 14. Diagram 15. 
BLACK, 


WHITE. WHITE. 


The first of these positions (Diagram 14) strikingly exemplifies an 
important peculiarity of the Knight, viz., that he can never gain a move. 
White would now win if Black had to move; but having himself to play, 
the case is different; for in order to force away the Black King, the 
Knight must be able to осспру one of the squares commanding King's 
Bishop's square, or King's Bishop's 2nd square, not giving check, which, 
(since the moves required by a Knight to reach a given point cannot be 
altered from an even to an odd number) you will find he can never do. 
Suppose,— 


WHITE. BLACK. 
1. Kt. to Q’s 6th. 1. K. to B’s 7th, 
2. Kt. to K’s 4th (ch.) 2. K. to B’s 8th, 
3. Kt. to Q's 2nd (ch.) 3. K. to B's 7th. 
&e,, &c. 


Diagram 15. Here also it is clear that White cannot win, for the 
Knight cannot command the Rook's 8th square without leaving the Pawn 
to be taken, end should the King atterapt to support it, you inevitably 
give stalemate. 
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CHAPTER 1], 


Емрімов of games in which there are Pieces or Pawns on both sides, are 
of course much more difficult and complicated in their nature than such 
as have yet been examined. In many cases, indeed, the variations are 
too numerous to admit of complete demonstration, whilst in others, the 
result continually changes according to the different parts of the board 
which the same Pieces may occupy. All that we can attempt here, there- 
fore, is to mention the principal instances, in which the issue is determi- 
nate and fixed; and to give as accurate an approximation as possible in 
those that remain. We need only premise further, that the reader will 
find a careful study of these peculiar endings of the greatest advantage, not 
only as regards his acquaintance with the positions actually given, many of 
which in play may never occur, but still more particularly as to his 
general knowledge of the powers and range of the various Pieces, and of 
the methods of most effectually combining and playing them. 


QUEEN AGAINST A KNIGHT OR BISHOP. 


(Iw all cases, each party is of course understood to have a King in 
addition to the Pieces named.) . 

The Queen wins easily against опе of the minor Pieces, except when 
in ‘such a position that the weaker party, by the sacrifice of the Piece, 
may force a stalemate. As an example, see Diagram 16. 


WHITE. BLACK. 
1. Q. to her 4th (ch.) 1. K. to his 3rd. 
2. K. to his 4th. 


Af he move the Kt. to Q. B's 2rd, you should check with your Q. at 
her 5th, and then take the Kt. ; but if he play— 


2. Kt. to K. Kt.'s 3rd. 


3. Q. to her Kt.'s 6th (ch.) 9. K. to B's 2nd. 

4. К. to B's 5th. 4. Kt. to K's 2nd (ch.) 
5. K. to Kt.’s 5th. 5. Kt. to Q's 4th. 

6. Q. to her 6th. 6. Kt. to K's 2nd. 

7. Q. to K. B's 6th. (ch.) 7. K. to his sq. 

8. Q. to X's 6th. 8. К. to Q's sq. 

9. K. to B's 6th. 9. Kt. to Q. B's sq. 


10. Q to Q. B's 6th. 
And you must win the Kt. 


Whenever the Knight is at a distance from the King, you may generally 
win it in a few moves by a divergent check, or by attacking and confining 
the Knight; but you must always be careful to prevent your King and 
Queen being attacked at the same time by the adverse Knight; and to 


V 
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avoid positions in which Black may draw by giving up his Knight, as in 
the following (see Diagram 17), where Black having to move, can make 
a drawn game, 


Diagram 16. Diagram 17. 
BLACK. BLACK. 


WHITE. — e WHITE. 
In the same manner, the Queen easily wins against a Bishop. 


QUEEN AGAINST ROOK. 


Here also, as in the last case, the Queen wins in all general positions, the 
exceptions being of the same nature as before, viz., being founded on the 
possibility of making a stalemate,—an instance of which has been given in 
the Introduction (sce page 33). 

Philidor gives this position (see Diagram 18), and the method of play. 
ing it. Black being already in check, he plays :— 

WHITE. BLACK. 
1. K. to Kt.'s 6th. 
2, K. to Q's 6th. 2. R. to Ө. B's 7th, 


(Should Black play 2. К. to B's 5th, White’s reply is 3. Q. to Ks sq 
and then to advance his King.) 
3. K. to Q's 5th. 
(To check would be a loss of time.) 
3. К. to Kt’s 7th. 


4. K. to Q's 4th. 4. K. to R’s 8th. 

Inviting White to take the Rook, and thus give stalemate,) 

5. K. to Q's 3rd, b. К. to Kt.'s 7th. 

6. Q. to К. Rs 4th (ch.) 6. К. to Kt.'s 8th, or (A) 


7, К, to B's 3rd. 7. 5, lo К. R's 7th. 
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8. Q. co Kt.’s 5th (ch.) 8. K. to R's 8th. 

9. Q. to R's 6th (ch ) 9. K. to Kt.'s 8th. 
10. Q. to Kt.’s 6th (ch.) 10. K. to R's 7th. 
11. Q. to R’s 7th (ch.) 1L K.to Kt.'s 8th, 


12. Q. to Kt.'s 8th (ch.) 
Then takes Rook, and wins. 


(А) 
6. Б. to Q. R's 7th. 
7. Q. to Q’s sq. (ch.) 7. K. to Kt.'s 7th. 
8. Q. to Q. B's 2nd ten 8. K. to R’s 6th. 
9. Q. to Q. B's 3rd (ch. 9. К. to R’s 5th. 
10, K. to Q. B's 4th. 
And wins. 
Diagram 18. Diagram 19, 
BLACK. BLACK, 


——— 
sf 


WHITE. WHITE. 


With the exceptions already referred to, you ean always force the single 
King to aside of the board, and afterwards win the Rook, either by a 
divergent check, or as in the last variation. We give one other example 
of the same kind (see Diagram 19), with the method of playing it. 
WHITE. BLACK, 
1. Q. to К. Kt.’s 4th. 
If he play R. to К. R’s 2nd, White moves Q. to К. B's 5th, and if; 
1. R. to Q. B's 7th. 
2. Q. to Q's sq. (ch. 2. R. to Q. B's 8th. 
3. Q. to Q. Kt.'s 3rd (ch.) 3. K. to R's 8th. 
4. Q. to Q. К 4th (ch.) 
If instead you play К. to his 2nd, Black moves К. to B's 7th (ch \, and 
will draw the game. ` 
‘ 
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4. K. to Kts 7th. 

5. K. to Q’s 2nd. 5. К. to Q. Кїз 8th. 

6. Q. to Q. Kts 5th (ch.j 6. К. to R’s 7th 

7. Q. to Q. Rs 6th (ch.) 7. К. to Кїз 6th. 

8. Q. to Q. R’s 5th. 8, К. to Q. Kts 7th (ch.) 
9. K. to Q's 3rd, 9. К. to Q. Kts 8th, 
10. Q. to Q. Kt’s 5th (ch.) 10. K. to R’s 7th. 

11. e to Q. R’s 4th (ch,) 11. К, to Kt/s 7th, 

12. К, to Q's 2nd, 


And wins, 


Diagram 20. 
BLACK, | 


WHITE. 


. In this position (see Diagram 20), which is given by Ponziani, Black 
having the move, will draw the game; thus,— 


"WHITE. 


2. K. to Kt.'s 2nd. 
3. K. to B's 3rd. 
4. К. to Kt.'s 4th. 
5. K. to B's 5th. 
6. K. to Kt.'s 6th. 
7. К, to R’s 6th. 


BLACK, 

‚ К. to R's 2nd (ch.) 

. К. to Kt.'s 2nd (ch.) 
К. to B's 2nd (ch.) 

. R. to Kt.'s 2nd (820 
. К. to B's 2nd (e 

. R. to Kt.'s 2n e е) 
7. В. to R's 2nd (ch.) 


Soren 


&c., for if White should take the Rook, his adversary is stalemated 
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QUEEN AGAINST ROOK AND PAWN. 


WirR few exceptions, arising from peculiar situations, the Queen wing 
also against a Rook and Pawn, though with greater difficulty than before. 
Tie two following positions, illustrating both a won and a drawn game, 
are from Philidor. 


Diagram 21. 


Неге White having to play, will win. The following is Philidor s 
analysis, and seems satisfactorily to prove this :— 


WHITE. BLACK. 
1. Q. to R’s 7th (ch.) 1. К. to K's 3rd (best. 
2. Q. to Q. B's 7th. 2. R. to Q. B's 4th. 
3. Q. to Q's Sth.* 3. R. to K's 4th. 
4. Q. to K's 8th (ch.) 4. K. to Q's 4th. 
5. Q. to Q. B's 8th. 5. R. to K's 5th (ch.) 


(Had the Rook instead been played to his 4th square, White would have 
checked with Queen at her Rook's 8th, and in two or three more moves 
would win the Pawn at least.) 

6. K. to K. B’s 5th, 6. К. to K’s 4th (ch.) 
7. K. to K. B's 6th. 7. R. to K's 5th. 


(If instead he had played К, to Q's 5th, the Queen would advance to 
her Bishop's 6th.) : 


* This is the position which White must endeavour to gain, in order 
to force the King to his Queen's 4th, in front of the Pawn. 
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8. Q. to K. B's 5th (ch.) 9. R. to K's 4th. 

9, Q. to Q's 3rd (ch.? 9. К. to Q. B's 4th. 
10. Q. to Q's 2nd. 10. К. to Q. В'в:Зга, 
11. Q. to Q's 4th. 11. K. to Q's 2nd. 
(He might also have played to Q. B's 2nd. бее Variation.) 
12. Q. to Q. B's 4th. 12. R, to Q. B's 4th. 
13. Q. to K. B's 7th (ch.) 13. K. to Q. B's 3rd. 


14. K. to his 7th. 


his is the important point, to be able to play the King behind the Pawn.) 
14. R. to K's 4th (ch.) 


15. K. to Q's 8th. 15. R. to Q. B's 4th. 
16. Q. to Q's 7th (ch.) 16. K. to Q's 4th. 
17. K. to K's 7th. 17. R. to Q. B's 3rd. 
18. Q. to K. B's 5th (ch.) 18. K. to Q. B's 5th. 
19. K. to Q's 7th. 19. R. to Q. B's 4th. 
20. Q. to K's 4th (ch.) 20. К, to Kt.'s 6th. 
21. К. takes P. 
And wins. 
VARIATION 
On Black's 11th move. 
WHITE. BLACK. 
11. K. to Q. B's 2nd. 
12. Q. to Q. R’s 4th. 12. R. to Q. B's 4th, 
13. Q. to Q. R's 7th (ch.) 13. K. to Ө. B's 3rd. 


14. K. to his 7th. 
And wins, as above. 


In the next position (see Diagram 22) Black may draw the game either with 
the move or without it, for his King cannot be forced in front of the Pawn 
as in the last example. Suppose,— 


WHITE. BLACK. 

1. Q. to Q. Kt.'s 8th (ch.) 1. K. to his 2nd. 

2. Q. to К. Kt.’s 8th, 2. R. to Q. B's 3rd. 
3. K. to his 5th. 3. R. to K's 3rd (ch. 


4. K. to Q's 5th. 
And the game is drawn. 


The Rook, with the aid of two united Pawns, will frequently draw against 
the Queen, and still more easily with one or both of the minor Pieces, 
In the latter case they may sometimes win, as in the following situation 
(see Diagram 23) from Ponziani. 


WHITE, - BLACK. 
1. B. to Q. R’s 5th (ch.) 
2, K. to Q. B's sq. 2. R. to K's sq, 


3, Q. to Q. Kt.'s 4th, 
(Or P. to K. Kt.'s 6th, See A.) 


3 B.to Q. B's 7th, 
2?»2 
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4, P. to K. B’s 7th. 4. R. to Q. R's sq, 
5. Q. takes Kt. (ch.) 5. К. takes Q. 

6, K. takes B. 6. К. to Q's 4th. 
7. P. to K. Kt.'s 6th. 7. К. to K's 3rd, 
8. P. to K. R’s 5th. 8. К. to B's 3rd, 


And wins. 


(А.) 
3. Р. to К. Kt.’s 6th. 3. R. takes Q. 
4. P. takes Q. 4. Kt. to Q's 6th. 
5, P. to K. Kt.'s 7th. И 5. B. to Q. Kt.'s 3rd. 
And wins, 


Diagram 22, Diagram 23, 


BLACK. BLACK. 


QUEEN AGAINST TWO BISHOPS. 


Тнв Queen usually wins against two of the minor Pieces, at least, if 
they are on different parts of the board, or at a distance from their King. 
There are, however, many instances in which, by skilful play, the weaker 
force may draw the game, nor are the principal writers by any means yet 
agreed as to the number and description of such cases, The examination 
is a difficult one, and we shall here present the latest discoveries, 

The two Bishops will be able to draw when they can assume a position 
similar to the following (see Diagram 24), or in other words, such a posi- 
tion in front of their King, that the adverse King cannot approach. 

This situation is from Lolli, who gives the foliowing moves to prove 
that White cannot win; and, indeed, it is pretty evident that the White 
King can never cross the line formed by the two Bishops. 
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Diagram 24. 


BLACK. 


White moves first, 
WHITE. BLACK, 
. Q. to Q's 7th (ch.) K. to B. or Kt.'s sq. (beet; 
Q. to K's 6th. K. to Kt.'s 2nd. 
K. to K, B's 4th. B. to K. R's 2nd, 
. Ө. to Q's 7th (ch.) K. to Kt.'s 3rd. 
. Q. to K's 8th (ch.) . K. to Kt.'s 2nd. 
K. to Kt.'s 4th. ‚ B. to Kt.’s 3rd, 
. Q. to K's 6th. B. to R’s 2nd. 
Q. checks at Q's 7th. К. to Kt.'s 3rd. 
9. Q. to K's 8th (ch.) К. to Kt.'s 2nd. 
10. K. to R’s 5th. 10. Q. B. to K. B's 4th, 
The game is drawn. 


gem (л > фо В ға 


кюз ер г юг 


In the ** Handbuch" the above moves are quoted, and the author then 
proceeds to show, at some length, and by a detailed examination, that 
should Black on his first move play a Bishop in place of the King, he 
would lose. The reason is, that your King could then be played to his 
Bishop’s 5th; for instance,— 


WHITE. BLACK. 


1. Q. to Q's 7th (ch.) 1. B. to K. B's 2nd. 
2. К. to K. B's 5th. 2, B. to Q. B's 6th. 
3. Q. to Q. B's 7th. 3. B. to Q. R’s 8th. 
4. 9. to Q. R’s 7th. 4. B. to Q. Kt.'s 7th, 
5. Q. to Q. Kt.’s 6th. 5. B. to Q. R's 6th 
6. Q. to Q's 4th (ch.) 6. К. to Kt’s 

7. K. to K. B's 6th. 7. K. to B's вд. 

8. Q. to Q's 8th (ch^ 8. Q. B. to K's aq. 
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9. K. to K's 6th. 9. K. B. to Q. Kt.'s 5th, 
10..Q. to K. B's 6th (ch.) 10. K. to Kt.'s sq. 
11. Q. to К. Kt.’s 5th (ch) 11. K. to B's sq 


12. Q. to K. B's 4th (ch.) 
And wins a Bishop. 


And although Black may vary his defence in many parts, you will find 
thut in a similar manner you can always, after his first error of B. to 
К. B's 2nd, force him to assume a position of the same kind, and win one 
of the Bishops. 


QUEEN AGAINST TWO KNIGHTS. 


Тнк power of the Queen against the two Knights has of late years been 
a subject of considerable discussion, It had been laid down by Lolli and 
other old authors that, with one or two exceptions only, the Queen could 
always win in these cases, and this opinion was entertained until recently 
by all succeeding analysts. MM. V. Н, d. Laza and Bilguer, however, 
consider this decision to rest on no sufficient grounds, and with the spirit 
of patient research which distinguishes the whole of their treatise, have 
succeeded, if not in demonstrating, yet in'showing a very high degree of 
probability in support of their opinion. 

The kind of exception already referred to as having been so long sup- 
posed the only one in which the Knights could draw, is the following (sce 
Diagram 25) :— 


Diagram 25. 


Here it is obvious that the White King can never move from the corner 
and you will find that so long as Black keeps his King near the Knights 
and does not play him on to the Rook’s file (in which case White might, 
by occupying the Knight’s file with his Queen, break up the position) the 
game is only drawn, Should Black leave the Knights with his King, the 


ENDINGS OF GAMES. 428 


latter would speedily be forced into one of the Rook’s squares, and рге. 
vented from moving, and then being compelled to move a Knight, would 
lose at once. 

Another position, strictly analogous to the above, and which, therefore, 
does not invalidate the general principle, has more recently been made 
public by Mr. Walker. 

Leaving those few instances in which the King of the stronger party 
can be prevented from moving out of the corner and coming into play, it 
was always considered that the strongest situation in which the Black 
force could be placed, was one where the two Knights should mutually 
defend each other, and be within reach of their King. "The opinion 
however, or we may rather say the discovery, of Von H. d. Laza is, that, 
to use his own words, ‘it is even more easy to draw the game against 
the Queen with two Knights than with two Bishops, and the whole secret 
consists in placing the Knights before their King in the same position as 
the Bishops, that is to say, side by side, and not so that they may defend 
each other." 

He then proceeds to support his assertion thus :—** In the well-known 
position examined by Loni (see his valuable treatise, p. 427), and pro- 
nounced by subsequent writers as one in which the Queen must win, I 
think the game ought to be drawn.'"* "The position alluded to is given 
above (see Diagram 26) :— 


WHITE. BLACK. 
“1. К. to Кїз 3rd. 1. K. to Q's 6th. 
(It would be equally good to play K. Kt. to Q's 6th.) 
2. Q. to her 5th (ch.) 2. K. to Q. B's 6th. 
3. K. to B's 4th. 3. K. Kt. to Q's 6th (ch.) 


4. K. to B's 3rd. 


“ Lolli now makes Black play К. Kt. to K’s 4th, checking, a move 
which speedily loses him the game. Suppose him, however, to play— 


% К. Kt. to Q. Кїз 5th. 


5. Q. to her sq. ^. Q. Kt. to Q's 7th (ch.) 
6. K. to his 2nd. C. Q. Kt. to his 6th. 
7. Q. to K's sq. (ch.) 7. K. to Q. B's 5th. 


8. Q. to К. R’s 4th (ch.) 8. K. to B's 6th. 
9. Q. to К. B's 6th (ch.) 9. Q. Kt. to Q's 5th (ch.) 
10. K. to B's 2nd. 10. K. Kt. to Q's 4th. 
And I cannot discover how White will win the game. 


“The two following positions (see Diagrams 27 and 28) are certainly 
very favourable for the Q. and K., and yet it is, if not quite impossible, 
ut least extremely difficult, to bring the К. into action and win the game. 


WHITE. BLACK. 
1. Q. to K's 6th. l. K. to Kt.'s 2nd. 
2. К, to his B's 3rd. 2. Q. Kt. to K. К’ 2nd, 


This appears to be a better move than К. Kt. to R’s 5th (ch.) 


* See “ Chess Ch:onicle,’’ vol. iii. p. 79. 
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3. K. to Kt.'s 4th. 3. Q. Kt. to K. Bs sq 
4. Q. to her 6th, 4. K. to B's 2nd. 
5. Q. to her 5th (ch.) 5. K. to Kt.'s 2nd. 


6, К. to Kt.'s 5th (a bad move.) 6. Q. Kt. to К. R's 2nd (cb. 
Winning the Ө. next move." 


In Diagram 28 the best mode of defence is the following :— 


WHITE. BLACK. 
1. Q. Kt. to Q. B's sq. (ch.) 
2. K. to Q. B's 6th. 2. Q. Kt. to K's 2nd (ch. 
3. K. to Kt.'s 5th. 3. K. Kt. to Q's 3rd (ch. 
And I know not how White can win. 
Diagram 27. Diagram 28. 
BLACK. BLACK 


WHITE. ^ — WHITE. 


Our author then proceeds to show, with great minuteness of detail, that 
in this last instance Black has no other successful method of defence. 
All the variations will be found fully given in the ** Chess-Player's Chro. 
nicle,” vol. iii. pp. 79—91, to which we refer those of our readers who 
may be desirous of further investigating the subject. 


QUEEN AGAINST KNIGHT AND BISHOP, 


Tus kind of ending is analogous in character to the last, and the dis 
covery of MM. V. H. d. Laza and Bilguer equally applies to it, Except 
in some few positions, such as the following (see Diagram 29), where, as 
with the two Knights, the White King can be imprisoned in the corner, 
and that of the adversary is in the neighbourhood of his two Pieces, it has 
always been laid down that the Queen wins. Again however we incline ta 
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agree with V. H, d. Laza, that, though with greater difficulty, “a King 
with Bishop and Knight can in many cases draw the game against a King 
and Queen." “ Тһе system of defence which I am about to lay down,” 
he says, ** is the invention of my late friend, Von Bilguer, and has hither» 
to been known only to himself and me." 

** Let us suppose the Black King to stand on his Rook’s 8th sq., then ix 
we place his Kt. on К. R’s 7th, the latter attacks three squares, viz., 
King's Knights 5th, King’s Bishop's 6th, and King's Bishop's 8th, and 
it is evident that the adverse party can only win by bringing his King 
near the other, which is to be effected by passing over his Book's 4th, 
Bishop's 4th, or Bishop's 2nd squares ; but if we now place Black’s Bishop 
at К. Kt.'s 6th, all the squares around are for a moment defended, and 
before mate could be given, Black must be compelled to quit his entrench- 
ments, and then it remains to be shown that it is impossible for him to 
take up a similar position," 


Diagram 29. Diagram 30, 


Diagram 30. 
WHITE. BLACK. 
1. Q. to her 5th (ch.) l. K. to his Kt.'s 3rd, 
2. Q. to K. Kt.'s 2nd (ch.) 2, К. to his B's 2nd. 


(4f instead of this move White play his Q. to К. Kt.’s 8th, Black must 
move his B. to К. Kt.’s 4th, or R’s 5th, and then again back to B'a 
3rd, as circumstances may require.) 


3. Q. to K. Kt.'s 4th. 3. B to K's 4th. 


(Since it is of great importance to defend the K, Kt.’s 3rd sq. against the 
Q., Black can only move his B., which he must play to K's 2nd on 
4th sq.) 

4. Q. to her B's 4th (ch.) 4. K. to his Kt.'s 3rd. 
5. Q. to K's 4th (ch.) $, K. to his B's 3rd. 
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ХЕ must now be examined whether White can force the game, or ti 
Black cannot again take up a safe position. 


6. K. to Q. B's 6th. 6. Kt. to K. B's 4th. 

(In order to cut off afterwards the White squares from the adverse King.) 
7. Q. to K. B's 3rd. 7. K. to his 3rd. 
8. Q. to K's 4th. 8. K. to his B's 3rd. 


(Should White play his К. to Ө, B's 5th, Black, by answering with B. to 
Q's 3rd (ch.), would gain a position similar to the primitive situation 
of the Pieces, and if he play Q. to her 5th (ch.), the B'ack K. must 
be moved to his B's 3rd, the result of which shall be analysed in the 
accompanying variation.) 


9. K. to Q's 5th. 9. Kt. to K's 2nd (ch.) 
10. K. to Q. B’s 4th. 10. Kt. to K. B's 4th. 
11. K. to Q's 3rd. 11. Kt. to Q's 3rd. 

12. Q. to her 5th. 12. K. to his B’s 4th. 
13. K. to his 3rd. 13. K. to B's 3rd. 

14. K. to his B's 3rd. 14. Kt. to K. B's 4th, 
15. Q. to her B's 6th (ch.) 15. Kt. to Q's 3rd. 
16. К, to his Kt.'s 4th. 16. K. to his 3rd. 

VARIATION, 
Beginning at White’s 8th move. 
WHITE. BLACK. 

8. Q. to her 5th (ch.) 8. K. to his B's 3rd. 

9. K. to Q's 7th. 9. Kt. to K. Kt.'s 2nd. 
10. K. to Q's 8th. 10. Kt. to K's 3rd (ch.) 
11. K. to Q. B's 8th. 11. K. to his B's 4th. 
12. K. to Q's 7th. 12. Kt. to K. B's 5th. 


And White has gained nothing. 


In this position (see Diagram 31) also it would appear that Black, with 
the move, may draw the game, or at any rate the contrary vet remains to 
be proved. Suppose,-- 


WHITE. BLACK. 
1. B. to Q. Kt.'s 2nd. 


(B. to Q. R's sq. would be equally good.) 


2. Q. to K. R’s 4th. 2. K. to Q's 7th. 
3. Q. to K. Kt.'s 5th (ch.) 3. K. to Q. B's 7th. 
(By returning to K's 7th, the Bishop would obviously be lost ) 
4. Q. to Ө. Kt.’s 5th. 4. B. to K. R's 8th. 
$. Q. to Q. B's 4th (ch.) 5. K. to Q's 7th. 
6. Q. to Q. R’s 2nd (ch.) 6. K. to his 6th. 
7. Q. to Q. R's 7th (ch.) 7. K. to Q's 7th. 
9. Q. to Q. R’s 5th (ch.) 8. K. to Q. B's 7th, 


And we do not see that White can win. 
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Diagram 31. 


BLACK. 


WHITE. 


In a situation of this kind, however, the nicest play is absolutely essentie} 
xn the part of the two Pieces, as the slightest error would inevitably lead 
to a speedy defeat. Suppose in the last example Black should play for 
his Аш move B. {о К. R’s 8th, M. Von Н. d. Laza proves that he must 
then lose. 


WHITE. BLACK. 
1. B. to K. R's 8th, 
2. Q. to K. R's 4th. 2. B. to Q. К sq. 


If in place of his last move, the Bishop is played to K. B's 6th, he is lost 
by the check at К?з 7th; if to Q's 4th, or Q. Kt.'s 2nd, White equally 
wins him by a divergent check; and if to Q. B's 3rd, the. result is as 
follows :— 


2. В. to Q. B's 8rd. 
3. Q. to К. R's 5th (ch) 3. K. to his 8th. 
If to B's 8th, White’s reply is Q. to her sq. (ch) 


4. Q. to К. Kt.'s 6th, 4. В. lo Q. Kt.s Ath. 
5. Q. to К. B's 5th. 
And wins. 


3. Q. to K. R’s 5th (ch.) 3. K. to his 6th. 


(If К. to B's 8th, White moves Q. to her sq. (ch.), and then Q. tc 
her 2nd.) 


4. Q, to K. R’s 6th (ch.) 4. K. to his 7th. 
(И to his 5th sq., the Queen checks at К. R’s sq. and takes Б. 
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5. Q. to K's 6th (ch.) 5. K. to Q’s 8th. 
(If the King is played to his B's 8th, the Queen is moved to her B's 4th. 
and then checks at her R's 2nd.) 
6. Q. to Q. Kt.'s 3rd (ch.) 6. K. to Q's 7th. 
7. Q. to Q. R’s 2nd (ch.) 
And wins. 


On the whole, as regards this part of the subject, it may be safely 
assumed, that when you are left, at the end of a game, with the Queen 
against any two of the minor Pieces, the probability is very great in 
favour of your easily gaining it, and that this probability is converted 
almost into certainty, when the two Pieces are far removed from each 
other or from their King, or when they cannot prevent your King from 
entering into their game. At the same time there appear to be many 
positions that the weaker force may occasionally take up, in which by a 
very careful and accurate system of defence, they may succeed in main- 
taining their entrenchments, and thus produce a drawn game. "The innu- 
merable variations, however, are very far from being exhausted, and leave 
umple scope for the researches of future analysts. 


QUEEN AGAINST QUEEN AND PAWN. 


lw cases of this kind the game is usually drawn without difficulty, and 
most generally so by means of a perpetual check, though the same object 
may sometimes be attained by an exchange of Queens, when your King is 
able to stop the Pawn, When, however, the Pawn is advanced to its 7th 
square, and more particularly if defended by its King, the task is one of 
more difficulty, and many instructive situations occur where the Pawn 
may be Queened and the game therefore won. We subjoin an example 
or two of each kind, by way of illustration. 


Diagram 32. Diagram 33. 


BLACK. BLACK. 


WHITE. WHITE, 
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Here (see Diagram 32), with the move, White will draw the game ' for 
mppose,— 


WHITE. BLACK. 

1. Q. to К. Kt.’s 4th (ch.) 1. Q. to K. Kt.'s 6th. 
2. Q. to K's 4th (ch.) 2. K. to Kt.'s 8th, 

3. Q. to Q's 4th. 3. K. to R's 7th. 

4. Q. to K. R's 8th (ch.) 4. Q. to R's 6th. 

5. Q. to K's 5th (ch.) 5. K. to Kt.'s 8th. 

6. Q. to Kt.'s 5th (ch.) 6. Q. to Kt.'s 7th. 


7. Q. to K's 3rd. 
And he will always be able to make a drawn game. 


In the next case (see Diagram 33), you would be ready to suppose that, 
15 Black must Queen the Pawn, he will win; it will be seen on examination, 
however, that the game is really drawn. Black being in check plays— 


1. P. Queens. 


2. Q. to K. B's 3rd a3 2. Q. from R’s 7th to Kt.'s 7th. 
3. Q. to K. R's 5th (ch. 3. Q.from Kt.'s8th to R’s 7th. 
4. Q. to K's sq. (ch.) 4. Either Queen interposes. 


And you evidently give a perpetual check. 

The ingenious position Diagram 34 is given by Mr. Lewis; Black, with 
the move, ought to win. You are recommended to endeavour to discover 
the method of doing so before looking at the solution. 

WHITE. BLACK, 
1. Q. to her Kt.’s 4th. 
2. K. moves. 
(For it is clear that the Queen cannot move without allowing the Pawn tc 


advance.) 
2. K. to Q's 8th. 
3. Q. to Q. R's sq. (ch.) 3. P. Queens. 
And wins. 
Diagram 34. Diagram 35. 


BLACK. 


WHITH, 
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White moves and wins. (See Diagram 35.) 


WHITE, BLACX. 
1. P. Queens (ch.) 1. K. to K. B's 5th. 


(Uf instead the King is moved to B's 4th, White checks at Q’s 5th, and 
then forces the exchange of Queens.) 


2. Q. to K. B's 8th (ch.) 2. K. ^o his 5th. 

3. Q. to K's 7th (ch.) 3. K. to K. B's 6th. 
(If to B's 5th, the Queen checks at К. B’s 70.) 

4. Q. to K. B's 6th (ch.) 4. K. to his 5th. 

5. Q. to K's 6th (ch. 5. K. to К. B's 6th. 

6. Q. to K. B's 5th (ch.) 6. K. to his 7th. 


7. Q. to her 3rd (ch. 
Then forces an exchange of Queens, and wins with his remaining Pawn, 


QUEEN AGAINST PAWN. 


Ix all ordinary situations, the Queen of course easily stops a single Pawn 
and wins against it; if, however, the latter has reached its 7th square, 
and has the support of its King, there are instances in which the game 
must be drawn. Our first position (see Diagram 36) will show the method 
of winning, and we shall afterwards point out the exceptions.- 


Diagram 36. 
BLACK. 


WHITE. 
© WHITE. BLACK, 
1. Q. to К. B's 5th (ch.) 1. K. to К, Kt. s 7tiu 
2. Q. to K's 4th (ch. 2. K. to B's 7th. 
3. Q. to K, B's 4th (ch.) $. K. to Kt.'s 7th. 
4. Q. to K's 3rd. 4. K. to B’s Bth. 


^, Q. to К. B's 3rd (ch.) 5. К. to his 8th, 
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, 
0. К. to Q's 4th. 6. К. to Q's 8th, 
7. Q. to her 3rd (ch.) 7. K. to his 8th. 
8. K. to his 3rd. 8. K. to B's 8th. 


9. Q. takes P. (ch.), and wins. 

'The same mode of procedure can always be adopted, unless the single 
Pawn should be either on the Bishop's or Rook's file, in which case 
Black may usually make a drawn game, owing to the power which he 
then has of making a stalemate. His having this alternative, however, 
altogether depends upon tbe distance which the adverse King may chance 
to be from the scene of action. In the next position (Diagram 37) the 
game is drawn. 


WHITE. BLACK. 

1. 9. to К, Kt.'s 4th (ch.) 1. К. to R’s 8th. 
2. Q. to K. B's 3rd (ch.) 2. К. to Kt.'s 8tn. 
3. Q. to K. Kt.'s 3rd (ch.) 3. K. to R’s 8th. 


And it is evident, that if White take the Pawn, his adversary is stalemated. 
The result is the same when the Pawn is on the Rook's file, as you will 
at once see by making the experiment. 
The following position (see Diagram 38), from Lolli, is a very inge- 
nious exception to this rule, and will well repay your attention, 


WHITE. BLACK, 


1. K. to Q. B's 5th (ch.) 1. K. to Q. B's 7th (best.) 
2. Q. to К. Kt.'s 2nd (ch.) 2. K. to Q. B's 6th. 
3. Q. to K. B's sq. 3. K. to Q. Kt.'s 7th. 
4. Q. to K's 2nd (ch.) 4. K. to Q. Kt.'s 6th. 
5. Ө. to her sq. (ch.) | 5. K. to Q. Kt.'s 7th. 
6. Q. to her 2nd sq. (ch.) 6. К. to Q. Kt.'s 8th. 
7. K. to Q. Kt.'s 4th. 7. P. Queens. 
8. K. to Q. Kt.'s 3rd. 
And wins. 
Diagram 37. Diagram 38. 


BLACK. BLACK, 
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Onaprer ШІ. 
ROOK AGAINST BISHOP.* 


ir is not very difficult to draw the game with a Bishop against a Rook. 
As it is necessary that the two Kings should be opposite each other 
(except in the corners of the board), before checkmate can be given with the 
Rook, it follows, that if you can so play your Bishop as to prevent his 
King facing yours, the game will be drawn. It is seldom good play tc 
interpose the Bishop when the King is checked, and your Bishop shoule 
generally be at a distance from your King. (See Diagram No. 39.) 


WHITE. BLACK, 
1. B. to Q. Kt.'s 7th. 1. R. to Ө. Kt.'s 3rd. 
2. B, to Q's 5th. 2. R. to Q. Kt.'s 7th. 
3. B. to Q. B's 6th. 3. R. to K. B's 7th (ch.) 


4. K. to Kt.'s sq. 
1 instead you had played К, to his sq., you would have lost the gare 
5 


ее (А.) 
4. K. to his 7th. 
5. B. to Q's 5th. 5. K. to his 8th. 
6. B. to Q. B's 6th. 6. К. to К. B's 3rd. 
7. B. to Q. Kt.’s 7th. 7. R. to K. Kt.'s 3rd (ch.) 
8. K. to K. R's 2nd. 


Not to К. R’s sq., because he would play К. to К. B's 7th, and win 


the game.) 
8. K. to K. B's 7th. 
9. K. to K. R's 3rd, &c. 
And the game 1s drawn. 


А.) 
WHITE. BLACK, 
4. K. to his sq. 4. R. to Q. B's 7th, 
5. B. to Q. R’s 4th. 5. К. to Q. B's 8th (ch. 
6. B. interposes. 6. R. to Q. Kt.'s Sth. 
And wins. 


The most secure position, though not, as Philidor asserts, the only safe 
one, for the weaker force, is thet where the King can be played to a 
corner square of a different co.our to that on which the Bishop runs, aa 
in this situation you have only to move your King or Bishop to Kt.’s sq- 
or Rook’s 2nd, and cannot be compelled to leave the corner, 


Whi'e with the move gives mate in seven moves. (See Diagrarn 40." 


WHITE. BLACK, 
I. R. to Q. B's 2nd. 1, B. to Q. Kt.'s 6th.t 
2. R. to B's 8th (ch.) 2. B. to K. Kt.'s sq. 


* See ‘ Chess Chronicle," vol. ii. p. 278. T Ibid, p. 145 
t If the Pawn is moved instead, the result is the same. 
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3. К. to Q's 6th. 3. P. to Q. Kt.'s 6th. 
4. R. to Q. B's 7th, 4. B. to Q's 4th (best.) 
5. К, takes В, 5, К. to Kt.'s вд. 
6. K. to his 6th. 6, K. moves. 
7. R. mates. 

Diagram 39, Diagram 40. 


BLACK. BLACK 


WHITY, 


ROOK AGAINST KNIGHT. 


IN ordinary positions, and where the Knight is near to, or cannot be pre- 
vented approaching, his King, the weaker party will be able to draw the 
game. The method of doing so, however, is not very easy, and there are 
many positions (of which we shall give some examples) where the Rook 
can win. 


Diagram 41. 
White to play. 
WHITE. BLACK. 

1. R. to Q. R’s 8th. 1, K. to Q’s sq. 

2. R. to Q. Kt.'s 8th. 2. K. to Q. B's 2nd. 
3. R. to Q. Kt.'s 4th. 3. K. to Q's sq. 

4. К. to Q. Kt.'s 7th. 4. K. to his sq. 

5. R. to Q’s 7th. 5. Kt. to Q. Kt.'s 3rd. 
6. R. to Ө. Kt.'s 7th, or (A.) 6. Kt. to Q. B's sq. 

7. R. to K. B's 7th. 7. K. to Q's sq. 

8, R. to K. R's 7th, 8. Kt. to Q. Kt.'s 3rd, 

9. K. to Q's 6th. 9. Kt. to Q. B's sq. (ch.) 
10. K. to Q. B's 6th. 10. Kt. to K's 2nd Gh) 
11. К. to Q. Kt.'s 7th. 11. K. to his sq. 
12. K, to Q. B's 7th. 12. K. to his B’s sq. 
13. K to Q's 7th. 13. Kt. to К. Kt.'s sq 


14. K. to Q's 8th. 

15, R. to K. R's 8th (ch.) 

16. К. to K. R’s 4th. 

17. K. to K's 8th. 

18. K. to K's 7th. 

19. K. to K's 6th. 

20. R. to K. B's 4th (ch.) 

21. R. to K. D's 7th. 

22. R. to K. Kt.'s 7th. 

23. R. to K. R’s 7th. 

24. К. to К. B's 7th (ch. 
R 


‚ to Ө. Kt.’s 7th. 
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14. Kt. to K. B's 3rd, 
15. Kt. interposes, 

16. К. to К. Kt.'s 2nd. 
17. Kt. to K. B's 3rd (ch.) 
18. Kt. to Kt.'s sq. (ch.) 
19. К. to К. В’ sq, 

20. К, to his sq. 

21. Kt. to К. R's 3rd. 
22. K. to D's sq. 

23. Kt. to K. Kt.'s sq. 
24. K. to his sq. 

25. К. to К. B's sq. 


And Black will draw the game. 


6. R. to Q. B's 7th. 
7. K. to Q's 6th. 


6. K. to Q's sq. 
7. Kt. to Q. B's sq. (ek) 


(If Black play 7. Kt. to Q. R's sq., he would lose the game.) 


* 8. K. to Q. B's 6th. 


8. Kt. to K's 2nd. 


Checking, &e., as before. 
By carefully pursuing this system, he will always be able to draw the game. 


Diagram 41. 
BLACK. 


Diagram 42. 
BLACK. 


WHITE, 


Diagram 42. 


This position, Black having the nove, was considered for some time 


a drawn game, 


The late lamented Mr. Forth, however, proves that 


White can win, "бее Mr. R. A. Brown's ‘Collection of Problems," p. 73.) 
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WHITE, BLACK, 
1. K. to K's sq. (best.) 


(For if he play Kt. to К. B's 3rd, you check with Rook, and then play 
К. to his 6th; and if instead he move К. to Q. B’s sq., you play R. 
to R’s 4th, and in a few moves will equally win the Knight.) 


2. K. to his 6th sq. 2. K. to B’s sq. 
3. К. to R's 4th. 3. Kt. to K’s 6th. 
(Any other move loses the Kt. at once.) 

4. R. to K's 4th. 4. Kt. to Q. B's 7th. 

(If to К. Kt.'s 7th, White moves К. to К. B's 6th.) 
5. K. to Q's 5th. 5. К, moves. 
6. K. to Q. B's 4th. 6. K. moves. 
7. R. to K's 2nd. 7. Kt. to Q. R's 6th (oL..) 
€. К. to Kt.'s 4th. 8. Kt. to Kt.'s 8th. 
9. R. to Q. Kt.'s 2nd. 

And wins. 


* 


In the following position (see Diagram 43) White will win either with 
the move or without it. 


Diagram 43. 


BLACK. 


WHITE, BLAOK. 
1. Kt. to R’s 2nd (ch.) 
2, K. to K. B's 7th. 2. Kt. to Kt.'s 4th (rh.) 


(The move Kt. to B's sq., you play R. to Q. R's 8th, for if you at once 
take the Kt. he is stalemated.) 
3. К. to K. Kts 6th. 
And wins. 
2rF2 
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„_ The two last examples forcibly illustrate the importance of keeping the 
Knight near his King, and of not playing either the King or Knight to a 
corner square, or even to a Knight's square, if it can be avoided. In all 
cases the danger increases to the weaker force, as he is compelled to 
recede from the centre squares of any of the side lines. The principle to 
be observed is, therefore, precisely opposite to the one recommended in 
the case of Bishop against Rook, where the corner squares are the most 
secure of any. 


ROOK AND PAWN AGAINST BISHOP. 


Norwirusranpine that the Rook is much more powerful than tha 
Bishop, and more particularly so towards the end of a game, it is 
singular that there are many positions in which the former cannot do 
more than draw the game. We give some examples of both results, 


Diagram 44, Diagram 45. 


BLACK, BLACK, 


Diagram 44. 


This situation is given by Philidor, and may either be won by Whita 
or only drawn, accordingly as he plays correctly or otherwise. In the 
first place, suppose— 


WHITE. BLACK. 
1. R. to Q. R's sq. l. B. to Q. Kt.’s sq. 
(This is his best mode of play.) 
2. R. to R's 6th (ch.) 2. B. to Q's 3rd. 


(The object of White is to be able to play his King in front of the Pawn, 
which, as you will see, speedily gives him the victory.) 
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3. К. to Q, Kt.'s 6th. 3. K. to Q's 2nd. 

4. K. to Q's 5th. 4. В. to К. Kt.'s 6the 

о. R. to Q. Kt.’s 7th (ch.) 5. B. to Q. B's 2nd. 

6. R. to Q. R’s 7th. 6. K. to Ө. B'ssq., or Q's sq. 
7. K. to Q. B's 6th. 


And then advances the Pawn, winning easily. 


But if White for his first move had played P. to Q's 5th (ch.), Black 
tight have drawn the game as follows :— 


WHITE. BLACK. 
1, P. to Q's 5th (ch.) 1. K. to Q's 2nd. 
2. K. to Q's 4th. 2. B. to К. Kt.'s 6th. 
3. R. to Q. R's sq. 3. B. to K. B's 5th. 
4. R. to Q. R's 7th (ch.) 4. K. to Q's 3rd. 
5. K. to his 4th. 5. B. to K. Kt.'s 6th. 


(Black must exercise great care here; had he played 5. B. to R’s 7th, 
White would have moved R. to K. Kt.'s 7th, and won the game.) 
6. К. to К. Kt.'s 7th. 6. B. to K's 8th. 
7. R. to Kt.'s 6th (ch.) 7. K. to Q's 2nd. 
8. P. to Q's 6th. 
(Were he to attempt first to support the Pawn by playing King to his 
5th, is is evident that the check from the Bishop would force him to 
8. К. to Ө. B's 3rd. 
9, K. to his 5th. 9. B. to Q. Kt.'s 5th. 


And it is obvious that White can never advance the Pawn without imme- 
diately losing it. 
Diagram 45. 


In this situation, for which we are indebted to Mr. Lewis, Black draws 
the game, either with the move or without it. Suppose White begins,— 


WHITE. BLACK. 
1. R. to Q. Kt.'s 7th. 1. B. to Q. B's 5th. 
2. R. to Q. B's 7th. 2. B. to Q. R’s 7th. 


This is the proper square for Black to play his Bishop to; if he move 
it to Q. Kt.’s 4th, as recommended by Mr. Lewis, to K's 7th, or 
Q. Kt.'s 6th, White can win the game. Suppose, in the first case: 

2. B. to Q. Kt.'s 4th. 


3. K. to B's 5th. 3. B. to K's 7th (best) 
4. P. to B's 7th. 4. K. to Kt.'s 2nd (best) 
5. K. to his 6th. 5. B. to K. R’s 4th (best) 
6. К, to Kt.'s 7th. 6. B. to К, Kt.’s 3rd, 
7. P. to B's 8th., becoming 7. K. takes Q. 

a Q. (ch.) 


8, K. to B's 6th. 
And wins. 


438 CHESS-PLAYER'S HANDBOOK. 
Tz the second place,— 


2. B 
3. P. to K. B's 7th, 3 to 
4. K. to B's 5th. 4. B. to 
Q's 6th (ch 
5. B. to K. 


(ch.) 
5. K. to his 6th. К. Kt. s 3rd (best) 
6. P.to B's 8th, becomingaQ, 6. K. takes Q. 
7. K. to B's 6th. 

And wins. 


Jf, in the third place, he play,— 


. to K’s 7th. 
K. to Кїз 2nd (best 
. to K. R’s 4th, or B. to 


2. B. to ©. Kt.'s 6th, 
White wins by moving the King to his Kt.’s 6th, and afterwards checking 
with the Rook. 
When, however, the Pawn 13 on the Knight’s file, the Rook, in a 
similar position, will win. (See Diagram 46.) 
WHITE. BLACK, 
1. P. to К. Kt.’s 7th (ch.) f 


Should he take the Pawn, White wins by advancing К. to K. Kt’s 6th, 
therefore,— 


1, K. to R's 2nd. * 
2. R. to Q. Kt.’s sq. 3 


If he take P. with Bishop, you check with R. at К. R’s sq., and then 
play К. to Kt.'s 6th, therefore, — 


2. B. to Q's 5th. 
3. R. to Q. Kt.'s 4th. 3. B. to K. B's 7th. 
4. R. to К. Kt.'s 4th. 4. K. to Kt.’s sq. 
5. K. to K. Kt.'s 6th. 5. B. to Q's 4th. 
6. R. to K. B's 4th 6. B. takes P. 
7. R. to Q. B's 4th, &c. 
Winning. 
Diagram 46. Diagram 47. 


BLACK BLACK. 


WHITE, 
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Diagram 47. 
(White having to play, is to give mate in 10 moves.) 


We close this part of the subject with the above beautiful stratagem of 
the Rey. Н. Bolton, which first appeared in the “‘Chess-Player’s Chronicle," 
vol, i. p. 305. 


SOLUTION. 
WHITE. BLACK. 
1. P. to Ө. Kt.’s 7th (ch.) 1. К. to Q. Kt.’s sq. 
2. B. to K. B's 4th (ch.) 2. R. to Q. B's 2nd. 
3. K. to his Kt.'s 6th. 3. P. to K. R’s 4th. 
4. B. to K's 5th. 4. P. to K, R's 5th. 
5. K. to K. R’s 7th. 5. P. to К. Kt.'s 4th (dis. ch,) 
(best) 
6. K. to Kt.'s 8th. 6. P. to К. R’s Gth. 
7. K. to B's 8th. 7. P. to K. R's 7th. 
8. B. takes R. P. 8. P. to К. Kt.'s 5th. 
9. B. to K's 5th. 9. P. to K. Kt.'s 6th. 
10. K. to his 8th. 10. P. to K. Kt.'s 7th. 
11. K. to Q's 8th. 11. P. to К. Kt.'s Sth 
- 32. В. takes К. (Queens.) 
Checkmate. 


ROOK AGAINST THREE MINOR PIECES. 


Turer minor Pieces are much stronger than a Rook, and in cases where 
two of them are Bishops will usually win without much difficulty, because 
the player of the Rook is certain soon to be compelled to lose him for one 
of his adversary’s Pieces. If, however, there are two Knights and one 
Bishop opposed to a Rook, the latter may generally be exchanged for the 
Bishop, and as two Knights are insufficient of themselves to force check- 
mate, the game will be drawn. 


Diagram 48. 
Black will win. For suppose, 


WHITE. BLACK. 
1. R. to Q. R’s 3rd (ch.) 1. B. to K's 6th. 
2. R. to Q. R's 2nd. 2. K. to Kt.'s 6th. 
3. R. to K. R’s 2nd. 3. B. to K. B's 5th. 
' 4. R. to Ө. R’s 2nd. 4. B. to K. R’s 6th. 
5. К. to Q. R's 3rd (ch. 5. B. to K's 6th. 
6. R. to Q. R's 2nd 6. Kt. to К. B's 7th (ch.) 
7. K. to Kt.'s sq. 7. B. to К. Kt.'s 7th. 
8, К. to K's 2nd, 8, Kt. to K. R’s 6th (check- 


mate.) 
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Diagram 48. Diagram 49. 


BLACK, 


WHITE. WHITE. 


Diagram 49. 


In this position also Black, with the move, will win, as his adversary 
will not be able to exchange his Rook for the Bishop. 
WHITE, BLACK. 
1. K. to K. B's 7th. 
2. R. to Q's sq. 2. Kt. to Q. Kt.'s 6th (ch.) 
3. K. to Q. Kt.'s 2nd. 
(Had he played K. to Q. B's 2nd, Black would have taken the Rook 
checking, and if White retook, have given mate next move.) 


3. B. takes R. 
4. P. to Q. R's 7th. 4. B. to K. B's 6th. 
5. K. takes Kt. 5. K. to К. Kts 8th. 
6. P. to K. R's 4th. 6. Kt. takes P. 
7. K. to Q. B's 4th. 7. Kt. to К. Kt.'s 3rd. 
8. K. to Q. B's 5th. 8. Kt. to K, B's 5th. 
9. K. to Q's 6th. 9. Kt. to Q's 6th. 
10. K. to Q. B's 7th. 10. Kt. to Q. Kt.'s 5th. 


11. K. to Ө Kt 's 8th. 11. Kt. to Q. R's 6th (ch.) 
And will win, 
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ROOK AND PAWN AGAINST ROOK. 


Гнів isa mor? important ending, as being one of more probable occurrence 
in actual play than many of those we have been examining. The single 
Rook will frequently draw against Rook and Pawn when his King is in 
front of the Pawn. 

The first position (see Diagram 50) is given by Philidor, and is intended 
to show the method by which Black may draw the game, and also the mode 
of play which White must adopt should his adversary not play the correct 
defence. White, having to play, moves— 


WHITE. BLACK. 
1. P, to K's 5th. 1. R. to Q. Kt.'s 3rd. 


Uf he play В. to Q. R’s 8th, Philidor thinks he ought to lose ihe game 
See Variation.) 


2. К. to Q. R’s 7th. 2. R. to Q. B's 3rd. 
3. P. to K's 6th. 3. R. to Q. B's 8th. 
4, K. to K. B's 6th. 4. R. to K. B's 8th (ch.) 
And will draw. 
VARIATION, 
WHITE. BLACK. 
1. P. to K's 5th. l. R. to Q. R’s 8th. 
2. К. to К. B's б. 2. К. to К. B's 8th (ch. 
3. K. to his 6th. 3. K. to K. B’s sq. 
4. R. to К. R's 8th (ch.) 4. K. to K. Kt.'s 2nd. 
5. К. to K's 8th. 5. R. to K's 8tu. 
6. K. to Q's 7th. 6. К. to К. B's 2nd. 
(If Black here check with the Rook, White must move K. to his 7th.) 
7. P. to K's 6th (ch.) 7. K. to K. Kt.'s 2nd, 
8. K. to his 7th. 8. R. to K's 7th. 
9. R. to Q's 8th. 9, R. to K's 8th. 
10. R. to Q's 2nd. 10. К. to К?з 6th. 
11. R. to K. Kt.'s 2nd (ch.) 11. K. to R's 2nd. 
12. K. to K. B's 7th. 12. R. to K. B's 6th (ch.) 
13. K. to his 8th. )3. R. to K's 6th. 
14. P. to K's 7th. 14. R. to Q's 6th. 
15. R. to Q. B’s 2nd. 15. K. to K. Kt.'s 2nd. 
16. R. to Q. B's 7th. 16. R. to Q's 7th. 
17. R. to Q's 7th. 17. R. to Q. Kt.'s 7th. 
18. R. to Q's sq. 18. R. to Q. Kt.'s sq. (ch.) 
19. K. to Q's 7th. 19. К. to Q. Kt.'s 2nd (ch." 
20. K. to K's 6th. 20. R. to Q. Kt.'s 3rd (ch. 
21. R. to Q's 6th. 21. К. to Q. Kt.'s sq. 


22. R to Q's 8th. 
And wins. 
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Diagram 50. 


WHITE. 


In the next case, according to’ Del Rio (see Diagram 51), Black will 
draw the game, even against two Pawns. But this has subsequently been 
discovered to be an error, since White can win without much difficulty. 


WHITE. BLACK. 
1. K. to Q. B's 4th 
2. R. to K. R’s 8th. 2. K. takes P. 
3. R. to Q. B's 8th (ch.) 3. K. to Q. Kt.'s 4th, 
4. K. to Q's 4th. 


Winning easily. 


Diagram 52, 
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Diagram 52. 
Black, having to move, the game is drawn. 


WHITE, BLACK. 
1. К. to Q. R's 7th (chy 
2. К. to Ө. Kt.'s 6th. 2. R. to Q's 7th. 


And Black has only to persist in placing his Rook in front of that of Lis 
adversary, as if the latter takes it, he gives stalemate. 


Diagram 53. 
In this instructive position White, with the move, will win the game. 
WHITE. BLACK. 

l. R. to K. B's 4th. l. R. to K. R's 8th. 
2. R. to K's 4th (ch.) 2. K. to Q's 2nd. 
3. K. to K. B's 7th. 3. R. to K. B's 8th (ch.) 
4. К. to K. Kt.'s 6th. 4. К. to К. Kt.'s 8th (ch.> 
5. K. to K. R's 6th. 5. К. to К. R’s 8th (ch.) 
6. K. to K. Kt.’s 5th. 6. R. to К. Kt.’s 8th (ch. 
7. R. to К. Kt.’s 4th. ^ 


And White wins. 


ROOK AGAINST ONE OR MORE PAWNS. 


We have already seen (р, 430) that a Pawn at its 7th square, defended 
by its King, and with the adverse King at a distance, may in some cases 
draw the game against the Queen. It will be obvious that, in a similar 
position, it must be much more easy to do so against a Rook. The latter, 
indeed, must speedily be sacrificed for the Pawn to prevent the loss of the 
game. When, however, the Pawn is not quite so far advanced, and espe. 
cially if supported by a second one, many cases of the greatest difficulty 
occur, and which demand the utmost nicety and precision of calculation. 

The following examples will serve in some degree to illustrate this, and 
they might easily be varied and increased to an indefinite extent, 


Diagram 54. 
White must lose, even with the move. 
Suppose ;— 
WHITE. BLACK. 
1, R. to K's 8th. 1. K. to Q's 2nd, 
2, К. to his 3rd, 2. P. “Queens,” 


&e., &c. 
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Diagram 54. Diagram 55, 


Diagram 55. 
Here White will win the Pawn, and therefore the game, 


WHITE. 
1. R. to K. Kt.'s 6th (ch.) 


1. K. to Q's 4th 
2. K. to Q's 2nd. 2. P. to Q. B's 4th. 
3. R. to Q's 6th (ch.) 3. K. to Q. B's 5th. 
4. K. to Q. B's 6th. 4. K. to Ө. Kt.'s 5th, 
5. K. to Q's 5th. 5. P. to Q. B's 5th. 
6. К. to Q. Kt,’s 6th (ch.) 6. K. to Q. B's 6th. 


7. R. to Q. B's 6th. 
And White wins. 


Two united Pawns at their 6th square, supposing the Kings to be at a 
distance, will win against a Rook if they have the move, or even without 
the move, providing they are not at the moment attacked. (See Dia. 

ram 56.) 
Black having to play, moves :— 


WHITE. BLACK, 
1. Р. to Q. Kt.'s 7th. 
2. R. to K. B's sq. 2. P. to Q. B's 7th. 
3. К. to К. Кєз sq. (ch.) | 3. К. to К. R's 6th, 
4. К. to К, B's 3rd. T 4, Either Pawn ** Queens.’ 
we, NC, 
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Diagram 56. Diagram 57, 


BLACK, 


Three united Pawns, defended by their King, must win against a Rook, 
unless the adverse King can be brought at an early period in front of the 
Pawns. In the present instance (see Diagram 57) the Pawns win, even 
under that disadvantage. 


WHITE. BLACK. 


1. P. to К. B's 6th (ch.) 
2. R. takes P. 2. R. P. “Queens” (ch.) 
3. K. takes Q. 3. K. takes R. 
4. K. to K. Kt.'ss 4. P. to K. Kt.'s 7th. 
5. K. to K. R’s 2nd. 5. K. to B's 7th, and wins. 
Or, 
1. P. to K. B's 6th (ch.) 
2. К. to R's sq. 2. P. to К. Kt.'s 7th (ch.) 
3. K. takes R. P. 3. P. takes R., and becomes 


a Kt. (ch.), and wins, 
It is evident that were Black to make a Queen, his opponent would ba 


stalemated. 
Even when, as in the next position (see Diagram 58), the Pawns aro 
one step less advanced, Black, by careful play, will be able to draw the 


game, 


WHITE. BLACK. 
1. К. to К. B's 2nd. 1. K. to K. B's 3rd. 
2. K. to К. B's 4th. 2. K. to K. Kt.'s 3rd. 
3. К, to К?з 2nd. 3. K. to K. B's 2nd. 
4. R. to K's 5th. 4. K. to K. Kt.'s 3rd. 
5. R, to K's 6th (ch.) 5. K. to K. Kt.'s 2nd. 


6. К; to Q's bth. 
(White dare not play К. to Kt.'s 5th, as Black would then advance 
Ев Ражт., afterwards supporting it with Kt.’s Pawn.) 
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6. K. to К. B's 2nd, 
His best move; were he to play К. to R’s 2nd he would lose; thus,-— 


6. K. to R’s 2nd. 
7. K. lo Kt.'s 5th. 7. K. to К. Кїз 2nd, 
8. R. іо Kt.’s 6th (ch.) 8. K. to К, R's 2nd. 
9. R. to K. R's 6th (ch.) 9. К. to К. Kt.'s 2nd, 
10. R. to К. 18 5th. 
And wiil шіп. 


7. R. to K. R's 6th. 7. K, to К. Kt.'s 2nd. 
8. К. to К. R’s 5th, 8. К. to К. Kt,’s 3rd. 
9, R. to К. Kt.’s 5th (ch.) 9. K. to K. R’s 3rd, 


10. К. to К. Kt.'s 8th. 
‘Te is clear that, if White take the Pawn, Black must win, through the 
advance of R’s Pawn.) 
10. К. to K, R's 2nd. 
11. К, to Q's 8th, ll. K. to К. Kt.'s 2rd. 
12. К. to Q’s 6th (ch.) 
And cannot do more than draw the game. 


Diagram 58. Diagram 59. 
BLACK. BLACK. 


WHITE, WHITE. 
› 


Had Black, however, played up his King to support the Pawns, һе 
must have lost. (е. g.) 


WHITE. BLACK. 
1. К. to К. B's 2nd. 1. К. to К. Kt.’s 3rd, 
2. K. to К. B's 4th 2. K. to K. R's 4th. 
3. R. to Q's 2nd, 3. K. to K. R’s 5th, 


4. R., to Q's 6th. 4. K., to К, R's 4th. 
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5. R. to K's 6th. 5. P. to К. Вв 7th 
€. K. to K's 8th. 6. P. “Queens,” 
7. R. to К. R's Sth Cch.) 


And wins. 


Diagram 59. 
With the move Biack wins. 
WHITE. BLACK. 


. К. to Q. B's sq. 
2. K. to Q. R's 6th. . K. to Q. B's 3rd, 
3. К. takes R. 


. P. to Q. R's 7th. 
4. K. to Q. R’s 7. . P. “Queens” (ch.) 
5. K. to Q. Kt.'s sq. . Q. to Q. R’s 3rd. 
6. R. moves. 


. Q. checkmates. 


С ль о м нч 


ROOK AGAINST TWO ROOKS. 


Tux two Rooks, in all ordinary cases, win with ease against one Rook, 
for you are speedily able to force an exchange of the single Rook for one 
of yours. As in almost every rule which can be laid down in chess, 
however, occasional exceptions occur. 


Diagram 60. 
BLACK. 


WHITE. 


This ingenious position is first given by Stamma, and has been copied 
by many subsequent writers, With the move, Black gives checkmate at 
once; and even without this advantage, it would at first sight appear 
that he may draw the game, because White cannot at the same time 
defend the checkmate and protect his attacked Rook. By the following 
mode of play, howeve , it will be seen that, having to play, White may 
win the game, 
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WHITE. BLACK. 
1, R. to K. R’s 5th. 1. R. takes R. 
2, R. to Q. R’s 6th ZR 2. К. move. 
3, R. to Q. R’s 5th (ch. 3. K. moves. 
R. takes R. 
And wins. 


The most important class of cases in which the single Rook is enabled 
бо draw the game, is that where his King is placed in a position of stale- 
mate by the two Rooks; the weaker force has then only to persist in 
giving a perpetual check, and offering to sacrifice his Rook as often as the 
opportunity arises. Diagram 61 is an example. Suppose :— 


WHITE. BLACK. 
Е 1. К. to 9. Kt.'s 2nd (ch.) 
2. K. to his 8th. 2. R: to Q. Kt.'s sq. (ch.) 
3. K. to Q's 7th. 3. R. to Q's sq. (ch.) 
4. K. to Q. B's 7th, 4. К. to Ө. B's sq. (ch.), &е, 


And it is obvious that White cannot avoid the check without stalemating 
his adversary. 


Diagram 62. 


е Diagram 62. 
Here, with the move, White wins the game, 
WHITE. BLACK, 
1. P. to К. B’s 7th. l. R. to K. B's sq. 


(Had he moved instead, P. to Q. B's 7th, White would win by 2. Р. to 
K. B's 8th, becoming a Queen.) 


2, В. to К. B's 2nd, ~ 2. К. takes К, B. P. 
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(In lieu of 2. R. takes Р. Black might have played Р. to Q. B’s 7th ; 
had he done so, White would have taken the Pawn, and then moved 
R. to K's 2nd.) 


3. R. takes R. 3. K. to Kt.'s sg. 
4. R. to Q. B’s 7th. 
And wins. 


ROOK AND BISHOP AGAINST ROOK. 


Tux long pending controversy, whether the King, Rook, and Bishop can 
win by force from any indifferent position against the King and Rook: 
alone, appears at length to be definitively settled in the negative. Тһе 
merit of this interesting discovery, which may be said to set at rest a ques- 
tion upon which the leading players of Europe have been at issue for 
above two hundred years, is mainly due to the unwearying industry and 
a penetration of Mr. Kling, a German amateur, long domiciled in England. 
Before proceeding to the consideration of the many beautiful variations 
adduced by Mr. Kling to establish his conclusion, we should recommend 
the student who is desirous of comprehending the peculiar difficulties 
which beset this remarkable enigma, to make himself perfect master of the 
selebrated position from which Philidor so admirably demonstrates that 
the superior forces win. (See Diagram 63.) 


PHILIDOR’S POSITION. 
Diagram 63. 


WHITE. 

WHITE. BLACK. 
1. К. to Q. B's 8th (ch.) 1. R. to Q’s sq. 
2. К. to Q. B's 7th. 2, R. to Q's 7th. 


(This is his only play to prevent your winning immediately, for ат wil be 
seon presently, when once you can compel him to move the Rook to 
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our Q's sq., or to your Q's 3rd, the only two other squares open to 
im, the game must be won in a few moves.) 
3. R. to Q. Kt.'s 7th. 3. R. to Q's 8th. 
(Here you observe that he was obliged to occupy one of the objectionable 
squares, since if he played his R. off the file, you mated at once.) 
4. R. to K. Kt.'s 7th. 4. R. to К. B's 28th (or Var. Т.) 
5. B. to К. Kt.'s 3rd. 5. К. to B's sq. (or Var. П.) 
"You play the B. thus to prevent his checking when he moves the Rook, 
and at the same time to force him to take up a less advantageous 
position.) 
; 6. К. to К. Kt.'s 4th. 6. K. to his sq. again. 


fife returns his King thus, because you now threaten to win directly by 
playing the B. to Q's 6th (ch.), and afterwards R. to K. Kt.'s 8th, 
Хо.) 


7. К. to Q. B's 4th. . R. to Q's 8th (or Var. IIL) 
8. B. to K. R’s 4th. 8, K. to B's sq. 
9. B. to К. B's 6th. 9. К. to K's 8th (ch.) 
10. B. to K's 5th. 10. K. to Kt.'s sq. 
1. R. to К. R’s 4th. 
And he cannot possibly save the game. 
VARIATION É., 
Beginning at Black's 4th move. 

WHITE. BLACK, 
4. R. to K. Kt.'s 7th. 4. K. to B’s sq. 
5. К. to К. R’s 7th. Р 5. R. to К. Kt.'s 8th. 


By this move he is compelled to play his R. to Kt.’s 8th, in order to 
interpose when you check with yours, and the result is that you win 
his R. by force.) 

6. Е. to Q. B's 7th. 6. К. to Kt.’s sq. 


(This is his best move; if he check with the R. at K. Kt.'s 3rd, you 
interpose the Bishop, and he cannot escape.) 1 
7. R. to Ө. B's 8th is 7. K. to R's 2nd. 
8. R. to K. R’s 8th (ch. 8. K. to Kt.'s 3rd. 
9. R. to K. Kt.'s 8th (ch.) 
Winning his Rook. 


Variation IL, 
Beginning at Black's 5th mcve. 


WHITE. | BLACK. 
5. B. to К. Kt.'s 3rd. 5. R. to K. B's 6th. 
6. B. to Q's 6th. 6. R. to K's 6th (ch, 
7. B. to K's 5th. 7. К. to К. B's б, 
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(Uf he move the X, to B's sq., instead of playing the R. thus, you have 
only to place your R. on К. Rs 7th to ensure the iun) 


8. R. to K's 7th (ch.) 8. К. to B's sq. 

(If K. to his Q’s sq., your reply must be К. to Q. Kt.'s 7th.) 
9. R. to Q. B's 7th. 9. К. to КЕ? sq. 

1). К. to К. Kt.'s 7th (ch.) 10. K. to B's sq. 

11. R. to K. Kt.'s 4th. 11. K, to his sq. 


(If he play R. to K's 6th, instead of returning the К, to his sq., you 
answer with R, to К. R’s 4th, &c.) 


12. B. to K. B's 4th. 
And you must win easily. 


VARIATION IIÍ., 


Beginning at Black's 7th move. = 


"WHITE. BLACK, 
7. &. to Ө. B's 4th. 7. K. to B's sq. 
8. B. to K's 5th. 8. К. to Kt.'s sq, 


9. R. to K. R's 4th. 
Winning. 


In playing over the variations just submitted, it is impossible to avoid 
being struck by the elegance and accuracy of this analysis, but, as Lolli 
and other writers observe, ** the general proposition laid down by Philidor, 
of the Rook and Bishop winning against a Rook, can only be sustained 
on the supposition that the adversary can always be forced into this or a 
similar position," and this, though attempted by Philidor in his edition 
of 1777, has never been demonstrated, and in the opinion of every vlayer 
who is conversant with the subject, is an impossibility. 

Lolli has subsequently given three positions, in two of which White 
can win by force, but the third is one where, with the best possible play, 
he ean only draw. As these positions are well known, and are besides 
comprehended in one or other of the categories in Mr. Kling's demon- 
stration, it is not necessary to give them again. In addition to these, 
Mr. Cochrane has given three situations, which it appears were sent by 
two players of Lille to the Café de la Régence, in Paris, as examples 
where White can only draw the game. (See Cochrane, p. 341.) 

In later times Mr. Szen, the celebrated player of Hungary, has also 
put forth a position wherein Black can maintain his defence and draw the 
game. (See Diagram 64.) 

But, still more recently, we have had the admirable analysis of Mr. 
Zytogorski, in which an attempt, all but successful, has been made to 
prove that the superior force should always win. (See the ** Chess- Player's 
Chronicle,” vol. ii. p. 427, and vol. iii. pp. 13, 45, 74, and 289.) From 
this able article we take one of the most important positions, where 
Mr. 7, conceives he demonstrates that White can win, but which Mr. 
Kling has shown to be an error. (See Diagram 65.) 
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Mn. ZzEgN's POSITION. Mn. ZYTOGORSKI’S Pos:rion. 
Diagram 64. Diagram 65. 
BLACK. 


ОО WHITE. 


As these positions are included in one or other of the classes into which 
Mr. Kling divides the subject, it is needless to append their manifold 
variations, but the particular one of Mr. Zytogorski’s in which the error 
before alluded to occurs, it may be well to give, Place the Pieces as in 


Diagram 65. 


WHITE. 
1. R. to K's 8th (ch.) 
2. R. to K's 7th. 
3. R. to Q's 7th. 
4. R. to Q. B's 7th. 
5. B. to К. B's 6th. 
9. K. to B's 5th. 
7. B. to K's 5th. 
8. К. to К. Кїз 7th (ch.) 
9. R. to Q's 7th. 
10. K. to B's 6th. 
11. B. to Q's 6th. 
12. К. to К. Kt.'s 7th (ch.) 
13. R. to K. Kt.'s 2nd. 
14. K. to К. Kt.'s 6th. 
15. B. to Q. B's 5th. 
16. R. to K. Kt.'s 5th. 
17. K. to B's 6th (dis. ch.) 
18. B. to K's 3rd. 
19. R. to K. Kt.’s 7th (ch.) 
20, Е. to Ө. Kt.'s 7th. 


BLACK. 
1. R. to K. B's sq. 
2. R. to K. B's 8th. 
3. R. to K. B's 7th. 
4. К. to К. B's 8th. 
5. К. to К. Kt,'s 8th (ch.) 
6. К. to К. Kt.'s 7th, 
7. R. to Q. R's 7th. 
K. to B's sq. 
. К. to Kt.’s sq. 
10. К. to Q. К’ 3rd (ch.) 
11. К. to Q. R’s 8th. 
12. К. to R’s sq. 
13. К. to К. B's 8th (ch. 
14, K. to Kt.'s sq. 
15. R. to К, B's 5th. 
16. К. to Q. R's 5th. 
17. K. to R's 2nd. 
18. R. to Q. B's 5th. 
19. K. to R's sq. 
20. K. to Kt.'s sq. 


co 


It is at this 20th move of Black, according to Mr. Kling, that Mr 


Zytogorski’s mistake occurs, 
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Nothing can be more beautiful and correct than the foregoing play, but 
ut this point, instead of directing Black to move his King as above, he 
makes him give check with his R. at Q. B’s 3rd, and by that means lose 
the game. 


21. R. to Q. Kt.'s 8th (ch.) 21. K. to R’s 2nd. 
22. К. to Q. Kt.'s 6th. 22, К. to Q. B's 213, 
23. B. to Q's 4th. 23. К. to К, B's 2nd (ch. 


This is his only move to draw the game; and now, whether you take tne 
Rook or not, he will succeed in preventing your winning. 


Hr. Hling’s ** Analysis.” 
FIRST CHAPTER. 
Tux positions found in the following Chapter will show.how the player 
with the Rook and Bishop can drive his adversary to the end of the board, 


and at the same time will point out the surest method that Black can 
adopt to arrive at a position for drawing the game, 


First Posrrrow. (Diagram 66.) 
BLACK. 


We start from a position which the Black can always be compelled ta 
occupy. 


WHITE, BLACK. 

l. B. to K's 5th. 1. R. to Q. Kt.'s 2nd, 

2. R. to К. R’s 6th. 2. R. to Q's 2nd. 

3. B. to Q's 6th. 3. К. to Q's sq. (see Var, 1 
and III. 

4. R. to K. B's 6th (ch.) 4. K. to K. К?з 2nd. 

5. B. to K. D's 4th. 5. R. tc Q's 2nd, 

6. K. to K's 6th, 6. R. to Q's 8th. 


(This move is bad, and loses the game. бес Variation fI.) 
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7. B. to K's 5th. 7. К. to К. R's 2nd. 

8. R. to K. B's 7th (ch.) 8. K. to Kt.’s 3rd. 

9. R. to К, Kt.'s 7th (ch.) 9. К. to К. R’s 3rd. 
10. R. to K. Kt.'s 4th. 10. К. to К, R’s 2nd, 
11. К. to К. B's 7th. 11. R. to Q's 2nd (ch.; 
12. K. to K. B's 6th. 12. R. to Q. Kt.'s 2nd. 
13. K. to K. B’s 5th. 13. R. to Q's 2nd. 

14. Е, to К. Kt.'s sq. 14. К. to К. B's 2nd (ch) 
15. B. to K. B's 6th. 15. R. to Q's 2nd. 

16. R. to K. R's sq. (ch.) 16. K. to Kt.’s sq. 

17. K. to K's 6th. 17. R. to K. R's 2nd. 


18. К. to К. Kt.’s sq. (ch.) 18. K. to K. B's sq. 
19. R. to Q's sq. 
And wins. 


This variation shows that Black's 6th move loses the game; the other 
emriations lead to drawn games. 


Varration I. 


WHITE. BLACK. 
3. K. to K. Kt.'s 2nd. 

4. R. to K. Kt.'s 6th (ch.) 4. K. to K. B's 2nd. 

5. R. to K. B's 6th (ch.) 5. К. to Kt.’s sq. 

6. K. to K's 6th. 6. R. to Q. R's 2nd. 

7. R. to K. B's 8th (ch.) 7. K. to K. R’s 2nd. 

8. R. to K. B's sq. 8. K. to Kt.'s sq. 

9. B. to K's 5th. 9. К. to Q. R's 3rd (ch., 
10. K. to К. B's 5th. 10. R. to K. R's 3rd. 
11. R. to K. Kt.'s sq. (ch.) 11. К. to К. B's 2nd. 
12. К. to К. Kt.'s 7th (ch.) 12. K. to K. B's sq. 
13. B. to K. B's 6th. 13. R. to K. R’s 7th. 
14. R. to Q. R’s 7th. 14. К. to Q. B's 7th. 
15. B. to K's 7th (ch.) 15. K. to K's sq. 

16. B. to Q's 6th. 16. K. to Q's sq. 
17. K. to K's 6th. 17. К. to Q. B's sq. 


It now becomes a position of the second class, the defence of whick 
will be found in the Third Chapter. 


VARIATION II. 


WHITE. BLACK. 
6. R. to Q. R's 2nd. 
7 


7. B. to K. R’s 6th (ch.) . К. to Kt.'s sq. 
8. B. to K. B's 8th. 8. R. to Q. R's 3rd (ch.) 
9. B. to Q's 6th. 9. R. to Q. R's 2nd. 
10. R. to K. B's 8th (ch.) 10. K. to R’s 2nd. 
11. R. to K. B's sq. 11. К, to Q. R’s 3rd. 
12. К. to К. Kt.’s sq. 12. K. to К. R's àrd. 


This ів now a position of the first class, the defence of which will be 
found in the following Chaptor. 
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Variation III. 


WHITE. BLACK, 
3. К. to K's sq. 

4. К. to K's 6th (ch.) 4. K. to Q's sq. 

5. R. to K. B's 6th. 5. K. to Q, B's sq.* 

6. R. to K. B's 8th (ch.) 6. K. to Q. Kt.'s 2nd, 
7. K. to K's 6th. 7. R. to K. R's 2nd. 

8. K. to Q's 5th. 8. К. to К. R's 4th (сї) 
9, B. to K's 5th. 9. K. to Q. Kt.'s 3rd. 
10. R. to Q. Kt.'s 8th (ch.) 10. K. to Q. R's 4th. 


Again a position of the first class. 


SECOND CHAPTER. 


First Class. 


The division of the different positions into classes is made to estimate 
their value with regard to the possibility of defence, 

The first and second class give us the easiest method of defence, and 
we shall see that we can arrive at the one or the other by playing the 
correct moves; we shall also show that one can be changed to the other. 
If, however, the second player does not play very well, he can be forced 
into a position belonging to the other classes, which gives to the first 
player a better chance of forcing the game. 

We have only made use of the Queen’s Bishop in the several positions 
—it being evident that the King’s Bishop would lead to simil" positions 
on squares of the other colour. 

Diagram 67. Diagram 68. 
BLACK. BLACK, 


WHITE, 


First, Second, and Third Posi- Fourth Position.—'This last ро- 
tion.—The White Rook occupying sition is the only exception in the 
the same square in the three posi- first class, in which White can win 
tions. by playing К. to Kt,'s 6th. 


* If Black play R. to К. R's 2d, it will stii! resolve into & position of 
the first class. ‘ 
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The other positions are played as follows. 


First Posrrion, 


This is the one of the most difficult of this class for the defence, the 
Black King being so near the Rook’s square. It is evident that White 
would win, were the Black King placed on Q. R’s square, and his Rook 
on Q. R’s 8th—and White’s King on Q. R’s 5th—B. on Q. R’s 4th— 
К. В. on K. R’s 7th, the position being the same on the left side of the 
board as that‘of the fourth position on the right. 


WHITE. BLACK. 
1. K. to Q. B's 5th. 1. K.to Q. R's sq.(or Var. I.) 
2. B. to Q's 2nd. 2. R. to Q. Kt.'s 2nd. 
3. R. to K. R’s sq. 3. R. to K's 2nd. 
4. B. to K. Kt.'s 5th. 4. R. to Q. Kt.'s 2nd. 
5. B. to K. B's 6th. 5. R. to Q. К 2nd. 
6. B. to Q's 4th. 6. R. to Q. B's 2nd (ch.) 
7 7 


. K. to Q's 5th. . K. to Q. Kt.'s 2nd. 


8. B. to K's 5th. 8. R. to K. B's 2nd. 
9. К. to K's 6th. 9. R. to К. B's 7th. 
10. R. to Kt.'s sq. (ch.) 10. K. to Q. B’s 3rd. 
“11. R. to B's sq. (ch.) 11. K. to Q. Kt.'s 4th. 
12. K. to Q's 5th. 12. R. to K. B's 4th. 
13. R. to Kt.'s sq. (ch.) 13. К. to Ө. R's 4th. 


This is a position of the same class, and one more favourable for the 
defence than the first position. 


VARIATION I. 


WHITE. BLACK. 

1, R. to Q. B's 8th (cb.) 
2. K. to B's sq. 

K. to Q's sq. 

R. to K's 8th. 

. to К?з 3rd (ch.) 

. R. to K's 8th. 


2. K. to Q. Kt.'s 6th, 
3. B. to Q. B's 5th. 
4. K. to Q. B's 6th. 
5. R. to K. B's 7th. 
6. B. to Q's 6th. 

7. R. to К. B's 6th. 


This is not so well defended as the other, but it is still a drawn game, 
as we shall see in the third position of the third class, ‘The best method 
of defence is only given, the variations being too numerous and too 
similar to excite any interest. 


с> л с 
E 


THIRD CHAPTER, 
Second Class. 


In this class there is only one position won for the White. Besides 
the five regular positions, we have added one where the White King 
attacks the adverse Rook at the first move, which gains White a move 
&nd the game. 
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This position is solely to shew with what precizion the Black Rook 
ought to be played, 


Frer Posrrion, (Diagram 69.) — Srconp Positron. (Diagram 70.) 


BLACK. BLACK. 


WHITE. 


Тнтвр Position. (Diagram 71.) FounTH Posrrion. (Diagram 72.) 
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FirrH Роз:ттох. (Diagram 73.) Sixvi: Posrrion. (Diagram 74.) 
BLACK. BLACK, 


WHITE. WHITE. 


This fifth position is the only one of this class which is lost for Black. 
The Black Rook is placed on K. Kt.’s 5th—the game being lost on any 
other square on the same line; were he on the K. Kt.'s 3rd, White 
could give mate in three moves, which would be still worse. 


White to play. 
WHITE. BLACK. 
1. R. to Q. R’s 8th (ch.) 1. K. to К, R’s 2nd. 
2. К. to К. B's 5th. 2. R. to Kt.'s sq. 
3. К. to Ө. R’s 7th (ch.) 3. K. to R’s 3rd. 
4. R. to Q. R's sq. 
Winning. 


The third of these positions (Diagram 71) may be played in the follow. 
ing manner :—- 
WHITE. BLACK. 
1. R. to К. Kt.'s 7th. 2. K. to Q's sq. 


By this move Black loses the position of the second class and is obliged to 
take one of the third, which however is still defensible. 


Srxru Position. 


WHITE. BLACK. 
1. K. to Q's 5th. 1. B. to Q. B's 8th. 
2. B. to Q. B’s 5th. 2. К. to Kt.'s sq.* 
3. К. to К, R’s 7th. 3. К. to K's 5th. 
4. K. to Q. B's 6th. 4. R. to K's 3rd (ch.) 
5. B. to Q's 6th (ch.) 5. K. to R's sq, 
6. R. to K, R's sq. 


Winning. 


ү Bn. play to Q's sq., White plays his King to Q. B's 6th, and 
сап occupy a winning position in four moves. 
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FOURTH CHAPTER. 
Third Class. 


Аш there is only one winning position in the five given in this 
sisss, the defence is more difficult than those of the preceding classes, 


First Posirion. (Diagram 75.) 
BLACK. 


WHITE. 


White plays in this position, 
WHITE. BLACK. 
1. R. to Q's 7th. l. R. to Q. B's 7th. 
2. К. to К. R’s 7th. 2. K. to Q. B's sq. 


This is now a position of the second class, and can be resolved into a 
position similar to the one we start from. 


· Second Ровіттом. (Diagram 76.) Tarro Position. (Diagram 77.) 
BLACK, . BLACK. 


WHITE. WHIT, 


460 CHESS-PLAYER’S HANDBOOK. 


Fourra Position. (Diagram 78.) 
BLACK. 


WHITE. 


This fifth position is lost for the Black. (e. g.) 
WHITE, BLACK. 
1. R. to K. R's 8th (ch.) 1. К. to К. Kt.'s sq. 
2. R. to K. R’s 4th. 2. R. to K. Kt.'s 6tu, 
3. R. to Q. R's 4th. 3. K. to Kt.'s sq. 
4. R. to Q. R's 8th (ch.) 4. K. to K. R’s 2nd. 
5. R. to К, R’s 8th. 
Winning. 


ìt is won, because the Black Rook has not so many squares to ple ta 
n3 in the preceding variations. 


FirrH Posrrrow. (Diagram 79.) 
BLACK. 


ENDINGS OF GAMES. 461 


Етгти СтАРТЕК. 
Fourth Class. 


In this Chapter two positions out of five are favourable for White, the 
third and fifth. 


Fresr Position. (Diagram 80.) 
BLACK. 


WHITE. BLACK. 
1. R. to Q. B's 7th. 1. R. to K’s 3rd. 
2. R. to Q’s 7th. 2. R. to Q. B’s 3rd. 
3. R. to Q’s 2nd. 3. R. to Q. B’s 8th. 


4. R. to Q's 6th. 
It is now a position of the third class; but if Black for his first move 
play R. to Q’s 8th, White can win. 


Skcowp Position. (Diagram 81.) Tarp Posrrrow. (Diagram 82.) 


WHITE. WHITE, 
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Tn this third position, White can win in the following manner :— 
WHITE, BLACK. 


1. К. to Q. B's 2nd. l. R. to Q. R's 2rd 
2, R. to K. R's 2nd. 2. K. to Q. B's sq 
3. R. to Q. Kt.'s 2nd. 3. R. to Q. R’s sq. 
4. К. to Q. Kt.'s 6th. 1. K. to Q's sq 
5. R. to Ө. B's 6th. 5. K. to K's sq.* 
6. R. to Q. B's sq. 6. K. to Q's sq 
7. B. to K's 7th (ch.) 7. K. to K's sq. 
8. К. to К, B’s sq. 8. К. to Q. Е” 3rd (ch.; 
9. B. to Q's 6th 9. R. takes D. 
10, K. takes R. 10. K. to Q's sq. 
11. Rook mates. 


Sixru CHAPTER. 


Fifth Class. 


VinsT Posrrrow. (Diagram 82.) — Szcowp Positron. (Diagram 84.) 


* The game is equally lost if Rook moves to Q. It’s and. This move 
gives rise to many variations, which are given in ‘‘ Le Palaméde " for 
1846, page 493. &c. 
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Turgo Position. (Diagram 85.) Founrm Position. (Diagram 86.) 


BLACK, 


BLACK, 


——{( 


Е 


—À| E 


WHITE, WHITE. 


All the positions of this class are won for White, with the exception of 
the last, which, however, is the most difficult to defend. Some of these 
positions have been analysed by Philidor and Lolli. The last may be 
found in the ** Chess Chronicle," and at the time it was thought to be a 
won game by Mr. Kling, and many of our best players; a profound 
analysis has demonstrated the impossibility of winning. Mr. Kling now 
agrees in the opinion of Lolli, La Bourdonnais, and others, who have 
declared the following position a drawn game. 


Diagram 87. 
BLACK. 


WHITE. 


We shall see that this position is nearly the same as Nc. 4 of this class. 
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Lolli, as also La Bourdonnais, give no instruction with regard to the 
manner of playing it. The lastsays, in his work, pp. 186, 187 (1833) + 
** It is to be regretted that Lolli has not given the principal moves. ‘This 
position of Lolli is fertile of ‘pats,’ and I think that Black, by playing 
correctly, can always hinder their adversary from occupying, with their 
King and their Bishop, the position where the winning of the game is 
shown (viz. K. on K's 6th, B. on K's 5th); but I conceive also that 
White can easily force the Black King on the other line, in a position 
where he will no longer have a defence." 

La Bourdonnais, however, has not given any proof of his opinion, and we 
show the manner which demonstrates the impossibility, He continues :— 
“ Tt is a pity that Lolli has not proved his assertion by a demonstration, 
That would have facilitated the study of this difficult position." 

We are now going to give the defence of this position, - 


Finsr PosrrioN. (Diagram 88.) 


WHITE, 


Here White forces Black to take the first position of the fifth class im 
two moves, and wins the рате, 


WHITE, BLACK. 
1. R. to Ө. Kt.'s 6th (ch.) 1. K. to Q. R's sq. 
2. R. to K. R's 6th. 2, R. to Q. Kt.'s 8th. 
3. К. to К. Rs 8th (ch.) 3. К. to Kt.'s sq. 
4, R. to K, R’s 4th. 4. К. to Q. Kt.'s 8th.* 


* Had Black played R. to K's sq. the game would equally have 
boon lost, and had he moved the R. to Q. Kt.’s 2nd, the game would 
continue thus,— 

WHITE. BLACK. 


$ R.to К. Ке Jth. 5. R, to Q. R's 2nd (eli.) 
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5. B. to Q. Kt.'s 4th. 5. K. to Q. Kt.'s sq. 
6. K. to Q. Kt.'s 6th. 6. K. to B's sq. 
7. К, to Ө. B's 6th, wins. 
It is evident that had Black played К. to Q. B's sq. on the first move 
White would win by playing R. to Q's 6th. 


In the Srcowp Posrrron of this Class (see Diagram 84, page 462) 


White plays,— 
WHITE. BLACK. 

J. R. to K's 8th (ch.) l. R. to Q's sq. 

2. R. to K's 7th. 2. R. to Q's 7th. 

3. К. to К. B's 7th, ?, R. to Q's 8th. 

4. R. to Q. R's 7th, 4. R. to Q. Kt.'s 8th. 
5. R. to K's 7th. 5. R. to Q's 8th. 

6. B. to K's 3rd. 6. R. to Q's 6th. 


(Jf Black play 6. R. to Q's sq., White replies with R. to К?з 5th, and 
wins more speedily.) 


7. B. to Q. Kt.'s 6th. 7. R. to Q. B's 6th (ch.) 
8. B. to Q. B's 5th. 8. R. to Q's 6th. 
9. R. to Ө, B's 7th (ch.) 9. K. to Q's sq. 

10. R. to Q. R's 7th. 10. K. to K's sq. 

11. R. to K's 7th (ch.) ll. K. to Q's sq. 

12. R. to K's 4th. 12. K. to Q. B's sq. 


13. B. to Q's 4th. 
And vins. 


Turrp PosrrroN. (See Diagram 85, page 463.) 


WHITE. BLACK. 
1. К. to К. Kt.’s 8th (ch.) 1. R. to K. B's sq. 
2. Roto К. ин ТВ 2. R. to К. B's 7th. 
3. К. to К, R's 7th. 3. R. to К. D's 8th. 
4. К. to Q. B's 7th. 4. R. to Q's 8th. 
^, В. to Q. B's 3rd, 5. R. to Q's 6th. 


(If Black play instead 5. К. to Q's sq., the answer is 6. К. to Q. B's 4th, 
winning more easily.) 


6. K. to Q. Kt.'s 6th, 6. К. to Q. Kt.'s 2nd (ch.) 
7. K. to Q. B's 6th. 7. К. to Q. Kt.'s sq.! 
8. B. to Q. B's 7th. 8. К. to Ө. Kt.'s 2nd. 


9. R. to K. R’s 4th, and wins, 


1 If Black move— 
K. to Q. R’s 2nd, 
B. to Q. B's 7th. K. to Q. R’s sq. 
R. to К. R's 4th, and wins, 


For several interesting variations to this first position see “Le Pala- 
mède,” 1841, рр. 531, 532. р 
АН 
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„+ 6. Bato K. B's 6tn. | 6. К, to K's 6th (ch.) 
7, B. to K's 5th. 7. К. to Q's 6th, 
. R. to K's 7th (ch.) 8. K. to Q's sq. 
9. R. to K. R's 7th. 9. К. to Ө, B's sq. 
10. К. to Q. B's 7th (ch ` 10. K. to Q's sq. 


- 11. К. to Q. B's 4th. 
And wins, 
Fourra Position. (See Diagram 86.) 
[This position, with the leading variation, which deserves the most atten. 
tive: consideration, has already been given in the introductory observa- 
tions to Mr. Kling's Analysis. (See page 452, and Diagram 65.) ] 

The variations springing from this last position are so numerous that 
it would be impossible to give them all; we only add two, where Black 
having played incorrectly, has taken a lost position. 

Diagram 89. Diagram 90. 
BLACK. BLACK. 


WHITE. 
Diagram 89. 

WHITE, BLACK. 
1. R. to Q. R’s 3rd. 1. К. to K. Kt.’s 7th (ch.) 
2. B. to К. Kt.’s 3rd. 2. K. to B's sq. i 
3. K. to К. B's 6th. 3. К. to Kt.'s sq. 
4. К. to Q. R’s 8th {cr 4. K. to R's 2nd. 
5. R. to Q. R’s 7th (ch.) 5. К, to R’s 3rd (or Var. 1.) 
6. R. to K. Kt.'s 7th. 6. K. to R's 4th. 
7. R. to К. Кїз 5th (ch.). 7. К. to Rs 3rd. 
8. К. to К. Kt.'s 4th. 8, К. to Кв 2nd, 
9. К. to K. B's 7th, and wins. 

VARIATION Iy | 
From Black's 5th move. 


5. K. to Kt.'s sq. 
6. R. to К. Kt.'s 7th (ch. 6. К. to Rs sq. 
7. R. to K, Kt.'? 4th. 7, R. to Q. Rs 7th. 
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8. B. to K's 5th. 8. K. to К. Вв 2nd.* 
9. R. to K. Kt.’s 7th (ch.) 9. K. to R’s sq. 
10. R. to Kt.'s sq. 10. К, to К” 2nd. 
21. К. to К. Кв sq. (ch.) 11. К. to Kt.’s sq, 
12. B. to Q's 4th. 12. К. to Q. R's 3rd (ch.) 
13. K. to K's 7th. 13. R. to K. R's 3rd, 
14. К, to Kt.'s sq. (ch.) 14. K. to К. Кв 2nd. 
15. White gives mate in six moves. 
Diagram 90. 
WHITE, BLACK. 
1. R. to K. Kt.’s 7th (ch.) l. K. to B's sq. 
2. R. to Q. B's 7th. 2, R. to Q. Kt.'s 8th. 
3. B. to Q's 4th. 3. R. to Q's 8th. 
4, B. to K's 5th. 4. R. to Q. Kt.'s 8th. 
5. R. to Q's 7th. 5. К. to Kt.'s sq. 
6. K. to K. B's 6th. 6. К. to Ө. Kt.'s 3rd (су 
7. B. to Q's 6th. 7. R. to Q. Kt.'s 8th. 
8. B. to Q. B's 5th. 8. R. to Q. Kt.'s 6th. 
9. R. to K. Kt.'s 7th (ch.) 9. K. to R's sq. 
10. R. to Kt.'s sq. 10. R. to К. B's 6th (ch.j 
11. K. to К. Kt.'s 6th. 11. К. to Kt.’s sq.” 
12. R. to K. Kt.'s 4th. 12. R. to Q. B's 6th. 
13. B. to Q's 6th. 13. R. to Q. B's 3rd. 
14. K. to K. B's 6th (dis. ch.) 14. K. to K. R’s 2nd. 
15. R. to K. Kt.’s 7th (ch.) 15. K. to R's sq. 
16. R. to Q's 7th. 16. R. to Q. B's 8th. 
17. B. to K's 5th. 17. R. to Q. B's 3rd (ch. 
18. K. to К. B's 7th (dis. ch.) 18. К, to R’s 2nd. 
19. R. to Q's 8th. 19. K. to R's 3rd. 
20. B. to K. B's 6th, 20. R. to Q. B's 2nd (ch.) 
21. B. to K's 7th. 21. K. to R's 2nd. 
22. R. to Q's 4th. 22. R. to Q. B's 3rd. 
23. В. to Q's 6th. 


And wins. 


There are many other methods of varying the moves, but those given 
zre the most interesting, and sufficiently develope the principle of the 
defence. 

From these it is evident that White can force his adversary's King to 
the extreme line of the board, but it is equally apparent that he cannot 
win, if the defence be correctly played,—it is also shown that Black can 
always make a drawn game, even after losing the advantage ot the posi- 
tions of the first and second class, and being driven into one of the other 
less favourable situations ; those are only exceptions where White has won, 

Mr. Kling concludes his very able and interesting examen (which 
leaves little to be desired beyond a more distinct and methodical arrange- 


* If he play R. to K. B’s 7th (ch.), he is equally lost, See “ Pala- 


vede," 1846, pp. 535, 536. 
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_ ment of the matter), by declaring his conviction, after the most laborious 
investigation of the subject, that ** the Rook and Bishop against the Rook 
constitute a drawn game." 


ROOK AGAINST ROOK AND KNIGHT. 


Tuts species of termination has not received one tithe of the attention 
and study which has been bestowed on the very similar one we have 
just been discussing. It seems to have been taken for granted that 
the single Rook, in such positions, cun draw the game. The late 
Mr. Forth, however, gave much consideration to the subject, and is of 
opinion, and, we think, has satisfactorily proved, that ‘‘the Rook and 
Knight exercise a more effective power against the Rook than that Piece 
does in opposition to the Knight, or than King and two Knights can do 
against King and Pawn,” 

We proceed to give a few examples, for which we are mainly indebted 
to the demonstrations of Mr. Forth, and we commend this particular 
study, us one still fertile in discoveries, to the consideration of amateurs. 


Diagram 91. 
White, with the move, will w:a the Rook in four moves. 


WHITE. BLACK. 
1. Kt. to K’s 6th (ch.) 1. K. to Q’s 4th. 


(If instead he play K. to his 5th, White will check with R. at Kt.'s 4th.) 
2. R. to Q's 8th (ch. 2. K. to his 5th. 
3. R. to Q's 4th (ch. 3. K. moves. 
4. K. takes R. 
Diagram 91. Diagram 92. 
BLACK. BLACK. 


WHITE. WHITE. 
Many instances of this kind might obviously be given if necessary, but 
it is more important to understand the mode of action when tke Pieces 
are at the side of the board, or may be driven there. 
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Diagram 92. 
In this instance, White, with the move, will win in ten moves, 
WHITE. BLACK, 


1. К. to Q. B's 7th (ch.) 1. K. to his sq. (best.) 
2. K. to his 6th. 2. K. to Q's sq. 


{If to K. B's sq., White checks with R. at К. B's 7th, and on the К. 
moving to Kt.'s sq., gives mate in two more moves.) 


3. R. to Q's 7th (ch.) 3. K. to Q. B's sq. 

4. Kt. to K's 7th (ch.) 4. K. to Kt.'s sq. 

5. К, to Q's 6th. 5. К. to Ө. Kt.'s 3rd (ch.) 
(His best move to delay the mate.) — . 

6. Kt. to Q. B's 6th (ch.) 6. R. takes Kt. (ch.) 


(If he play К. to Q. B's sq., White may move К. to Q. R's 7th.) 


7. K. takes R. 
And mates in three more moves. 


Diagram 94. 


BLACK. 


Diagram 93. 

This example is much more difficult than the preceding one. ‘ It will 
be seen," says Mr. Forth, “ that when the Black King is on the Rook's, 
Knight's, or Bishop's squares, it is comparatively easy to force the game, 
but the difficulty is materially enhanced when he is on the King’s or 
Queen's squares, where it is, at present, an undecided question whether 
mate can be forced in general situations. The positions where the Rook 
and Knight exercise the greatest power, are those in which the adversa 
Rook is on the same half of the board as that on which the Kings stand. 
and the White Knight can be moved to the next square to his King for 
the purpose of in*erposing when vheck is given. Such situations are, for 
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the most part, decisive; care, however, must be taken to keep the Kings 
near each other, that time may not be lost in gaining the opposition at the 
proper moment." 

In the present position White can win in twenty moves. (e. g.) 


WHITE, BLACK. 
1. Kt. to Q's 6th (ch.) 1. К. to B's sq. (best.) 
2. R. to Q's 7th. 2. В. to Ө. Kt.'s sgu or(A.) 
3. R. to Q. R’s 7th. 3. К. to Q's sq. 


‘It is necessary to force the Black Rook on to this square, in order to pre» 
vent his checking the King when White removes his Knight.) 


4. Kt. to K. B’s 5th. 4, R. to Q. Kt.’s sq. (best. 
5. Kt. to К. Kts 7th. 5. R. to Kt.'s 3rd (ch.) 
6. Kt. to K's 6th (ch.) 6. K. to Kt.'s sq. 
7. R. to K's 7tn. 7. R. to Q. Kt.'s 6th. 
8. K. to Kt.'s 6th. 8. R. to Q. Kt.’s sq. 
9. R. to Q's 7th. 9. R. to Q. R’s sq. 
10. К. to Q's 6th. 10. R. to K's sq. 
11. R. to Q. B's 6th. 11. R. to Q. R's sq. 
12. Kt. to Kt.'s 5th. 12. K. to B's sq. 
13. R. to K's 6th. 13. K. to Kt.’s sq. 
14. Kt. to K. R’s 7th. 14. В. г Q. Kt.'s sq. 
15. R. to K's 7th. 15. R. checks. 
16. Kt. to K. B's 6th (ch.) 16. R. takes Kt. (ch.) 
And White wins in four more moves. 
(АЈ 


2. К. to his Kt.'s sq. 
3. К. to his Kt.’s 6th. 3. К. to B's sq. 
4. R. to B's 7th (ch.) 4. K. to Kt.'s sq. 
5. Kt. to K's 4th. 5. Moves where he can. 
6. Kt. to B's 6th, 
&c., &c. 


Diagram 94. 
This position is from Lolli, andis an example of a drawn game. МЄ 
having to move plays,— 


WHITE. BLACK. 
1. P. to Q’s 7th. l. R. takes P. 
2. R. takes В, 2. R. to Q's 7th. 
3. R. to K. B's 4th (ch.) 3. К. takes К. 


And White is stalemated. 


CHAPTER IV, 


ENDINGS OF GAMES WITH KINGS AND PAWNS ONLY. 


Wuen, towards the end of a game, a few Pawns only, with their respective 
Kings, are left upon the board, it might at first sight be supposed, from 
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the limited nature, and the simplicity and uniformity of their moves, that 
little difficulty could arise, and no great study or examination be neces- 
sary. If, indeed, the value of the Pawns, like that of the superior Pieces, 
were to be estimated only by the power they originally possessed, such 
a supposition would doubtless be correct; but the peculiar privilege by 
which, under certain conditions, they may be elevated to the rank of the 
most valuable Pieces, brings a new and very interesting element into the 
calculation, and renders this particular species of termination at once one 
of the most difficult and most important branches of chess strategy. It 
is at the same time one which is generally very imperfectly understood by 
amateurs; and perhaps it is amongst finished players only that its essential 
importance is fully recognised, because from that class chiefly those well- 
contested and equal games proceed which are most frequently brought to 
similar conclusions. And even amongst the very first-rate practitioners 
numerous instances occur, where the slightest miscalculation leads to the 
loss of an otherwise secure battle. Nothing can well be conceived more 
trying to the nerves and temper, than after hours of the intensest mental 
effort, and when a difficult game has been successfully conducted through 
danger, and against a superior force, until it is safely reorganised with 
victory in view, to see the well-earned conquest suddenly fall from you. 
hands by some momentary lapse of the overstrained attention, or some 
paltry artifice which a tyro would have penetrated, 

A remarkable example of this kind occurs in the eleventh game of the 
great match played in Paris in the year 1843. After a long and severe 
struggle, conducted by the English player with some inferiority of force 
(his opponent having gained an advantage at the commencement), the fol- 
lowing position (see Diagram 95) occurred ; Black (Mr. S.) having to play. 


WHITE. 


There can we think be little doubt that, under ordinary circumstances, 


" 
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Black would at once have played the correct move of К, takes Q. Р, 
and by so doing have won the game with ease. Instead of this, however, 
from momentary inadvertence, the consequence of nine or ten hours’ in- 
cessant mental exertion, he moved К. to his 5th, and the game was pur- 
sued as follows :— 


WHITE, BLACK, 


l. K. to his 5th. 
2. K. to Q's sq. 2. K. to Q's 6th. 
3. P. to Q's 5th. 3. P. to K's 7th (ch.) 
4. К. to his sq. 4. K. to Q. B's 7th. 
5, P. to Q's 6th. 5. K. takes P. 
6. P. to Q's 7th. 6. P. to Q, B's 6th. 


7. P. to Q's8th and ** Queens." 7. P. to Q. B's 7th. 
8. Q. to her 2nd. 
And wins, 


But had Black, on the contrary, played as already suggested, he would have 
won the game ; thus,— 


WHITE. BLACK. 
1. К. takes Р, 
2. К. to Q’s sq. 


(1f, in place of this move, he advance K. Kt. P., Black will equally win by 
playing K. to his 5th, then taking the Knight’s Pawn in another mova 
or two, and afterwards returning with his King in sufficient time to 
defend his own King’s Pawn.) 


2. К, to Q's 6th. 


3. P. to K. Kt.'s 4th. 3. P. to K's 7th (ch.) 

4. K. to his sq. 4. K. to Q. B's 7th. 

5. P. to K. Kt.'s 5th. 5. K. takes Q. Kt. P. 

6. P. to K. Kt.’s 6th. 6. P. to Q. B's 6th. 

7. P. to К. Kt.’s 7th. 7. P. to Q. B's 7th. 

8. P. “ Queens." 8. P. ** Queens" (ch. 

9. K. takes P. 9. Q. to Q. B's 5th (ch.) 
10. Q. takes Q. 10. P. takes Q. 


And must evidently win. 


The student will naturally enquire how a proficiency in the art of 
playing Pawns may be best attained? And whether he can hope to gain 
much benefit in it from books? We can only say, that it is a matter 
exceedingly difficult to generalize upon, or to reduce to rules, and that, 
therefore, great and incessant practice is the grand requisite ; but it should 
never be forgotten that the required practice may be obtained equally, and 
perhaps even in a superior degree, by the study of those critical and 
ingenious positions which are given by our best authors, as by actual 
play, and we strongly recommend attention, therefore, to the selection o. 
situations which form the subject of the present Chapter. 
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KING AND PAWN AGAINST KING AND PAWN. 


Ф 

We have already seen (р. 409) the method of playing a single King against 
a King and Pawn. When a Pawn is left on each side, and both are able 
to Queen at the same time, the result is usually a drawn game; there 
are, however, exceptions of some importance which, before exchanging 
she last Pieces, it is necessary to bear in mind. These may arise either 
through one of the Pawns giving check at the time it becomes a Queen, 
or from the King of the party © Queening’’ last being on the same file as 
his Pawn, so that his opponent, by a simple check, forces the King to 
move and wins the Queen. The following, from Lolli, will be a suffi- 
cient illustration. | 


Diagram 96, 
SRE KOE Med" % 


WHITE. 


‚ Here, Black having the move, may draw the game by advancing P. tc 
Q's 7th; if, on the contrary, he take P. with К. (ch.), expecting to 
Queen his Pawn, he will lose it. (e. g.) 


WHITE, BLACK. 
1. К. takes P. (ch.) 
2. R. takes R. 2. P. to Q's 7th. 
3. R. to Q's 5th. 


(A remarkably neat coup.) 


3. K. takes R. 
4, P. to Q's 7th. 4. P. * Queens,” 


io Mi “ 4 h. 
ә чаша T wins. 
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KING AND TWO PAWNS AGAINST KING AND PAWN. 


Mosr commonly the two Pawns win, but many cases occur where the 
game is drawn. 


Diagram 97. Diagram 98. 


BLACK, 


5 
| 
| 


иш m uM 
WHITE, WHITE. 

The first position (see Diagram 97) is by Philidor. If Black have to 
play, White will win, but if otherwise the game is drawn. This instance 
forcibly exemplifies the importance in similar cases of gaining the oppo- 
sition with your King, or of so placing him opposite the adverse one. 
with one square between them, that he, having to play first, is compelled 
to retreat and leave you to take up the position you may require. 


First, suppose White moves :— 


WHITE. ! — BLACK. 
1. K. to Q's 4th. 1. K. to Q's 3rd. 
{Had he played К. to B's 4th, you would have won by moving К. to his 3rd.) 
2. K. to Q's 3rd. 2. K. to Q's 2nd. 
3. K. to K's 3rd. 3. K. to K's 2nd. 
4. K. to Q's 4th. 4. K. to Q's 3rd. 
5. K. to K's 4th. 5. К. to K's 3rd, 


And the game must be drawn. 
But suppose Black have to play :— 


WHITE, BLACK. 
1. K. to Q's 3rd. 
2. P. to К. B's 5th. 2. K. to K's 2nd. 


(Had he taken the Pawn you would have retaken his, and have then easily 
Queened your Kt.’s Pawn, first placing your King on his R’s 7th sq.) 
3. P. to K. B's 6th (ch.) 
(Jf you had taken his Pawn, he would have drawn the game.) 
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4 K. to Q’s 4th. 4. K 
5, P. to K. B's 7th. 5. K 
5. K. to his 5th. 6. K. 
7, K. to Q's 6th. 7. К. 
8, К, to his 6th. В, Жу 
9. K. to his 7th. 9, ЖУ 
1). K, to B's 6th. 10. Ke 
11. К. to B's 7th, IT. К 
12. K. takes P. 12, К; 
13. К. to B’s 6th, Т9: 087 
14. K. to B's 7th. ; 14. K. 
15. K. to Kt.'s 6th. 15. X5 
16. K. to R's 6th. 16. K. 


17. P. to Kt.'s 6th. 
And wins. 


Diagram 98. 
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. to his 3rd. 
. to Q's дим, 
‚ to his 21, 


takes P. 

to B's sq. 

to Kt.'s 2nd, 
to Kt.’s sq. 
to R’s 2nd, 


to R’s sq. 


to Kt.'s sq. 
to R’s 2nd. 
to R’s sq. 
to Kt.'s sq. 
to R's sq. 


Ноге White wins by sacrificing at the proper moment his Queen 


Pawn; thus,— 
WHITE. BLACK. 
1. K. to K. B's 6th. 1. K. to Q's sq. 
2. P. to Q's 7th. 2. К. takes P. 
3. K. to B's 7th. 3. K. to Q's sq. 
4. K. to his 6th. 4. K. to Q. B's 2nd. 
5. K. to his 7th. 5. K. to Q. B's 8th. 
6. K. to Q's 6th. 6. K. to Q. Kt.'s 7th. 
7. K. to Q's 7th. 7. K. to Q. Kt.'s sq. 


‚ 8. К. takes P. 
And wins. 


Diagram 100, 


The chance of a drawn game is greater for the single Pawn when that 
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is a Rook's Pawn opposed to the adverse Rook’s arid Knight’s Pawns, 
In the present instance (see Diagram 99) White, however, wins, but had 
the Pawns and Kings been one step further advanced, the game would 
only have been drawn. 


WHITE. BLACK. 
1. K. to Q. B's 4th. 
2. K. to Q's 3rd. 2. K. to Q’s 4th. 
3. K. to his 3rd. 3. K. to his 4th. 
4. K. to K. B's 3rd. 4. K. to Q's 4th. 


(Black still keeps up the opposition, but dare not move any further from 
the Pawns.) 


5. K. to K. B's 4th. 5. К. to Q's 3rd.- 

6. K. to his 4th. 6. K. to his 3rd. 

7. K. to Q's 4th. 7. K. to Q's 3rd. 

8. K. to Q. B's 4th. 8. K. to Q. B's 2nd. 

9. K. to Q's 5th. 9. K. to Q. Kt.'s 3rd. 
10. K. to Q's 6th. 10. K. to Q. Kt.'s 2nd. 
11. K. to Ө. B's 5th. 11. K. to Q. B's 2nd. 
12. P. to Q. Kt.'s 6th (ch.) 


And must win. 


Diagram 100. 


The game is drawn. If Black have to move he takes up the opposition; 
and suppose, on the contrary, White play,— 


WHITE. BLACK. 
l. K. to Q's 4th. 1. K. to his 3rd. 
(Any other move would lose the game.) 

2. К, to his 4th. 2. K. to Q's 3rd. 
And White cannot do more than draw the game. 
Diagram 101. Diagram 102. 

BLACK. BLACK. 


WH ITK. 
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Diagram 101. 


The move is quite immaterial, the game in either case being easily 
drawn, If White have to play, and move P. to R’s 6th, he can never 
force his adversary to abandon the possession of the Rook’s and Knigh?^s 
squares, and if he play,— 


WHITE. BLACK. 

1, P. to К. Kt.'s 6th. 1. P. to K. R's 3rd. 
(By taking the Pawn he would lose the game.) 

2, P. to Kt.'s 7th (ch.) 2. K. to Kt.'s sq. 


And the game is drawn. 


From this it will appear that in nearly all cases, when the Rook's and 
Xnight/s Pawns are advanced to their fifth squares, the opposite Rook’s 
Pawn, with its King near, will draw the game. The only exception appears 
to be when the White King is on his Rook’s 6th sq., and the Black 
King occupying the corner, as in the present diagram, White nas to play. 
Thus, suppose White’s King here to be on his Rook’s 6th sq., he will 

lay,— " 
xe WHITE. BLACK. 


1. P. to К. Кїз 6th. l. K. to his Kt.'s sq. 
(If he take the Pawn, the result is obviously the same.) 
2. P. to K. Kt.’s 7th. 2. K. to B's 2nd. 


3. K. takes R. P., &c. 
Winning. 

Butif Black had the move, in this same position, the game would be 
drawn, because, after the exchange of Pawns, White's remaining Pawn, or 
being advanced to its 7th sq., would give check, after which White cannot 
win, as already shown (p. 409). 


Diagram 102. 


Here also the game is drawn, whoever moves first. Suppose Black has 
toplay— ` 
WHITE. BLACK. 
l. K. to R’s sq. 


(Had he played the Pawn, or moved K. to Kt.'s sq., he would have lost.) 
2. K. to R’s 6th. 2. K. to Kt.'s sq. 


3. P. to R’s 5th. 3. K. to R’s sq. 
4. P. to Kt.'s Sth. 


(Had this Pawn been unmoved, or moved only one square, White would 
now have won. ‘This applies to many similar cases, and proves that 
if White can place his King at R’s 6th, with either of his Pawns un- 
moved, he must win, because he has then the option of moving them 
one or two squares at pleasure, and thus gaining a move.) 


4. K. to Kt.’s sq. 
5. P. to Kt.'s б. 
And the game is drawn, as in the last example. 
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Diagram 103, Diagram 104. 


WHITE. WHITE. 


Diagram 103. 

This position was given by some of the earliest writers, who, however, 
erroneously supposed that in all cases the game should be drawn. The 
error was clearly demonstrated by Lolli, who shows that, with the move, 
White must win. We give some of the principal variations, the minor 
details will be easily supplied. 

WHITE. BLACK. 


l. K. to his 5th. 1. P. to R’s 4th, or (A.) 
2. P. to К. Kt.'s 5th. 2. K. to B's 2nd. 
3. K. to Q's 6th. 3. K. to B's sq. 
(It is quite immaterial, ss you will readily discover, where the King is 
played to.) s 
4. K. to his 6th. 4. К, to Kt.’s 2nd. 
5. K. to B’s 5th. 5. K. to B's 2nd. 
6. P. to Kt.'s 6th (ch.), &c. 
And wins, 
(А.) 
1. К, to his 5th. 1. К, to Kt.’s 2nd, 


2. P. to R’s 5th. 


Mad Black, instead of his last move, played K. to B's 2nd, your reply 
must have been 2. K. to B's 5th.) 


i: 2. K. to B's 2nd. 
3. K. to B's 5th. 3. K. to Kt.'s 2nd. 
4, K. to his 6th. 4. K. to R's sq. 

5. K. to B's 6th. 5. K. to R’s 2nd. 
6. K. to B's 7th. 6. К, to R's sq. 
7. К. to Kt.’s 6th. 


Winning. 
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Diagram 104. 


This situation has been the occasion of much discussion. The older 
writers, by whom it was introduced, considered that White ought to win, 
but this opinion has of late been controverted, at least so far as relates to 
cases where White has the move. We are indebted to the indefatigable 
authors of the ** Handbuch" for a copious analysis, which appears to us 
to set the question at rest, and to prove, that with proper play, the game 
must always be drawn, it being only requisite for the weaker party to 
advance at the critical moment his Rook’s Pawn. 

First, suppose White moves,— 

WHITE. BLACK. 
1. К, to Ке,’ 3rd. 
іе is the move usually given to White, and it does not appear that he 


has anything better.) 
1. К. to K. Kt.'s 4. 


2. P. to R’s 3rd, or (A.) 2. P. to R's 3rd. 
3. K. to B's 3rd. 3. K. to B's 4th. 
4. P. to Kt.'s 4th (ch.) 4. K. to B's 3rd. 


(If instead you play this Pawn one square only, Black advances his Pawn 
another square, and maintains the opposition.) 


5. K. to B's 4th. 5. K. to Kt.'s 3rd. 
6. K. to Kt.'s 3rd. 6. K. to Kt.'s 4th. 
7. К. P. checks. 7. K. to Kt.'s 3rd. 
8. K. to B's 3rd. 8. K. to B's 2nd. 
9. K. to K's 4th. 9. K. to K's 3rd. 
Drawn game. 
(А.) 
WHITE. BLACK. 
1. K. to Kt.'s 3rd. 1. К. to Kt.’s 4th. 
2. P. to R's 4th (ch.) 2. K. to B's 4th. 


3. K. to B's 3rd. 
(Should you instead play K. to R's 3rd, he will equally advance P, ta 


R’s 4th.) 
3. P. to R’s 4tn, 
4. P. to Kt.'s 3rd. 4. K. to his 4th. 
5. К. to his 3rd, 5. K. to B's 4th. 


And Black must draw. 
Now, suppose Black plays first,— 


WHIT. BLACK. 
1. K. to B's 5th. 
2. К. to his 2nd, or (A.) 2. K. to his 5th. 
8. P. to R’s 3rd. 3. P. to R's 3rd, 
4. K. to B's 2nd, 4. K. to B's 5th, 
5. P. to Kt.'s 3rd (ch.) 5. K. to B's 4th. 
6. K. to B's 3rd. 6. P. to R’s 4th 


Drawn game. 
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(A) 
WHITE, ‘BLACK. 
2. P. to R's 3rd. 
Lolli now makes Black move K $o B's 4th, and then shcws that hé 
must lose. It is evident that he ought to play— 
2. P. to R’s 3rd. 
And will always be able to draw the game. 


We cannot here afford space to follow the “ Handbuch” through all 
the details, but what we have now given will be a sufficient clue to tho 
student, and enable him to discover, without much difficulty, the proper 
defence for Black in any given variation. 


Diagram 105. Diagram 106. 


BLACK. BLACK, 


WHITE, 


Diagram 105. 
White having to play, the game is drawn. 
WHITE. BLACK. 


1. K. to B's 5th. 1. K. to Q. B's 2nd. 
2. P. to Q. Kt.'s 6th (ch.) 2. K. to Kt.'s sq. 

3. K. to Q's 6th. 3. К. to B's sq. 

4. K. to his 7th. 4. K. to Kt.'s sq. 

5. K, to Q's 7th. 5. K. to R's sq. 

6. P. to R’s 6th. 6. K. to Kt. s sq. 

And draws. 
Diagram 106. 


If Black move, he draws the game by playing К. to Kt.’s sq. but if 
White play first, he wins ag follows :— 
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WHITE. BLACK, 
1. K. to B's 5th. 1. K. to Kt.’s sq. 
2. K. to Kt.'s 6th. 2. K. to R’s sq. 
3. K. to B's 7th. * 3. К. to R’s 2nd, 


4. P. to R’s 6th. 
And will win, 


Had Black on his first move played К. to R’s sq., you still move 2. K, 
to Kt.’s 6th, Black must then move 2. K. to Kt.'s sq., and you advance. 
R. P., and if he refuse to take it, play K. to B's 7th. Н 


Diagram 107. Diagram 108. 
BLACK. BLACK. 


Diagram 107. 
White wins either with the move or without it. 


First, suppose he has the move :— 
WHITE. BLACK. 


1. K. to Q. B's 5th. ‘1. Р, to Kt.’s 3rd (ch.) 
2, K. to Q's 5th. 2, K. to Q's 2nd, 
3. P. to Kt.'s 5th. 3, K. to B's 2nd. 
4. K. to his 6th. 
And wins. 
If Black move first :— 
1. K. to B's sq. 

2. К. to Kt.’s 6th. 2. K. to Kt.'s sq. 
3. P. to Kt.'s 5th. 3. K. to R’s sq. 
4. K. to B's 7th. 4. K. to R's 2nd. 
5. P. to R’s 5th. 5. K. to R’s sq. 


6. K. to Q's 8th. 


Then you gain a move, and place your King in the proper position 
before advancing the Pawn.) Ер 
т 


- 
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6. К. to Kt.'s sq. 

7. K. to Q's 7th. 7. K. to R’s 2nd. 
8. К. to B’s 8th. 8. К. to Qs sq. 

9. P. to R’s 6th. à 2. P. to Kt.’s 3rd. 

10. K. to B's 7th. 10. K. to R's 2nd. 


11. K. to B's 6th. 
Winning. 


Diagram 108, 
White wins with or without the move. 


WHITE. BLACK. 
l. K. to Kt.'s 5th. 
2. K. to his 4th. 2. K.to B's 5th. 
3. K. to his 3rd. 3. P. to Kt.'s 5th. 
4. K. to his 4th. 4. P. to Kt.'s 6th, 
5. P. to R’s 3rd. 
White wink 
Diagram 109. Diagram 110. 
n BLACK, : BLACK, 


Diagram 109. 
In this position also White wins. 


WHITE. BLACK. 
1. P. to 9. B's 5th. 1, K. to B's sq. 
(Had he advanced the Pawn, White would not have taken it, but moved 
P. to B's 6th.) 


2. К. to Kt.’s 6th, 2. K. to Kt.’s sq. 
8, P. to B's 6th, 3. K. to R’s sq. 
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(He would equally lose by taking the Pawu.) 
4, K. to B's 7th. 
And wins, 
Diagram 110. 
With the move Black may draw the game, without it he must, loss, 
White having the move plays :— 


WHITE. BLACK, 
1. К. to Q. B's 3rd. 1. P. to Q's 4th, or (А., 
2, poto Кон ord, 2. K. to B's 3rd. 
3. K. to Q's 4th. 3. К. to Q's 3rd. 
4. P. to Q. B's 3rd. 4. K. to B's 3rd, 
5. P. to Q. B's 4th, 5. P. takes P. 
6. K. takes P. 
And will win. 
(А.) 

1. К. to Q's 4th. 
2. K, to Q’s 3rd. 2. P. to Q’s 3rd. 
3. P. to Ө. B's 3rd. 3. K. to Q. B's 4th 
4. P. to K's 4th. 4. P. to Q's 4th 
5. P. to K's 5th. 

And wins. 
But if Black move first, he plays :— 
WHITE. BLACK. 

l. K. to Q. B's 5th. 
2, P. to Q. B's 3rd. 2. P. to Q's 4th. 
3. P. to K's 3rd. 3. K. to B's 4th. 
4. K. to Q's 3rd. 4. K. to B's 3rd. 


я 


5. P. to B's 4th. 5. K. to Q's 3rd. 


And the game is drawn. 


KING AND TWO PAWNS AGAINST KING AND TWO PAWNS. 


Some interesting cases occur under this head, where the game may be won 
or drawn by correct play. 


Diagram 111. 


This is a well-known position of Philidor's, who supposed, that if Black 
had the move, he would lose the game. This opinion, however, has been 

roved to be erroneous, the game being drawn whoever plays first, If 
White move, he plays :— 


WHITE. . BLACK. 
4, K. to his 3rd. 1. K. to his 4th. 
2. K. to B's 3rd. 2. K. to B's 4th, 


һә 
- 
to 


484 CHESS-PLAYER'S HANDBOOK, 


3. К. to Kt.’s 3rd, 3. K. to K's 4th. 

4. K. to Кїз 4th. 4. K. to B's 3rd. 

5. К, to Kt.’s 3rd. 5. K. to K's 4th. 
And the game is drawn. 


if Black move, he plays :— 
l. K. to his 4th. 


2. K. to his 3rd. 2. K. to Q's 4th. 
(Were he to move K. to B's 4th, you would win by 3. K. to Q's 4th.) 
3. K. to B's 3rd. 3. K. to his 4th. 
4. К. to Kt.'s 3rd. 4. K. to his 3rd. 
5. К, to Kt.'s 4th. 5. К. to B's 3rd. 


And by continuing to play thus, Black may always draw the game. 


Diagram 111. Diagram 112. 
BLACK. 


Diagram 112. 
Black moves and wins. 


WHITE. 


BLACK. 

1. K. to Q. B's 6th. 
2. K. to his 2nd. 2. К. to Q. Kt.'s 7th. 
3. К. to Q's 2nd. 3. K. takes P. 
4. K. to Q. B's 2nd. 4. P. to K, B’s 5th. 


And must evidently win. 


Diagram 113. 
White, with the move, will win. 


WHITE. BLACK. 
Kt. to Q's 7th (ch.) 1. К. to his 2ud 
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2. Kt. takes B. 2. B. P. takes Kt. 
3. P. to Q. Kt.'s 5th. 3. K. to B's 2nd. 


(If to B's 3rd, White moves К. to his 4th, and the position becomes tha 
same as under in another move.) 


4. K. to his 5th. 4. K. to his 2nd, 
5. P. to B's 6th (ch.) 5. K. to B's 2nd. 
9. K. to Q's 6th or B's 5th. 
And wins, 
Diagram 113, Diagram 114. 
BLACK. BLACK. 


Diagram 114. 
; White moves and wins. 
WHITE. BLACK. 

1. P. to Q. Kt.'s 7th. 1. P. to Q. R's 7th. 
2. P. “ Queens,” 2, P. “ Queens” (ch.) 
3. Q. to K's 5th (ch.) 3. Q. takes Q. (ch.) 
4. P. takes Q. 4. P. to Q. Kt.'s 5th. 
5. P. to K's 6th. 5. P. to Kt.'s 6th, 

6, P. to K's 7th, 6, P. to Kt.’s 7th. 


7. P. ‘ Queens" (ch.) 


And wins 
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KING AND TWO PAWNS AGAINST KING AND THREE 
PAWNS. 


Diagram 115, Diagram 116. 
BLACK. 


Diagram 115. 
With or without the move Black wins, 


First, with the move,— 


WHITE. BLACK. 
1. P. to K. Kt.'s 6th. 
2. P. to R’s 3rd, or (A.) 2. K. to Q's 5th. 


3. K. to B's 3rd. 
(If you play instead К, to Q's 2nd, he advances B's Pawn.) 


i 3. K. to his 4th. 
4. K. to his 2nd. 


fHad you here moved K. to Kt.’s 4th, he would win by playing K to 
his 5th, then to his 6th, and afterwards advancing B’s Pawn.) 


4. K. to his 5th. 


5. K. to B’s sq. 5. K. to Q’s 6th. 
6. K. to his sq. 6. K. to K’s 6th. 
7. K. to B’s sq. 7. K. to Q’s 7th. 
8. K. to Kt.'s sq. 8. K. to his 7th. 
9. K. to R’s sq. 9. P. to B's 6th. 
10. Р, takes P. 10, K. to B's 7th. 


Winning, 
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(А.) 
2. Р. takes Р. 2. К. P. takes Р. 
3. К. to B's sq. 3. K. to his 6th. 
4.. К. to his sq. 4. K. to Q's 6th. 
5. K. to B's sq. 5. K. to Q's 7th. 
6. K. to Kt.'s sq. 6. K. to his 7th. 
7. K. to R's sq. 7. P. to B’s 6th. 


And wins. 


Next, if White move first he must equally lose. 


WHITE. 
1. K. to B's 2nd. 
(You have nothing better; if you had moved P. to Kt.'s 3rd, Black 
would have taken P. with R. P., and have won as before.) 
1. P. to Kt.'s 6th (ch.) 
2. К. to his 6th. 
3. P. to B's 6th. 


4. K. to B's 7th, &c. 
Winning. 


Diagram 116. 
The game is drawn. 


BLACK, 


2. К, to Kt.’s sq. 
3. K. to R's sq. 
4. P. takes B. P. 


WHITE. 
1. К. to Kt.'s 4th. 1. K. to Kt.'s 3rd. 
2. K. to B's 4th. 2. K. to D's 2nd. 
3. K. to B's 5th. 3. K. to K's 2nd. 
4. K. to Kt.'s 4th. 4. K. to his 3rd. 
5. K. to B's 4th. 5. K. to his 2nd. 


BLACK, 


Drawn game. 


KING AGAINST THREE PASSED PAWNS. 


We now come to a species of termination which has latterly occupied 
very much of the attention of the chess world, viz., the power of the King 
as opposed to three united Pawns, the opposite King not being able to 
come to their aid, Without going through the multitude of positions and 
variations which have appeared on the subject, we shall endeavour to 
make it as clear as our space will permit. ‘The first question to be con- 
sidered, and it is one which well understood will very much simplify and 
render easy all the rest, is the proper method of playing the King in 
situations such as the following (see Diagram 117), or where the White 
King is on any square in front of the Pawns. Formerly it was supposed 
that the three Pawns could advance to Queen by their own force, when 
thus opposed to a King only, but this opinion is now shown to have 
been incorrect. The fact is, that the King, when he occupies any square 
in front of the Pawns, or when he is within three moves of his Kt.'s 3rd 
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square, which from its importance has been called the master square of 
the position, can invariably stop the Pawns. (It is important to recollect 
that Black is always understood to be unable to move his King so as 
to gain a move when necessary.) — 


Diagram 117. 
BLACK 


WHITE. 


We now proceed to analyse some of the situations arising from thie 
description of end game, beginning with the one above given. Тһе White 
King, being here less than three moves from his Kt.'s 3rd, wins in al! 
cases. 

WHITE, BLACK. 
P. to B's 4th (see Var.) 
P. to R's 4th (B.) 
P. to Kt.’s 4th (A.) 


1 
2. K. to Kt.'s 2nd. 2 
3. K. to Kt.'s 3rd. 3 
4. K. to Kt.'s 2nd. 


(In all cases like this, where the King is in front of the three equally 
advanced Pawns, with one square between, he immediately arrests them 
by retreating one square, providing they are not further advanced than 
to their fifth squares.) 

4. P. to B's 5th. 


(If P. to R’s 5th, the King is played to R’s 3rd; and if P. to Kt.'s 5th, 
to Kt.'s 3rd.) 


5. K. to B’s 3rd. 5. P. to R's 5th. 
.6. К. to Kt.'s 4th. 


And wins; because whatever Pawn is moved, the King takes it. 
(А.) 


+t 3. P. to Kt.’s 3rd. 
(This is the strongest position (the having to move) the Pawns 
can assume, and were they one step further advanced, White could not 
stop them.) 
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4. К. to Kt.'s 2nd. 4. P. to Kt.'s 4th. 


Had he moved 4. P. to B's 5th, or R's 5th, you win thus :— 
4. P. to B's 5th. 


5. К. to B's 3rd. 5. P. to Kt.'s Ath. 
6. К. to B's 2nd. 6. P. to R's 5th. 
7. K. to Kt.'s 2nd. 7. P. to Kt,’s 5th. 
8. К. to Kt.’s sq., с. 
5. К. to Kt.’s 3rd. 5. P. to Kt.'s 5th. 
Af he play Р, to R’s 5th, or B's 5th, you play King in front of it.) 
6. K. to Kt.'s 2nd. 6. P. to B's 5th. 


7. K. to B's 2nd. 
If he move P. to Kt.'s 6th, you play K. to B's 3rd, and if 
7. P. to R's 5th. 
8. K. to Kt.’s sq., &c. 
(B.) 
2, P. to Kt.'s 4th. 
3. K. to Kt.'s 3rd. 


P. to R’s 4th, see first variation, if P. to R’s 3rd, White moves 
4. K. to B's 3rd.) 


3. P. to Kt.'s 5th. 


fit 3 


4. К. to B's 4th. 4. P. to R’s 3rd. 
(Uf to R’s 4th, White wins at once by 5. К. to Kt.'s 3rd.) 
5, K. to Kt.'s 3rd. 5. P. to R’s 4th. 


6. K. to Kt.'s 2nd. 
And wins, as before. 


VARIATION. 


On Blacks 1st move. 


It is obvious that the moves already given will equally apply if Black 
play P. to R’s 4th, or P. to B’s 4th; therefore, suppose,— 


WHITE. BLACK. 

1. P. to Ке.’ 4th. 

2. К. to Kt.'s 2nd. 2. P. to Kt.'s 5th. 
3. K. to Kt.'s 3rd. 3. P. to B's 4th, 


4. K. to B. or R's 4th. 
And the position is the same as in Variation (B.) 
A eareful examination of this analysis will speedily enable the student 


to understand the proper method of playing the King so as to prevent tho 
Pawns advancing to Queen. 
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We give a few more positions by way of illustration. 


Diagram 118. Diagram 119. 


BLACK. 


WHITE. 


In these four instances, the King wins either with or without the move, 
but in all of them he does so most readily if the Pawns play first; and in 
all of them, if the Pawns were one square further advanced, with the King 
in the same relative position, the party having to move would lose. Sup. 
pose, then, the King moves :— 


Diagram 118, 


WHITE. BLACK. 

i. К. to Kt.’s 3rd. 1. P. to Kt.’s 5th. 
2. K. to Kt.'s 2nd. 2. P. to B's 5th. 
3. K. to B's 2nd. 3. P. to Rs 5th. 


{ff instead he had played P. to Kt.'s 6th, you move К. to B's 3rd, or if 
P. to B's 6th, К. to Kt.'s 3rd.) 


4. К. to K*.'s sq. 4. P. to B's 6th. 
5. K. to B's 2nd, &c. 
Diagram 119, 
WHITE, BLACK. 


1. K. to Kt.'s 2nd. 1. P. to B's 5th. 
(If he advance Kt. P., the position is the same as the last.) 
2 K. to B's 3rd. 2. P. to Kt.'s 4th 


3 K. to B's 2nd. 
(If to Kt.'s 2nd, the Pawns win.) 
3. P. to R's 5th. 
(If to Kt.’s 5th, see Diagram 121.) 
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4. K. to Kt.'s 2nd. 4. P. to Kt.'s 5th. 
5. K. to Kt.'s sq. 
And wins. 
Diagram 120. Diagram 121. 
BLACK, BLACK. 


Diagram 120. 


WHITE. BLACK. 
1. K. to Kt.'s 2nd. 
And the situation is the same as at the 2nd move of Diagram 118. 


Diagram 121. 


у WHITE. BLACK. 
1. K. to B's 2nd. 1. P. to Kt.'s 5th, 
2. К. to Кїз 2nd, 2. P. to Kt.'s 6th. 

(If P. to R's 5th, see Diagram 119.) 
3. K. to B's 3rd. 3. P. to R's 5th. 


4. K. to Kt.'s 2nd. 
Black must lose. 

We have already observed that in similar positions, but one step further 
advanced, the King, if he have to move, would lose. The student having 
examined the above will find the solution easy. We only, therefore, give 
four more examples, where in all cases the Pawns win. 
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Diagram 122. Diagram 123. 


__ BLACK, BLACK. 


WHITE. WHITE. 


Diagram 124. Diagram 125. 


BLACK. BLACK. 


WHITE. "WHITE. 


Diagram 122. If the Pawns move, they play P. to К. B's 6th, or, if К. 
moves, and is played to Kt.'s 2nd, they advance К. P., if to R’s 2nd, they 
move B. P. 

Diagram 123. The Pawns having to play, move P. to B's 4th; on the con- 
trary, had the King the first move, this Pawn would play to B's 3rd 
only, thereby gaining a move. 

Diagram 124. Here also the unmoved Pawn advances one or two squares, 
e virg as the King has or has not the first move. If the Pawns 
move first,— 
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WHIT. BLACK. 
ISP: f0:B's дА, 
2. K. to B's 3rd. 2, P. to B's 4th. 
3. K. to Kt.'s 2nd. 3. P. to B’s 5th, &c. 
Winning. 


Diagram 125. The position is similar to the two preceding ones, The 
Pawns winning by their power of playing the unmoved Pawn one or two 
Bjuares at pleasure, For example,— 


WHITE. BLACK. 
1. P. to Kt.'s 3rd. 
2. K. to Kt.'s 2nd. 2. P. to Kt,'s 4th. 
&c., &c. 


Had the King here originally stood at B's 3rd, or R’s 3rd, the party 
moving first would have won. 

It would obviously be easy to multiply these examples to an indefinite 
extent; the foregoing, however, will be sufficient to exemplify the principle 
with which we set out, viz., that the King can always stop the Pawns 
when he is originally upon any square in front of them, or when he can 
reach his Kt.'s 3rd sq. within three moves. It will also be clear (from 
the three last positions) that whenever two of the Pawns can succeed in 
advancing unattacked to their fifth squares, with the third unmoved, they 
invariably win, wherever the adverse King may be. 

Suppose, then, that the White King originally stood on his Queen's 
square, (the Pawas being unmoved,) it follows that whoever has the move 
must win; because, if the King move he has time to place himself on the 
Kt.'s 3rd sq. within three moves, but if the Pawns move they will be 
able to prevent his doing so ; thus:— 


WHITE. BLACK. 
1. P. to R’s 4th. 
2. K, to his 2nd. 2. P. to B's 4th. 
9. K. to B's 3rd. 3. P. to R's 5th. 


4. K. to B's 4th. 
(If the King retreat, Black will play P. to B's Sth, &c.) 


4. P. to Kt.'s 4th (ch.) 
5. K. to B's 3rd. 


&e., &c. 
The Pawns win as in a former example. 


The foregoing examples naturally lead us to the consideration of the 
still more complex positions arising from King with Rook’s, Knight's, 
and Bishop's Pawns unmoved, against a similar opposing force, 
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KING AND THREE PASSED PAWNS AGAINST KING 
AND THREE PASSED PAWNS, 
Diagram 126, 
BLACK. 


WHITE, 


Diagram 126. 

With the Pawns placed as in the Diagram above, the two Kingu 
may occupy a great variety of situations on the board, producing, of 
course, different results, according as they may relatively be more or less 
advantageously situated. However varied the position of the two Kings, 
either piayer may, nevertheless, readily discover whether his position be 
a winning or a losing one, by observing the following rules. 

To simplify the matter, all the possible positions that may be assumed 
for the two Kings are divided and classed under the two following cases:— 

Case 1. When both the Kings are more than three moves distant from 
their respective master squares. 

Case 2. When one or both Kings are within three moves of their master 
squares. А 

With respect to the first case, it has already been shown that, under the 
conditions named, the King cannot prevent the adverse Pawns from going 
to Queen. Each party will, therefore, make a Queen, and the game ought 
to be drawn, unlesz one of the Kings happen to occupy a square in the 
royal rank, in which case he would lose, as the adversary would Queen a 
Pawn, checking, &c. None of the positions falling under the first case 
produce any interesting situations, nor afford much scope for play. 

The game, however, becomes totally altered in its character in all the 
numerous situations included in Case 2, wherein the party should win 
whose King is most advanced in the game, and to ascertain which of the two 
Kings is so in advance, observe the following General Rule.*  ** Victory 


* An exception to this Rule is, when one of the Kings stands so near 
the adversary's Pawns as to prevent them being moved two squares with- 
out being captured, 
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will be in the hands of the party who can first play his King into its mas- 
тег square," The power of arriving first to this square will result either 
from the advantage of the first move, or from being originally placed 
nearer to it, 

The proper mode of play is the following :—The player having the wine 
ning position (wbich suppose to be the White), should have in view to 
advance his Pawns until they are stopt by the Black King. White will 
then stop the Black Pawns, which will compel the Black King to move . 
out of position, and the White Pawns will afterwards go forcedly to 
Queen. (This will be shown in the 1st Example.) 

In cases where the Black (when losing player) would force his Pawns 
to be stopt first, the White would still win, for the Black would not after- 
wards be able to stop the White Pawns. This is shown in the 186 Varia. 
tion to the 1st Example. 

In conducting his game the player having the winning position must be 
cautious of two things, and which, it is probable, were the chief difficul- 
ties that had so long retarded the solution of the ** Three Pawn Problem.” 

lst. Before advancing his Pawns he must take care that his King be 
near enough to the adverse Pawns to prevent two of them reaching their 
fifth squares with the third Pawn unmoved. Were this permitted, the 
game would be drawn, as shown in the 1st Variation to the 2nd Example. 
When, therefore, his King is three moves distant from the master square, 
he must begin by moving his King, and not his Pawns, as the 2nd Exam- 
ple and its 1st Variation will prove. 

2nd. The winning player must be careful when advancing his King to 
oppose the adverse Pawns, to stop them in the fewest possible number of 
moves, for the loss of a move would be the loss of the game. As an 
error of this kind may be easily committed, two examples are given ag 
illustrations. (See 2nd and 3rd Variations to 1st Example.) 


First EXAMPLE, 
Greco's Position. Diagram 127, 
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Diagram 127. 


This situation has been handed down to us by Greco, in his ‘ Treatise 
on Chess." It was considered by him, and until recently by all chess- 
players since his time to be a drawn game, whoever had the move. 

This fallacy was first discovered by M. Szen, the celebrated Hungarian 
player, and afterwards by others. On viewing the position, it will be 
perceived that the White King can first reach the master square, even if 
the Black begin. White should therefore, according to the rule, win the 
game, whether he move first or not. 

Suppose, then, Black to have the first move, and to play :— 


WHITE. BLACK. 
1. K. to Q’s 2nd. 


(As he might have played a Pawn. See Variations.) 


2. P. to R's 4th. 2. K. to Q. B's 3rd. 
3. P. to R’s 5th. 3. K. to Kt.'s 4th. 
. P. to Kt.'s 4th. 4. P. to R’s 4th. 


4 

5. P. to B's 4th (ch.) 5. K. to R's 3rd. 
6. P. to B's 5th. 6. K. to Kt.'s 4th. 
7. K. to B's 2nd. 7. P.to R’s Sth. 
8. K. to Kt.'s 2nd. 8. P. to Kt.'s 4th. 
9. 


. K. to R’s 3rd. 9. P. to B’s 4th. 


\Better than P. to B's 3rd; but it may be observed here, that no advan- 
tage can be derived from playing an unmoved Pawn one or two squares, 
unless the other two Pawns have reached their 5th square.) 


10. K. to R’s 2nd. 
(K. to Kt.'s 2nd would lose the game.) 
10. P. to B's 5th. 


11. K. to Kt.'s 2nd. 11. P. to Kt.'s 5th. 

12. K. to Kt.'s sq. 12. P. to B's 6th. 

13. K. to B's 2nd. 13. P. to R’s 6th. 

14. K. to Kt.’s 3rd. l4. Is obliged to move his 
King, and one of the White Pawns 
will Queen, 


Variation I. 


WHITE. . BLACK. 
1. P. to R’s 4th. 
2. K. to B's 2nd. 2. Р, to R's bth. 


3. К. to Kt,’s 2nd. 
(If 3. К. to B's 3rd, you would lose the game ; see 2nd Variation. : 


3. P. to Kt.’s 4th, 
4, К, to R’s 9rd. 4. P. to B's 4th, 
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5. Y, to R’s 4th. 5. P. to B's 5th. 
€. K. to Kt.'s 4th. 6. K. to Q's 2nd. 

P. to R's 5th. 7. К. to B's 3rd (best, па 
5. P. to B's 4th. most likely to mislead.) 


P. to Kt.'s 4th would have lost the game. See (A.) 
8. K. to Kt.'s 2ud. 


(If К. to B's 4th, you check with Kt. P., and then advance R. Р.) 
9. P. to B's 5th, 


Two of the Pawns being now at their 5th squares, with the third 
unmoved, one of them must Queen. If Black now play K. to Kt.'s sq., 
you move P. to Kt.'s 3rd, not 4th, and if K. to any other square, you 
ndvance B. or R. P. according to circumstances, 


(A.) 
8. P. to Kt.'s 4th. 8. K. to Kt.'s 4th. 
9. P. to B's 3rd (best.) 9. K. to R’s 3rd, 
10. P. to B's 4th. 10. K. to R's 2nd. 


11. P. to Kt.'s 5th (has 11. К. to Кїз 2nd. 
nothing better.) 

12. P. to R’s 6th (ch. 12. K. to Kt.'s 3rd. 

13. P. to B's 5th фо.) 13. K. to R's 2nd. 


14. P. te B's 6th. 14. K. to Kt.'s 3rd. 
White is now forced to move his King, and cannot afterwards stop the 
Pawns. 


VARIATION II 


WHITE. BLACK. 
1. P. to P's 4th. 
2, K. to B's 2nd. 2. P. to R’s 5th. 


. 9. K. to B's 3rd. 
This move loses the game.) 
3. К. to Q's 2ad. 


(No other move would win.) 


4. K. to Kt.'s 4th. 4. P. to Kt.'s 4th. 
5. P. to R's 4th. 5. P. to B's 4th (ck.* 
6. K. to R’s 3rd. 6. K. to B's 3rd. 
7. Р, to Ris Sth; 7. K. to Kts 4th. 
8. P. to Kt.'s 4th. 8. P. to B's 5th. 
9. K. to Kt.'s 4th. 9. K. to R's 3rd. 
10. P. to B's 4th. 10. K. to R's 2nd. 
11. P. to B's 5th. 11. К, to Kt.’s 2nd, 


Stops the Pawns, and wins. 


9% 
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Variation III. 


WHITH. BLACK. 
1. P. to R's 4th. 
2. K. to B's 2nd. 2. P. to Kt.'s 4th. 
3. K. to Kt.'s 3rd. 3. P. to R's 5th (ch.) 


4. K. to Kt.'s 4th. 


This move loses, because Black gains a move bv checking with В P. 
you ought to have played K. to R’s 3rd.) 


4. P. to B's 4th (ch.) 


5. K. to R’s 3rd. 5. K. to Q's 2nd, 
(He might also play P. to B's 5th.) 

6. P. to R’s 4th. 6. K. to B's 3rd, 

7. P. to Kt.'s 4th. 7. P. to B's 5th. 


8. K. to Kt.'s 4th. 
(Unless you made this move, you could not stop the Black Pawns.) 


8. K. to Kt.’s 3rd. 


9. P. to Kt.'s 5th. 9. K. to B's 4th. 
10. P. to B's 3rd (best.) 10. К. to Kt.'s 3rd, 
11. P. to B's 4th. 11. K. to Kt.'s 2nd. 
12. P. to B's 5th. 12. К, to R’s 2nd or B's 2nd. 


Stops the Pawns, and wins, 


Diagram 128. 
BLACK. 


WHIT: 


SECOND EXAMPLE. 
Diagram 128, 
Szex’s Роѕіттон, 


This position was first introduced to the notice of chess-players by 
M. Szen, It only differs from that of Greco in the situation of the White 
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King. Неге the two Kings are equidistant from their master square, 
i, e., the К. Kt.’s 3rd for White, and Q. Кїз 3rd for Black. According 
to the rule, therefore, the first player must win. Suppose White begin :— 


1. К. 


WHITE. 
to his 2nd. 


BLACK, 


(This is the only winning move; had a Pawn been played, the game would 
have been drawn, See 2nd Variation.) 


1. P. to R’s 4th. 


(As he might have played the King. See 1st Variation.) 


2. K. to B's 3rd. 
3. P. to R’s 4th. 
4. K. to Kt.'s 4th. 
5. K. to R’s 3rd. 
6. K. to Kt.'s 4th. 
7. P. to R's 5th. 
8. P. to B's 4th. 
And the Pawns will Queen, as in the 1st Variation of the last Exampls 


2. P. to Kt.'s 4th. 
3. P. to R’s 5th. 

4. P. to B's 4th (ch.) 
5. P. to B's bth. 

6. K. to Q's 2nd. 

7. К. to B's 3rd. 


VARIATION І. 


WHITE. 


. K. to his 2nd. 
- P. to R's 4th. 


. P. to Kt.'s 4th. 


1 
2 
3. P. to R’s 5th. 
4 
5 


. P. to B's 4th (ch.) 
6. P. to B's 5th. 
7. K. to B’s 3rd. 
8. K. to Kt.'s 4th. 
ånd will stop the Black Pawns, throwing the mave upon Black, who 
must then lose. 


oe Ry 


~ 
Son 


P. to R's 5th. 
K. to B's 3rd. 
K. to Kt.'s 4th, 
P. to B's 4th. 
K. to R's 3rd. 
K. to Kt.'s 4th. 
P. to B's bth. 


BLACK. 
1. K. to Q's 2nd. 
2, K. to B's 3rd. 
3. К. to Kt.'s 4th, or (A.s 
4. P. to Rs 4th. 
5. K. to R'a 3rd. 
6. K. to Kt.'s 4th. 
7. P. to R’s 5th. 


(A.) 
3. P. to R's 4th. F 
4. P. to R’s 5th. , 
5. P. to Kt.'s 4th. 
6. P. to B's 4th (ch.) 
7. P. to B's 5th. 
8, К, to Kt.'s 2nd. 
9. He cannot stop the White Pawns, 


VARIATION ЇЇ. 


WHITE. 
1. P. to R’s 4th. 


‘Mad he played the King, he would not have taken proper advantege of 
the error of White’s first move.) tage 


2. P. to R's 5th. 
3, P. to Kt.'s 4th. 
1 Р, to R’s 6th. 


BLACK. 
1. P. to R’s 4th, 


2. K. to Q's 2nd. 
3. К. to B's 3rd. 
4. K. to Kt.'s 3rd, 


2x2 
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5. P. to Kt.'s 5th. 5. P. to R’s 5th. 
5. К. to his 2nd. 6. P. to Kt.'s 4th. 
7. K. to B's 2nd. 7. P. to R's 6th. 
8. K. to Kt.'s 3rd. 8. P. to Kt.'s Sth. 


8 
9. К, to R’s 2nd. 9. K. to R’s 2nd. 


The party who first plays his unmoved Pawn will lose, because his 
adversary will gain the move by advancing his unmoved Pawn either опе 
or two squares. As, therefore, each party will play the King only, the 
game will be drawn,* 


CHAPTER V. 


CHESS NOTATION. 


Tax system of notation in general use in this country has been explained 
In the Introduetory Chapter, and fully exemplified in the subsequent 
analyses of the different openings, but a short sketch of the arbitrary 
systems which are more or less adopted in standard chess works on the 
continent, may prove of service to the inexperienced amateur. 

The squares of the chess-board and the chess-men themselves may be 
denoted by various methods, but the moves of the men can be indicated 
only in two ways. 

lst. By giving the square from which a Piece is played and that to 
which it is moved, without naming the Piece itself; and it is here under- 
stood that the Piece to be moved stands on the first-mentioned square, 
and is to be placed on the second, any adverse Piece on the latter square 
to be, of course, removed from the board. 

2nd. By indicating both the Piece to be moved and the square to which 
it is played, superadding also the operation of taking an opposing man. 
The Piece may be designated by its initials, as in the English and the 
French notations, or by some letter of the alphabet, as is done by Kiese- 
ritzky and others. In the former the move is frequently indicated by 
simply mentioning the operation of taking, as ** K, B. takes Q. Kt.," or 
“Е, du R, prend le C.,’’ but this is never the case in any of the arbitrary 
systems alluded to. 

When the first-mentioned plan of stating the move is adopted, viz., by 
giving the square from which and to which a Piece is moved, the name of 
the Piece to be moved is sometiines given, and the act of taking is also 
indicated, nut these are quite unnecessary. 

So also, under the second method, if the Piece to be played and the square 
to which it goes are given, the operation of taking need not be expressed 
any more than in the first, although it is customary to have it so. 

In Alexandre, Jaenisch, the ** Handbuch," and in Germany generally, 
the squares are marked as in Diagram No. 1. 


* For this clear and simple resolution of the celebrated problem ** King 
end Three Pawns versus King and Three Pawns," we are indebted to the 
skilful industry of Capt. W. D. Evans, the inventor of the beautiful 
opening called the Evans’ Gambit. 


CHESS NOTATION. 501 


NOTATION ADOPTED BY ALEXANDRE, JAENISCH, Tux HANDRUCH," 
AND THE GERMAN WRITERS GENERALLY. 


(No. 1.) 


BLACK, 


8|«8 ur "4 08 Ff 
d^ ET. GY JA 1-7] 
" d ri "me 
yy ° 
yf d 


"D a 
zur uin "m 
af B 12 


E 


5 1. "i 


a E Ы i5 


a2 Uy e 9 T nz 
pu nu "E "EP J^ p. Í 


eee 


Here the Black corner square, which i is occupied by the Q’s Rook at the 
beginning of a game, is marked “a 1," Q. R’s 2nd is © a 2,” and so on 
to Q. R's 8th, which is known as **a8." Q. Kt.'s square, in like 
manner, is “0 1." Q. B's square is c 1." Q’s square а” 
K's square is “е 1." К. B's square is “71.” К, Kt.'s square is 
“g1,” and К. R’s square is ** Z 1," and each of these go on of course 
from the first square of the file to the 8th, in the same direction. In the 
adoption of this notation, it is usual to give merely the square from which 
a Piece is moved, and that to which it goes, a small sign (X ) being used 
to denote check, o—o to denote castling on the King’s side, and o—omo 
to denote the same operation on the Queen’s side. 


1- 


1 


The following will serve as an example of this description of notation :— 


e 2—e 4. gi—f 3. 42—44. 71—04. 
1.975 2.78278, 3. а 4. J 8—b AX. 
2—c 3. — 

Rf оо 
JU q4— B LEES 
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In the English notation these moves would be given thus :— 


1 Р. to K's 4th. 9 Kt. to K. B's 3rd. 3 P. to Q's 4th, 
* P. to K's 4th, * Kt. to Q. B’s 3rd. * Р, takes Р. 
4 B. to Q. B's 4th. 5 P. to Q. B's 2rd. 6 Castles on K's side. 


* B.toQ. Kt.'sóth(ch.) ~* P. takes Р, 


We shall give the same opening in all our other specimens. In Alex- 
andre and Jaenisch, taking is indicated by a small о placed over the last 


eyvher; thus the 3rd move of Black in the above, 3, pipere would be 


written 8 5 Рангу 


In the German ** Handbuch” we find ; signifies takes; and in the same 
work the initials of the superior Pieces, but not of the Pawns, are alsc 
given. ‘Taking the above example, and giving the English initials of the 
Pieces, the opening becomes— 


1 e 9—24. Kt. g 1—f 3. 3 d9—d4. , 4 B. f 4—c4. 
* e T—e 5, * Kt. 0 8—c 6. *e5—d4: ' B. f 8—b 4x. 
с 2—c 8. о0о, 
5. 703: 6. &e. 


In our opinion, these initials are quite uncalled for, and appear to 
destroy, in some measure, the simplicity of the original notation. We 
now proreed to another method of denoting the squares. (See Diagram 2.) 

Here we find, in place of a à c d e о h, as given in the last system, the 
same squares are distinguished by 1 2 3 4 5 6 7 8. This notation is 
found in Koch's ** Elementarbuch der Schachspielkunst,” and, adopting 
the English initials of the Pieces, would give the previous opening as 
follows :— 


52—54. 2 Kt. 71—63. 3 42—44. 4 B. 61—54. 
* 57—55. * Kt. 28—36. Бн. ' B. 68—24X. 
832—833. K. Cast. 
E 27670 ———— 
9: 4—38 P. 6. 


Kieseritzky has adopted this plan of denoting the squares, but with the 
difference of placing the figures which indicate the columns or files before 
those which denote the ranks, (See Diagram 3.) His method, however, 
of giving the moves is different to Koch’s, and we think unquestionably pre- 
ferable. He denotes the officers or Pieces by the capitals A B CD E F GH, 
beginning in order from Q. R., and the Pawns standing before them by 
the small letters а b c d, &c. Не then gives the Piece or Pawn to be 
moved, and the square to which it goes, and if any capture is made, the 
Piece or Pawn taken is also mentioned. (e. g.) 


e 45, G. 36. а44. F. 43. с 83. o—o, 
1. os. 7 5.0 ona ti 32X. 5.75 б. 


This, it must be aamitted, leaves nothing to be desired on the score of con« 
ciseness, but it would have been easier for players accustomed to oui 
notation, if he had marked the squares as in Diagram 2, and grafted on 
that plan his own method of indicating the men, 
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The aboye would then stand thus,— 


e 54, G. 63, d 44. F 34. c 33. 6-6 
lige 2X 9.ud EFEX. $6.75. 9 


and in this form is more intelligible to Englishmen, because 1, 29 reads 
the 4th of the К. 
1. К. Р. to K's 4th, Vatt 45. deum К. P. to the 4th of the But it is probabie 


im this instance M. К. Erst the convenience of the French players, 
who express themselves in the manner objected to. 


Kocn’s NOTATION. 
(№. 2.) . 


ГЛ 


pm 


РА 
(2 
jaca E 


1o 2 
e " » @ 


WHITE, 


OPE M M EE У ately 


There is yet another manner of notation, in which the squares arc 
numbered 123 4 5, &c., up to 64, but this method seems to offer no 
advantages of any kind, and therefore needs no further mention, 

In conclusion, we may remark, that it is easy enough to invent new 
chess notations, or vary the old, but extremely difficult to discover any- 
thing likely to supersede that already i in use,—for our own notation, with 
some slight modifications or abbreviations, may be rendered almost as 
concise, and certainly more expressive, than any of the arbitrary, systems 
above described. 
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Kveseritzky’s Novation.* 
(No. 3.) 


BI. док, 


alat з са fi E D. 
1а, m m-m- 


nud au 
DD 58 

WY), 7 
I п Е. 1- 


% 


A 
] E a p 


їп пг 10 


Vl 
^E p.m пп 


ай 


W LUM.3G30 ES Е DO HE 


p 


CHAPTER VI. 
CURIOUS CHESS PROBLEMS. 


Tux. following ingenious stratagems, all of which are original, and were 
kindly presented to the author expressly for this little work, may afford 
the student occasional relaxation when his mind is bewildered by the 
inexhaustible variations which spring from the openings of games. 

For the assistance of those readers who want leisure or Lei to цп 
ravel the intricacies of these positions, the solutions are appen: 


* For a more detailed description of M. Kieser itzky’s method of indi- 
cating the moves, the student is referred to the prefatory address in his 
“ Cinquante Parties," and the opening chapters of Witeomb' 8 translation 
of Mr. Lewis's last Chess Treatise, 
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First POSITION. Srconp Posirron- 
By Mr. Me G—y. By Mr. Me G—y. 


WHITE, WHITE. 


White playing first checkmates White playing first checkmates 


in four moves. in four moves. 
THIRD POSITION. FourTH POSITION. 
By Mr. Me G—y. By the Rev. H. Bolton. 


BLACK. 


White playing first checkmates White playing first checkmates 
in four moves. in five moves, 
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Fretu Posirton. бтхтн Positron. 
By Herr Kling. By Mr. Mc G—y. 
BLACK. ў BLACK. 


a 
WHITE, 
White playing first checkmates White playing first checkmates * 
in five moves. in five moves. 
SEVENTH Position, Егвнтн POSITION. 
By the Rev. H. Balton. By the Rev. H. Bolton. 


DAT 


WHITE. WHITE. 


White playing first checkmates White playing first checkmates 
in six moves. in six moves, 


CURIOUS CHESS PROBLEMS. 507 


М№Мімтн Роѕіттом. Tenra Posrrion, 
By the Rev. Н. Bolton. By the Rev. Н. Bolton. 


* White playing first checkmates White playing first checkmates 


in six moves. in seven moves. 
ELEVENTH POSITION. TWELFTH POSITION. 


By the Rev. H. Bolton. By the Rev. H. Bolton. 


BLACK. 


White playing first checkmates White playing first checkmates 
in seven moves ir eight moves. 
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THIRTEENTH POSITION. FOURTEENTH POSITION. 
By the Rev. H. Bolton. By the Rev. H. Bolton. 


WHITE. WHITE. 


White playing first checkmates White playing first checkmates 
in eight moves. n eight moves. 
FirrsENTH POSITION. SIXTEENTH POSITION. 

By the Rev. H. Bolton. By the Rev. H. Bolton. 


BLACK. 


White playing first checkmates White playing first checkmates 
in nine moves, in ten moves, 
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SEYRANIEENTH POSITION. EIGHTEENTH POSITION. 


By the Rev. H. Bolton. By Mr. Mc G—y. 


White playing first checkmates White playing first compels Black 
in thirteen moves, to checkmate him in four moves. 


NINETEENTH Posirion. TWENTIETH POSITION. 
By Mr. Mc G—y. 


White playing first compels Black White playing first compels Black 
to checkmate him in five moves. to checkmate him in five moves, 
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Twenty-Kirsr POSITION. TWENTY-SECOND POSITION, 
By Mr. Me G—y. By Mr. Me G—y. 


BLACK, BLACK, 


WHITE. 

White playing first compels Black White playing first compels Black 
to checkmate him in six moves, to checkmate him in six moves. 
TWENTY-THIRD POSITION. Twenty-FourtH POSITION. 
By Mr. Me G—y. By Mr. Mc G—y. 


WHITE, 


White playing first compels Black White playing first compels Blaca 
tə checkmate him in seven moves. ` to mate him in eight moxcs. 
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Twanty-Fiyra Posrrion. 
By Mr. Mc G—y. 
BLACK 


WHITE, 


"White playing first compels Black 
to checkmate him in fourteen 
moves. 
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Twenty-Sixra Posirion, 
By the Rev. H. Bolton. 
BLACK. 


White undertakes to compel Black 
to checkmate him on his (White’s) 
Q. R’s sq. in twenty-five moves. 


SOLUTIONS TO THE CHESS PROBLEMS. 


First POSITION. 


WHITE. 
1. Kt. to Q’s 8th (ch.) 
2. Castles (giving ch.) 
3. B. to Ө. B’s 5th. 
4. R. takes B. 


BLACK, 
1. К. to Q's 4th, 
2. B. interposes. 
3. Any move. 


Mate, 


SECOND POSITION. 


WHITE. 
1. R. takes B. (ch.) 
2, Kt. takes Kt, (ch.) 
3. В. takes R. (ch.) 
4. R, takes R. 


BLACK. 
1. Kt. takes R. (bost.) 
2. K. to Q's 5th, 
3, К. to Q's 4th. 


Mate. 


Тнїңр POSITION, 


WHITE, 
1. Q. to К. B's 5th (ch.) 
2. Kt. takes Kt. (ch. 


3, Kt. from К. B's 2nd to 


K. Kt.’s 4th (ch.) 


BLACK. 
1. К. takes Q. (bests) 
2. К. to K's 4th (Ъевї,) 
3. K. to Q's 5th. 


$. Kt. to K. B's 5th (ch.) Mate. 1 
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Fourra Position. 
WHITE. BLACK. 
. Kt. to Q’s 5th. 1. Kt. takes B., oz (А, 
. Kt. takes Q. Kt. P. (ch.) 2. K. is moved. 
. Q. to Q. R’s 7th (ch.) 3. K. removes. 
. Kt. to Ө. R’s 8th, 4. Phys as he can. 
. White mates. 


[e 


(А.) 


1. Р. takes Kt. 
2. Q. В. to G's Sth (dis. ch.) 2. Kt. to Q. Kt.'s sq. 
3. K. B. to B's 5th (ch.) 3. R. to Q's 2nd. 
4. Q. takes Kt. Mate, 


FirruH Posrrion, 
WHITE. BLACK, 


1. Castles. 1. P. to K. R’s 4th, 
2. K. to R’s 2nd, 2. P. to К. R's 5th, 
3. B. to К. Kt.'s sq. 3. P. to K. R’s 6th, 
4. R. to B's 2nd. 4. K. to Q's 4tb. 

5. R. to K. B's 4th. 


Double check, and mate. 


SixrH. Posirion. 
WHITE, RYACK, 
1. P. takes P. (ch.) 1. K. takes P. on his Q. B's 
4th, or (A.) 
. K. to Q's 3rd (best.) 
‚ К. takes Q., or (B.) 


. Q. takes P. s 
» P. to K. D'a 5th, 


2 
3. Q. takes B. (оһ,) 
4 
5 


mo № 


. B. takes P. (ch.) 
. B. takes P. Mate. 


(А.) 
. K.takes P.on his Q. B'sdth 
2. Q. to her B’s 3rd (ch.) 2. K. to Q’s 4th. 
3. Q. takes P. (ch.) ‚ K. takes P. 
4. Q. to Q. Kt.'s 4th. 


ene 


Mate. 
(B.) 
4. Q. to K's 6th. Mate. 


3. Q. to Q's 2nd. 


Seventn POSITION. 


WHITE. BLACK. 
1. К. to Ө. Kt.'s 4th. 1. Kt. takes R. (best. 
2, P. takes Kt. (ch.) 2. K. to B's 5th. 
3. Q. to her R's 3rd. 3. P. to Q. B's 4th. 


./P. takes Р. 


4. K. to his 4th. 
. P. to Ө, Kt.'s Gtk. 


$. Q. to K's ard, 
6. Q. to her 4th. Mate. 


ge 


1. 
2. 
3. 
4 
5 
6 


S ON = 


мз л ә one aon 


шч о oo 
a ©: 
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. К. to Q. Kt.'s sq. (dis. ch.) 


Mate. 
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Е1снтн Posrrion. . 
WHITE. BLACK, 
Р. to Q Kt.'s 7th (ch.) 1. B. takes P. 
К. to Q's 7th. 2. Kt. takes Kt. (Lest.) 
R. takes B. 3. Kt. to Q's sq. ` 
. R. to Q. Kt.’s sq. (dis, ch.) 4. Kt. to Q. Kt.'s 2ud. 
. R. takes Kt. 5. Moves as he will. 


NiwTH POSITION. 


WHITE, 


. R. takes Kt. 

‚ Q. to her 5th. 

. R. takes Q. (dis. ch.) 
. K. to K. B's sq. 


R. to Q's 4th. 


. R. to К, B's 4th. 


Mate. 


C wot 


BLACK. 


. Q. to her R's 4th (best) 


. Q. takes Q. (best. 
. K. takes P. 
. Kt. P. takes В. 


. P. to Ө. Kt.'s 7th, 


Tentu POSITION. 


WHITE. 


. Q. to her B's 8th (ch.) 

. Q. to K's 8th (ch.) 

. Kt. to Q, Kt.’s 5th (ch.) 
. Q. to K’s 4th (ch.) 


Kt. to Q's 6th (ch.) 


‚ Q. to her Kt.'s sq. (ch.) 
. Kt. to Q. Kt.’s 5th. 


Mate. 
(АЈ) 


9. to K’s 5th (ch.) 
Q. to K. B's 5th (ch.) 
P. to K. Kt.'s 5th. 
Mate. 


BLACK. 
1. K. to his 2nd. 
2. К. to Q's 3rd, or (À.) 
3. K. to Q's 4th. 
4. К. to Q. B's 5th (еее, 
5. K. removes. 
6. K. takes R. P. 
2. K. to his B's 8rd, 
3. К. removes. 
4. К. removes. 


ELEVENTH POSITION. 


WHITE, 


. Kt. to Q’s 6th (ch.) 
. P. to Ө. R's 3rd. 
. P. to К. Kt.’s 8th, 


becoming a Q. 
Kt. to Q. B's sq. (ch.) 
K. to Q's 2nd. 
Q. R. P. takes P. 
White mates. 


Ке] 
mn 


BLACK. 
K. to Q's 6th. 
R. to Q's sq. 
. takes Q., or (А.) 


» removes, 


4. 
5. P. to Q. B's 5th. 
6. Where he will. 
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(А.) 
3. К. takes Кі, 
4. Kt. to Q. B's sq. (ch.) 4. К. to Q's 5th, 
5. Kt. to K's 2nd (ch.) 5. K. to Q's 6th. 
6. Q. to Q. Kt.'s 3rd. 
Mate. 
: TwaLrrH PosrTION, 
WHITE, BLACK. 
1. Е. takes R. (ch.) l. P. takes P. 
2. Q. to her B's 3rd. 2. К. to Q. R’s 3rd (best 
3. Kt. from Q's3rdto Q.B's 5th(ch.) 3. K. removes. 
4. Q. takes P. (ch.) 4. K. takes Q. 
5. Kt. to Q's 3rd (ch.) 5. K. takes R. P. (best.) 
6. P. to Q. Kt.'s 3rd б) 6. К. to Q. К 4th. 
7. P. to Q. Kt.'s 4th (ch.) 7. K. removes. 
8. White mates with one of the Knights. 
THIRTEENTH POSITION. 
WHITE. BLACK. 
1. Q. to K's 5th (ch.) 1. K. takes R., or (A.) 
2. Kt. to Q's 6th (ch.) 2. K. removes. 
3. Kt. to Q's 3rd (ch. 3. K. removes, 
4. Kt to K's 4th. 4. B. takes Q. R. P. 
5. Q. to Q's 4th (ch.) 5. B. interposes (best.) 
6. Q. takes B. (ch.) 6. K. removes. 
7. Q. to her Kt.'s 4th (ch.) 7. K. removes. 
8. Kt. to Q. B's 5th. 
Mate. 
(A.) 
1. K. takes Q. 
2. Kt. to Q’s 3rd (ch,) 2. K. removes. 
3. R. to Q's 4th. 
Mate. 
FOURTEENTH POSITION. 
WHITH. BLACK. 
1. Q. to her B’s 4th (ch.) 1. K. to Q. R’s 4th (best.) 
2. Kt. to Q. B’s 5th. 2. R. to Ө. Kt.'s 3rd (best.) 
3. Q. to her R’s 2nd (ch.) 3. K. moves. 
4. Q. takes Kt. (ch.) 4. K. moves, 
5. Q. to her R’s 2nd (ch.) 5. K. moves. 
6. K. to Kt.’s sq. 6. P. to R’s 3rd. 
7. K. to R’s sq 7. P. to R’s 4th. 
8. Q. mates. 
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FIFTEENTH PosiTION, 
WHITE. BLACK. 


I. R. takes Kt. (ch.) l. K. takes R. 

2. Q. to Q. B's 3rd (ch.) 2. K. to K's 2nd. 

5. Q. to Q. B's 7th im 3. K. to his B's 3rd. 

4. R. to K. B's 5th (ch. 4. K. to Kt.'s 3rd (best.) 

5. Q. to К. B's 4th. 5. R. to K. Kt.'s 2nd. 

6. R. to К. Kt.'s 5th (ch.) 6. K. to K. R's 2nd (best.) 

7. Q. to K. R’s 2nd. 7. R. takes R. 

8. B. takes R. (dis. ch.) 2, К. removes. 

9. Q. to К. R's 6th. 

Mate. 
SIXTEENTH Position. 
WHITE. BLACK. 

1. Kt. takes B. (dis. ch.) 1. K. to R’s 2nd. 

2. Kt. to K. B's 8th (ch.) 2. K. removes. 

3. Kt. to Q's 7th (dis. ch.) 3. K. removes. 

4. R. takes D. (ch.) 4. K. takes B. 

5. Kt. takes P. 5. P. takes К. (best.) 

6. Kt. takes Q. Kt. P. 6. P. to K. R's 5th. 

7. Kt. to Q's 4th. 7. P. to K. R's 6th. 

8. Kt. to Q. B's 6th. 8. P. to K. R's 7th. 

9. Kt. to K's 5th. 9. Р. (о К. R’s 8th, becoming 
10. Kt. takes B. P. а О. 

Mate. 
SEVENTEENTH POSITION. 
WHITE, BLACK. 

1. K.. ю Q's 8th (ch.) 1. K. to Q. B's sq. 

2. Kt. to K. B's 7th (dis. ch.) 2. K. to Q. Kt.'s 2nd (best.) 

3. P. to Q. B's 6th (ch.) 3. K. takes P. 

4. Q. to K's 8th (ch.) 4. K. to Q. Kt.'s 2nd. 

5. Kt. to Q's 8th (ch.) 5. K. removes. 

6. Kt. takes K. P. (dis. ch.) 6. K. to Q. Kt.'s 2nd. 

7. Kt. to Q's 8th (ch.) 7. K. removes. 

8. Kt. to Q. B's 6th (dis. ch.) З. К. removes. 

9. К. В. takes Р. 9. P. to Ө. Kt.'s 4th (best) 
10. P. to Q. R's 4th No 10. К. to Q. Kt.’s 3rd (best.) 
11. P. to Q. R’s 5th (ch. 11. K. to Q. Kt.'s 2nd. 

12. Kt. to K's 7th (dis. ch.) 12. P. to Q. B's 3rd, 
13. Q. mates. 
EIGHTEENTH PosiTION. 
WHITE. BLACK. 

1. B. takes R. (ch.) l. R. to K's 7th. 

2. ©. В. takes P. (ch.) 2. Kt. takes К. 

3. К. R. takes Kt. (ch.) 3. Q. to K's 6th. 

4. Q. to K. R’s 5th. 1. Black must give mate witli 


Kt. or Q. 


4 
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NINETEENTH PosrTION. 


WHITE, BLACK, 
l. B. takes Kt. (ch.) . 1. K. R. to B's 6th. 
2. Q. to K's 6th (ch.) 2. B. to K's 4th. 
3. Q. to her 5th (ch.) 3. K. takes Q. 
4. Kt. to Ө. Kt.'s 4th (ch.? 4. K. to K's 5th. 
5. R. to K's 6th. 5. Kt, must mate, 


TWENTIETH POSITION. 


WHITE. BLACK. 
1. Kt. takes Kt. (ch.) ‚ К, to Q’s 8th. 
2. R. to R's sq. (ch.) K. takes P. 
3. K. to K's 4th (dis. ch. K. to Q. B's 7th. 
4. K. to B's 3rd (dis. ch. . К. takes Q. Kt. P. 
5. R. to Q. B's 6th. . Kt. must mate. 


о фо n 


Twenty-First POSITION. 


WHITE. BLACK. 
1. Kt, at K's 5th takes Kt. (ch.) Kt, takes Kt. 
2. B. takes B. (ch. R. to K's 2nd. 
3. B. takes R. (ch. . K. to his sq. 
4. Kt. takes B. (dis. ch.) . Kt. to Kt.’s sq. 
5. Q. takes Q. (ch.) K. to Q's 2nd. 
6. K. takes R. ; Kt. must take Kt 


Mate. 


TwxwTY-SECOND POSITION. 


WHITE, BLACK. 

1, R. to Q. B's 8th (ch.) 1. B. to Q, B's 2nd, 
2. R. to Q. B's 2nd (ch.) 2. B. to Q. B's Sth. 
3. B. to K. B's 2nd (ch.) 3. Kt. to K's 6th. 

4. Q. to K. B's 5th (ch.) 4. Kt. to Q's 4th. 

5. K. to his 4th. 5. Р. to К, Kt.'s 3rd. 
6. Kt. to K. B's 3rd. 6. P. must take Q. 

Mate. 


TwrxTY-THiRD POSITION. 


WHITE. BLACK 

1. Q. to her B's 8th (ch.) 1. Kt. to Q. B s 2nd. 
2, P. takes P. (ch.) 2. К. to Q's 4th (best. ; 
3. К. to Q. Kt.'s 4th (dis. ch.) 3. K. to Ө. B's 4th. 

4. Q. to K. B's 5th (ch.) 4. Kt. to Q's 4th. 

5. Q. to К. B's 2nd (ch.) 5. Kt. to K's 6th. 

6. R. to Q. B's 4th (ch.) 6. K. takes R. 

7. Q. to her B's 2nd (ch.) 7. Kt. must take @. 


Mate. 


won оо ьо № 


: 


«с ооа съз ел (ою! 


16. 
17. 


. 9. takes Р. E 
. B. takes B. 

. B. takes Kt. (ch.) 

. Q. to K. B's 8th (ch.) 
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Twenty-Fourru POSITION. 


WHITE. 
Q. to Ө. R's 8th (ch.) 
R. takes Kt. (ch.) 
В. takes R. (ch.) 
Castles (ch.) 


‚ Q. takes R. (ch.) 


K. to Kt.'s sq. 
P. to Q. B's 3rd (ch.) 
Q. takes Kt. 


Mate. 


BLACK. 
l. K. to Kt.'s 3rd. 
2. K. removes. 
3. K. takes Kt. 
4. Q. to her 6th. 
5. Kt. to Q. Kt.'s 5th. 
6. Q. to her 7th (best.) 
7. K. to Q's 6th. 
8, Q. must take R. 


Twenty-Firra POSITION. 


WHITE. 


ch. 


Q. takes R. (ch.) 


. Kt. at B's 5th to Q's 7th 


(dis. ch.) 


. B. takes Kt. (dis. ch.) 
. B. takes R. (ch.) 

. P. takes B. 

. В. to K's 4th. 

. B. to Q's 5th. 

. R. to Q's sq. 

. Kt. to Q. R's 6th. 


B. to Q. B's 6th. 
Mate. 


BLACK. 
1. K. to Q's sq. 
2. Kt. to Q. Kt.'s 3rd, 
3. К. to 9. B's sq. 
4. R. to K's sq. 
5. Q. takes Q. 
6. К. to Kt.'s 2nd. 


7. K. to R’s sq. 

8. Q. interposes. 

9. Q. to Q's 4th. 

- Q. to Q. B's 3rd. 

. Q. to Q. Kt.'s 2nd, 
Q. to her B's 3rd. 

. Q. to Kt.'s 2nd. 

14. Q. must take Bishop. 


TWENTY-SIXTH POSITION. 


WHITE. 


. Q. to Q. R’s sq. 


B. to K's 4th. 


. К. to Q's 2nd. 


Q. to Q's sq. 


‚ R. to Q. R's 2nd. 


B. to Q. Kt.'s sq. 
P. to Q. Kt.'s 4th. 
Q. to her 7th (ch.) 


. P. to Q. Kt.'s 6th. 
. K. to Q. Kt.'s 5th. 


К. to Ө. B's 4th. 


. К. to Q. Kt.'s 3rd. 
. R. to Ө. B's 2nd. 


К. to Q. R's 2nd, 


. K. to Ө, R's sq. 


Q. to her B's 8th (8) 
К. to Ө. R's 2nd (ch. 


"LACK, 


Black's moves are all forced. 
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18. К. to Ө. R's 6th (ch.) 

19. Q. to Q. B's 6th (ch.) 

96. R. to Q. Kt.'s 6th (ch.) 

2). Q. to her B's 5th (ch.) Black's moves are all forced, 

22. К. to Ө. Kt.'s 4th (ch.) 

23. R. to K's 4th (dis. ch.) 

24, Q. to Q. Kt.'s 5th (ch.) 

25. Q. to Q. Kt.'s 2nd (ch.) 25. Р. takes Q., giving check. 
mate. 


SOLUTION OF THE FRONTISPIECE. 


, WHITE. BLACK. 
1. Q. to her B's 4th (ch.) l. R. to K. B's 2nd. 
2. B. to K. Kt.'s 7th. 2. К. takes B. (best.) 
8. Q. to her 4th (ch. 3. К. to Kt.'s sq. (best.^ 
4. Q. to her 8th (ch. 4. R. to B's sq. 
5. Q. to her 5th (ch. 5. К. to B's 2nd. 
6. К. to K. R’s 6th. 6. P. to К. Kt.'s 6th. 
7. Q. to her 8th (cn.) 7. R. to B's sq. 
8. Q. to K's 7th. 8. К. to К. B's 2nd. 
9. Q. to K. Kt.’s 5th (oh.) 9. K. to R's sq. 
16, Q. to her 8th (ch.) 10. R. to B's sq. 
11. Q. takes R. 
Mate. 


———————————— 
LONDON: PRINTED BY WILLIAM CLOWES AND ВОМ, LIMITEI) 
STAMFORD STREET AND CHARING CROSS, 


А-РРЕТ ЧӘН О 


BY 


R. F. GREEN, 
Editor of the '* British Chess Magazine.” 


INDEX TO THE OPENINGS. 
1 P—Ka, P—KB4, 3 Kt—KB3, 


Allgaier Gambit. 1. —77; 2. — 5,7; 8. $ 
gaier Gambit P—Ka' PXP ” P=KKta’ 


Р—КК4, 5. Kt—Kts_ 
PERG” 

Allgaier-Kieseritzky Gambit. See Kieseritzky Gambit. 
s P—K4 P—KB4, о Kt-KB3 
llgai E Е 
Allgaier-Thorold Gambit. 1. PoKa $9 PxP 3. P KKU) 
P—KR4, ck KtxP , » P—Q4. 
2 “P= Kt5 ’ aba P-KR3' 8 xx б "d 


Anderssen’s Counter Attack in the Salvio Gambit. 1, - PED 
2 Р— —KB4, 8. ELE 4 ВВА. Kt—Ks . 
“ВХР —KKt4' ‘Р К5’ ' Q—R5(ch.)’ 
K-B_.w = 0—Q4 
* Kt—KR3’ Рр-03 
Anderssen's Counter Attack in the Scotch Gambit. 1, = a 
`4 


9 Kt—Kb3, 3. P—Q4. 4. B—QB4, 6, СЫЙЫ 
"Ке—ОВзЗ. Бхр) BB” P—Q3’ 
в, P= OB3 | 
B-—Kkt5 
Anderssen’s Counter Attack in the Sicilian Defence, 


1, .Р- Ка, 9, Kt=KB3, з P-Qu, 4 KtxP- 
PAQES PCBs РУР КЕКВ 

-— 22 

Anderssen’s Opening. 1. P—QR3 
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Avalos-Salvio Gambit. See Salvio Gambit. 
1, Р-К4, o, Kt- KB, 


Darnes's Defence in the Ruy Lopez. BERK " Kt- QU3' 


ee a 
'"P-KKt3 
Len Oni's Counter Gambit. 1. iz Q4 
-QD4 
Denima's Defence in the Scotch Game. 1. PED 
M S. 


Kt—KB3, а P—Q4, 4 KtxP 
'Et-QB3 ВЕР” "В-ка 


Berlin Counter Attack in the Ruy Lopez 1,— сая 


, Kt- KBs, B-Kt5 
' Kt—QB3’ " Kt—B3 


Berlin Defence in the King’s Bishop’s Opening. 1 mS ; 
mx ДЕ; 
Eua 
Kt- КВЗ 
tr з ppt. МСЕК, 
Berlin Defence in Ше Ruy Lopez. 1. ҮЛ ОТСО.” 
B—Nts 


КІ КВЗ 
Bertin’s Gambit. See Cunningham Gambit. 
Bird’s Defence in the Ruy Lopez. 1. 5- pg У COD 

PE ts 

“Kt-Q5° 
Bird’s Opening. See Dutch Opening. 
Bishop's Gambit. See Avig’s Bishop's Gambit. 
Dishop's Gambit, Limited. See Little Bishop's Gambit. 
Dlackburne's Attack in the Four Knights Game. 1. PAS 


2 Ке КВЗ, о Kt-B35, 4 D—Kt5, р Castles, 
'"Kt—-QD3' " Kt-2D3' "^ B—Kts’ | Castles’ 
в. Be Ot q, Ecos 

I-D4' 
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poe 
5 P—Kq4’ 
Kt—KBs, ‘= —Q4, Nain E. паа: 
» Kt—QB3’ а xP? 5 cuis Q-2s3' 
_P—QB3 . yw 9-02 
E KKt—K2’ = 


Blackmar Gambit, No. r. 1. 


Blackburne’s Attack in the Scotch Gambit. 


Pagat TE ‘= —K4, 3. P— P—KB3. 
P-Qa' xP? PXP ,” 
4. Ktx B 


1.204, PKA, 
P-KD4! psp 
Gu wee. gg) HUP Айы ао 
ОР о KRB * ; 
jPR-R4,9 B-D4, 
P—K4' | Kt—KB3’ 


Dlackmar Gambit, No. 2 


Boden-Kieseritzky Gambit. 
з. Kt-KB3, д Kt-D3 
ICH DEA Cr: 
Doden's Defence in the Philidor. 
Fez Qu QU 
i БУЗЫ Б B—Q2’ 
Boden’s Defence in the Ruy Lopez. 1. 


P— t es 
PRE gh A Pesos 


P—K4, 9 Kt-KB3, 
P—K4' | Kt—QB3’ 
B- Kts. 4, РЕВ 
B= Be, OSEA 
Bradford Attack in the French Defence. 


3. Kt—QB3 


Pag B-—04. 
155 PORS e poy} 


Brien’s Counter Gambit. 1. mr 2. P—EB4, 3, В—В4_ 
PXP P—QKt4 
1 P— Kg. 9. B-By 
PCR, " PCEBA 
K4. о P—KD4, _Kt—KB3, 
а“ PXP. ' "P= -KKt4"' 


Calabrais Counter Gambit. 


Calabrais Gambit. 1. = 
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VEA PB a Кн dt Eo Bae 
B—Kt2’ "P-KR3'  P—Q3’ '"P-QB3' "PxP' 
RXR, yo, Kt K5. 

» DxR' owe 


ncm 
Centre Counter Gambit. 1. =—л-. 


Centre Gambit. 1. P—K4, 5; Р-04 


Classical Defence in the KB Gambit. 1. ; = P—K4, 2i 2114, 
P=Ky’ ЖР 


_ B-B4 + 
4 Q—Rs(ch.) 
eget Я ч P—K4, 9 B—B4 
Ciassical Defence in the KB Opening. 1. Бк 2. БОБ 
Cochrane’s Attack in Petroff’s Defence. 1, . жш =E 


_Kt=KB3, 4 KtxP, 4, KtxP. 
' Kt- KB3' " P—Q3’ 7 
Cochrane’s Attack in the Scotch Game. 1. E desit n Eng ; 
рКа’ Kt—QB3 
3 P-Q4. 4 B-QB4 . p P- Qn;, в. PXP 
PXP’ “B= tech) EXP r 
—K4, о P—KB4, 08 E 


Cochrane Gambit. 1. 5 


КД РАР —KKt4' 
4. к= В4, 5, Kt-—K5_ D oe 
P—Kts’  Q-Rs(ch)' —B6 
Cochrane-Schumoff Defence in the Scotch Gambit. 1. CE 
vs 
Kt—KB3, ‘= Q4, 4 B—QDB4, р Kt—Kts. 
E Kt-QBs' side rolg em nd Kt-R3 ! 
Ktx KBP S Rh 8. Q- Rs(ch), g, QxB 
Keske ЖО EB, PERKo PEON 
Compromised Defence in the Evans Gambit. 1. ms ; 
m 4 


9. Kt—KB3, 3 BBa 4 HO irom Вав), 
Kt—OB3’ "B-B4' BxKtP’ ha 
g. P= 4, у Castles 
PXP? PXP 
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Count Vitzthum’s Attack in the Scotch Gambit. 1. EIER 
4 
9. Kt—KB3, 3. P—QOA4. 4, E B—QB4, T KS 
Kt—QB3' РхР pr eae Kt=R3’ 
6. Q- R5, 
le s : P—E4, о PBs 
Cozio’s Attack in the KB Gambit. 1 РК 2. РУР 
B-Bp p RB, р OSB) 
'" Q—Rs(ch.)* PEERS 


P—K4, а P—KB4, з Kt- KB; 
Poke DXp "^ n-E2- 


Cunningham Gambit. 1. 


Damiano Gambit. 1. PES 2. = Ва EtxP 

p- K4, ; 9. P-Q4. 51 peo. 

— K4 PXP’ 

P-K4 ,9, P-Q4, 9 P-KB4, 
P—KKt3’ SA dI 


Danish Gambit. 1. > 


Double Fianchetto. 1. 


4, d QB4 
—Kt2' PY Й 
РЕКА, Ке КВЗ, —Kts 

D 1 , D-Kts , 
Double su Lopez. 1. PK! 9; KQB; 3 Ki-kBg 

4, Kt- B3, 

B=Kt5 

Dutch Opening. 1. P—KB4 
E. Morphy's Defence in the Kieseritzky Gambit, 1. PED 


J RS KB4. 3. Ез, 2 ae P—KR4, P Kt—-K5 
РР =ККц’ P—Kts’  P—-Q4' 

English Game. js Staunton’s MES 

English Knight's Game. See Stauntom's Opening. 


English Opening. 1. 2084 


1, = Кд, 9, Kt—KB3 , 3, B= B4 B4. 
—K4' " Kt-QB3' "B-B4' 


Evans Gambit. 
4. P— OKt4 
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L? PE Skt лы D—B4, 


Evans Gambit Declined. Kt- QI! BoBy? 


pee 
BERA 
Falkbeer’s Counter Gambit, 1. € 9. €: КВА, 
р Ky’ “P= 04 
M КЕСЕ. B EN Kt-Kts, 
Feg: en 
egatello. 1 p pct. OD eat P-Q4 ? 
5. PXP 
KtxP’ 
FianchettodiDonna. 1. pa P-QRG, 
Fianchetto di Re. 1. P—RKt$ 
Fianchetto Defence (King's) 1. Bi NM 
P—KKt3 
DRIN, 
Fianchetto D 
ianchetto Defence (Queen's). li PEOKS 
; be —K4, 9 Kt—KB3 , 
Fleissig's Attackin the 4Kts' Game. 1. : Es el 2. 083 
g, Kt- B3, 4 B-Kt$; 5 ew METEO 
Kt—B3’ "B-Kt5' B—HB4" 


ts K4, 59 Kt—-KB2, 

P—K4’ К-0В3' 
P—Q4 ee B-K3, bs QB3 ,, Kt—B2 
OE) E B4! "02 Вз’ Adam cH ; 
P—Ka , 2. Kt- KB5, Kt— B3 
P-K4' "Kt-QB3'  Kt—B3 
1 P7 Ka, g Kt- Ens, 

Р Ка’ Kt=Qb3’ 
3, B= B4, 14,25 ОК, cho, g entes 


Fleissig's Attack in the Scotch Gambit. 1, — —^ 


Four Knights’ Game. 1. 
Fraser’s Attack in the Evans Gambit. 


B-B4* ^BxKtP^ ^B-B4" “P=Q3’ 
P—Q4, ры к; Qu 
?. PXP’ e —Kt3’ n —Kt5’ " 


P—K4, 9 Kt-KD3 
у ? c DITE ———Ó б 
Frasers Attack inthe Scotch Gambit. 1, EE sone’ 
3. P—Q4, 4, Ktx P *.- Kt—KD3 


РР ГК Oe Re 
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Fraser’s Counter Attack in the Muzio Gambit, 1,  —^*; 


9. P—KB4. ; 3. Dra 4 D—D4 , p Castles, 
PxP —-KKu' "P-Kts"  PxKt' 
Quen y d Ks 
Q—B3' 'Q—B4 
Fraser and Möllers Defence in the Greco Counter Gambit. 
1. DM 9. EU) KtxP 


—K4' PARKBA” ЖОНУ 
Fraser-Macdonell Attack in the D Gambit. d - aot 
g, PZR Р—К3В4, T3 B—B4 : ES Ў Kt—QB3 , 
РКВ Оон)" -KRU er BK. 
P—KKt3 , » Q—B3 B3 
LOU TE. x 
Fraser-Mortimer Attack in the Evans Gambit. 1 € 2 
= D 


Kt—KB3, 3 D-D4, 4 P—OKt4, 5 P—B3. 
“Kt—QB3’ {т Ba’ "BXxKtP''* D—B4 
се EQ PXP. ite. 
© P=Q3’ тл PXP’ B D Kt3’ М B—Kts” 


16. o 0-а, үү Q-Kt3, 1g, BXP ( Це. сла 0232, 


Sur Kt-R4* аі 
French Defence. 1. — p с 
—K3 
French Knight's я See PAilidors Defence. 
From's Gambit. 1. == ‘= Ве 
—K4' 


1. E= ка, Kt—QB3, 3. P—Q4 


Fyfe Gambit. Ka) e KOB) 
Ghulam Kassim’s Attack in the Muzio Gambit. 1. - E ; 
mede. 
9, | PED, 3. ere (B ;5. роц 


PxP , —KKt4' ea 
Poe eae Pe Wee B4 


Giuoco Piano. 1. КУЛ EO Pm 
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ut 


| 


Góring's Attack in the Evans Gambit. 1. PEKE 
9. Kt—KB3, B—B4, 4. P—OKt4, 5.2 
Kt—QB3’ B—B4' " BxKtP do m A 
Castles, » P— Q4 PEs Kt—B3, 
g P—Q3’ 7. PXP m В—Кїз' O cm v 
10; B- KKts, 


рей; 9, Kt—KB3, 3 P- Qu; 
Kt-QB3' PXP? 


Géring Gambit. li 


A TB 
! ibe P—K4, 9 Kt- KB3 
Greco Counter Gambit. 1. рк: 2 PKI, 
" Pon P—KB4, о КЕ КВЗ, 
Greco-Philidor Gambit. 1. РЕК 2. PxP 33. 5- m 
B —B4 
ш B—Kt2 


Grimm's Attack in the Bishop’s Gambit. 1. PK) ; 
o, P-KB4, g B-B4_, 4 K-KB ,gKt-OD3, 
PxP ? 'Q—Rs(ch)' "P—-KKt4'  B—Kt2 ; 

А us Q4, y, P-Ks, g Kt- Qs, g Kt-KBs. 


zu Par. "aM T Rc: 
s P—KR4, уу K—Kt 
10, ; p— KR3’ 1. 
m : : ID K4 
Gunsberg’s Defence in the Scotch Gambit, 1 рк; 


9, Kt=KB3, g P-Q4, 4, KtxP 5 B-K3, 

083, PRP B=B4’ i OEB 

e, P= QBS , у B—QKts, 

KKt-K2' " Kt-Q. 
Е um P-K4, 9 Kt-QB5, 4 P—D4, 

Hampe-Allgaier Gambit. 1. р) +8 Kt-QB3! 3. Exp} 

болучу = n Kt—-KKtg 
= —KKt4’ d —Kts ' А 
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L iul, Kt—QDs 


Hampe-Allgaier- 'Thorold Gambit. =" А Кт=Ор; ; 


3. кр; 4. dues UT Kr, ; 6. Kt—KKts , 
PxP UT BINE Kt! " P-Kts ' P—KR3 ' 
КОБЕ, P—Q4 
s ККЕ" post 
Hampe Opening. See елла Game. 
Harvey’s Attack in the Evans Gambit. 1. : P= PED 
aS 
9. Ке КВЗ, Y B—D4, Y P— е. PEB 


Kt—QB3’ "B-B4' ~“ BAEP BaD 
6. Castles , TA P—Q4. 8. РЕР А R=Ri 

P03 PXP” ВК" RERI 
10. BxP (ch.) 


Hollandish Defence. 1.. 25 Q4 
—KB4 
Holloway's Defence in the Muzio Gambit. 1.- es ES 
o, P-KB4, | Kt—KB3, pope і Е 
PxP ° PKR’ —Kt5’ “Px Kt ; 
в Ох 
' Kt- QB3 
Horny’s Defence in the Allgaier Gambit. 1. PED 
p, P-KDB4, з Kt—KB3, 4 P-KRA4, у Kt- Kt. 
PXP P-KKt4! “ P-Kt; ' РЕТ: 


в. KEXP р QXP g, QxDP 
KxKt' КЕ КВЗ’ " B—Q3 

—K4, o, Kt-KB3, 3 B~B4 
—K4' ~ Kt—QB3” "ВЕК 
P— оку 


Hungarian Defence. 1. Б= 


Hunt Opening. 1. - 
ES 9 P- Q3 


Indian Opening. 1. 
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1. = K4 o Kt—KB3,, 


Inverted Hungarian Game. ЕО" 


3 В- 2. 
x , А ‘ А P—K4, 
Italian Defence in the Bishop's Opening. 1. PERA! 
B-B4 ; РОВ; 
й B—B4’ g Q= Kt4' 
А з P—K4, 9 Kt-KB3 
Italian Game, 1. Pk! 2. Kt-QBy 
Jaenisch's Counter Attack in Philidor's Defence. 1. = 2 
ДОВ аг EZO 
"PeQsi КЕ 
Jaenisch's Counter Gambit. 1. ; BA gta Ee, 
—K4'" Kt—OB3’ 
ү. 
: P-B4' 
ди 5 Counter Game. 1. ue s Robe! 
3, P-QP3 
Kt—B3' 
P—K4,$ Kt—KB3 B—D4 
e Gambit. 1. i OL се . 
Jerom IU EcL!" e E T БСД 
4, ВХР (ch.). 
Kann's Defence. 1. P-oby | 
Kieseritzky’s Attack in the Two Knights’ Defence. bi 5 - K Ё 
S 
g, Kt- KB3, B—B4, ыа Kts , 5 PERCHE 
Kt—QB3' " Kt—B3’ —Q4 : Kt- QR’ 


6.293, 


Kieseritzky's Counter Gambit. 1. K4 g, P-KByY 
= Ky? Р ЖЕ 
B—DB4 


"P—OKta’ 
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—K4, 9. P—KB4, ‚8. Kt—KB3, 
P-K4! "^ PxP ~ PEKKI’ 
ке 


Kieseritzky Gambit. i 


P—KR4, 
-P-Kt$ з 
KBP Opening. See Bira’s Breite 
E 9. PRBI 3, B—B4 


P-K4' PXP 


King’s Bishop’s Opening. 1. ed Se РЕВ 


King’s Bishop's Gambit. 1 


King’s Fianchetto. See Fianchetto di Re. 


King'sGambit. 1. er g E- EBA 
—Kk4' | 
King's Knight's Hie in the KB Opening. See Berlin 
Defence. ы 


киң Knight’s Gambit. 1, i= 


—K4, 9. P—KB4 ; 8. Kt—KB3_ 
тй PXP. 

PE 9. P—KB4. 

P—K4 4 PxP ?! 


King's Rook's Pawn’s Gambit. 15 
3. P— KR4 


1. r K4, X P—KB4, 


Kling and Horwitz’s Counter Attack. ка: PxP ’ 


3, Kt- KB5, д B-B4 , 5 E бы 


P—Kkt4’ ~“ P—Kts’ " Q—K2’ 
Koch and Ghulam Kassim’s Attack. See Ghulam Kassim’s 
Attack. 
t € R4, 


Kolisch’s Defence in the Kieseritzky Gambit. eae ; 


9, P—KB4, з Kt-KB3, 4, P=KR4, KICKS 
Бхр ’ P-KKt4’ IPERE” PIOS 


Ez 24 о БВ, ee OB3 
Lewis Counter Gambit. 1. 23 2 Sty) feos 
3 
Lichtenheim's Counter Attack, 1 —E4, 9, Р B4 


P- m5 p PxP ? 
B—B4 


3. Kt—KB3 
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Little Bishop's Gambit. 1. - Kg SR Bag Dor 


—K4’ РХР 
Lopez Counter Gambit. lg p- = 3 2. Ee E 3 gs P-KBI 


P—K4, xs = Вас 40-152 P—QB3, 
Lopez Gambit. 1. рка’ ; 2.= BEBA’ 3. Kt—OB3 3; 4. 'Kt- B3! 
g EBs 


1. Р-К4. о Kt—KBs, 3, B=Kts 
P-K4' | Kt—QB3’ " P—Q3° 
Lord's Defence in the Philidor. 1. =: PETERE 
P=K4' P=Q3 ’ 
3. P= O% 
Kt-Q2 : 
Macdonnell's Attack in the KB Gambit, 1. uem DE —RB4. 
P-K4' РУР 
B-B4 : BE B 5. Kt—OB3 , ; 6. P— KKt3 
“Q=Rs (ch.)’ кка В-ке 


Macdonnell’s Attack in the Мило Gambit. 1. Б 


Lopez-Philidor Defence. 


се 

P—K4! 

P—KB4, g, me B— B4, r5 King 

PxP ’ —Kkt4’ “ P—Kts’ 

к, ib) B—B4, 
B—B4' 


2. 


Macdonnell’s Double Gambit. lj Е 


P—QKt4, 4 P—B4 
3. BXKtP dn 


Maurian’s Defence in the KB Gambit 1, 


B—B4 4. —Q4 
' Kt— QB3 ; OG KS) 


Max Lange'sAttack. 1. — - =, 2; кв; 3.884, 


Е —K4, 9. P—KD4 
“КА” “PXT ? 


—K4' —QB3' "B—B4' 
Castles P— Eh 
f Kt—B3’ pese. 
Meadow Hay Opening. 1. P—QR4 
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— 


Minckwitz’s Defence in the Steinitz Gambit. 1, З зеле 59; 
9. Kt—QB3, ‚3. P—B Дд Бе! Б “жек 
Kt—QB3 Foc ; Q—R5 (ch.)' PORE 
Modern Classical Defence in the KB Gambit. See Classical 
Defence. 
Mortimer’s Attack in the Evans Gambit. See Fraser-Mortimer 
Attack, 


Mortimer’s Defence in the Ruy Lopez. 1, = 
B—Kts , P—Q3 
Фтор; E Rt Kz 
€ prse РЕВ. iste Bg. 
Muzio Gambit. 1. р: 312 “РР. 9, рки’ 
E cete 5, Castles ic 
—Kts ' 


P—K4, 9 Kt—KB3_ 
P-K4! * 02013 


E —K4, 

—Kq4’ 

9 P—KBA4. 3 Kt—KD3, 4 Б P—KRA4, ОБ. ЕЕ. 

PXP УРЕК PeR. Oa: 
Normal Position in the Evans Gambit. 


BLACK, 3. 


E s Defence in the Kieseritzky Gambit. li 


РОК] 
P—K4' 
Kt—KB3. 
Kt—QB3° 


WHITE, 8. B—Ktz 
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Old Classical Defence in the KB Gambit. 1. : = Y 19; 
Р- Крд, tix 
$7 "PxP А: —KDB4 
Ouroussoll’s qun See Prince OuroussofP's Attach. 
Paulsen's Attack in the French Defence. 1,- Е =“. ; д. =, 


—k3’ | p—-Q4' 
з. Kc- n3 


Paulsen’s Attack in the Scotch Gambit. 1, am xd: 
a 


Kt—KB3, 4 P—Q4, 4 KtxP , p B—K3, 
si aM M PXP? * B—B4' 8.022057 
—0В3, „0—02 


RR 


—K4, 9. Kt—KB3, 
ZR 2р—03 ” 
8,! EO 4, FtXP , РХБ 


Рр" 
Paulsen’s Attack in the Vienna. 1, ae P-R4. 2. Rt-QBs. 
PIX *"XCCOBS' 


Paulsen's Attack in Philidor. ix 


о Pad Pi 
3.Р- ККЗ 


Paulsen’s Counter Attack іп the Ruy Lopez. 1, = Ld 


g,Kt-KB3, з D-Ktg ,4 Kt-D3, у P—Qa, 
Kt—QB3’ "KKt—K2' “ P—KKt3’ '" PXP’ 
KtxQP 
“B—kt2° 
Paulsen’s Counter Attack in the Sicilian Defence. 1. P—K4 
* P—QB4 
a EAE Kt—B3 
—KKt3’ "B—Ktz 
Paulsen's Defence in the Kieseritzky Gambit. 1. БЕ; 


P—KB4, сасы гы, Kt—K5 
Ks PRP e —KKtu' i P-Kis' а A 


2i 
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p —К+, 
Pia?” 
са са 2c Castles 
A PRF РУР | КК а. —Kt5’ 5 PxKt? 
T bos. р= En Kt— Bs 
> QER T QXP? 9g )-R3' ME m 
10 uns Qar : Mis 
"QRt-D3' "" Q—KB4 
Petroff's Counter Attack. See PefrofP"s Defence, 
-— ‚9 Kt—KB3 
"Kt—KB3° 
Philidor’s Attack in the E Opening. 
D—D4, з P—QB3 


Paulsen’s Defence in the Muzio Gambit. 1, 


Н 


Petroff's Defence. 1. 


Р— —K4, 
picem exe 


2. Boba? 
Philidors Counter Gambit. 1, = zo 9. on 
2 
a 1Р= 040, се Kt—K5 
2 TERK Ba’ = zs 1:5, Кі КВ; 
— К еса, 
Philidor's Defence. 1,1 Б E a= em tin 
Philidors Defence in the Kieseritzky Gambit. 1. D ds ; 
P—KB4, 9 Kt—KB3, Por. ves 
^ Mech ^ ED iu —Kts5 д Kt—KB3" 
= жыз. P—B4, 
Pierce Gambit. 4 zn! 2. Kt-Ob3! 3. PXP? 
Kt—D3 , Eon 
T p—Kkt4 ' B М 
Polerio Gambit. иу = m. pic ees Be ты 
PxP 
Polerio’s Defence in the Popes Gambit. 1. pii 
= 
9, ! P—KD4, о Kt—KB3, P—KR4, к К-К; 


тр "РКЫ So + B-c Ea. 
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P—K4, 9 Kt—KB3, 


Ponziani’s Counter Gambit. 1, P-K4! "Ki-QB3! 


P—QD3 
8, — RHET 
Ponziani's Game. See Staunton’s Opening. 
Potter’s Defence in the Allgaier Gambit, 1, P 
EE 
2, P—KB4, 8. se! P—KR4, . Kt—Kts 
PRR —KKt4' " P—Kt5" "P—KR3' 


Ktx P, " fe —Q4. g. BE B—Ba(ch.) , 
Кк” BLEUS SPXP КЕК! 
Castles ; Q—Q2., Kt—B3 
ш Kt—KB3 ’ es Kt—B3’ " В—03' 


Prince Ouroussoff's Attack іп the Allgaier Gambit. 1. = "ur 
S4 
2, P-KB4, з Kt-KB3, д P-KR4, „ Кї—Кї;, 
ВХР l PRK -= P-K  P-KR3' 
6. Kx P. 7. is —Ba(ch.) 
Kx Kt 
Pulling’s Counter Attack in the Scotch Gambit. 1. BED ; 


o, Kt-KB3, PO. a Kt x P 
Kt—OB3’ Acn Q—Rs 
; —K4, 9 P—KB4, 4 Kt—KB3. 
Quaade Gambit. 1. poe 121 pup /* P—KKu! 
Д\ Kt-QB3. ' Kt—K5 .. ,P—-KKt3, QxP 
P=Kts Q—Rs5(ch.)’ pop. > 
Queen's Dishop's Pawn's Defence in the KB Opening. 
1. P=K4, 9, B-Bq 
P—K4' '"P—QBs 
Queen's Bishop’s Pawn’s Game. See Staunton’s Opening. 
Queen's Fianchetto. See /ianchelto di Donna. 
Queen’s Gambit. pL g, P-QB4 
Queen's Knight's Opening. See Vienna Game, 
—K4, 9. К-К Kt—KD3 
Юл” P-Q4" 


Queen's Pawn's Counter Gambit. 1. Б = 
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Queen’s Pawn’s Defence in the QBP Game. 1.7 at 
9, Kt- KB3, з P—OB3 
Kt—QB3’ =Qa 
Queen’s Pawn’s Game. See Scotch Gambit. 
Richardson’s Attack in the Evans Gambit, 1. ET =K4, 


—K4 3 
2. Kt—KB3 B—B4, 77 P-QKt, ЧЕ 1 
Kt—QB3’ "B-B4' BxKtP ' "B-R4' 
Castles ‚7. = On), 8 Ktx P 
URt—B3' ` Castles’ ` Y 


Rivières Counter Attack in the Kieseritzky Gambit. 1. - ка У 
9, P-KB4, з Kt- KB3, E Б, ЄК; À 
"PXP !'"P-KKu'' “ P—Kts’ Kt- KB3’ 

"SIE ссы 
P—O4 
Riviéres Opening. 1. p 


P-KB4 
1. oes 52, P— КВД, „К КВЗ, 
Pap / “pe —KKtu' 


Rosentreter Gambit. 


БС Q4. Soe ,g ESERI , у ОХР 

PEKE "QRS (Cl) Au cg ae 
Rosenthal’s Defence in the Kieseritzky Gambit. 1, € 
K4 


2 P—KB4, 3. Kt—KB3, 4 P—KR4, & Kt—-Ks5 
‘exer MaKe СОО RA 
Russian Defence. See Petroff’s Defence. 
—K4.5 Kt—-KB3, ВТ 
P —K4' ? Kt—QB3’ 8 % 


Ruy Lopez’ Knight’s Game. 


Salvio's Defence in the емай Gambit. See Рои: 


Defence. 
, м = K4. 5 P—KB4, ee 
Salvio Gambit. 1. Ka е рур 3. P—KWis 
B-Bg , кек; 
“ P-Kt;' 5 
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Sander’s Defence in the Evans Gambit. 1. E x ; 
[ v" IN 
2. SEN. g В=В4 4 P-QKt4, 5 P- B3, 
—QB3' "B—B4? * BXKtP e B—R4"* 
65 Castles, Y P- 0—04 
—Q3’ 'B-Qz 
ах. Counter Gambit. See /aenisch’s Counter Gambit. 
Schmidt’s Attack in Staunton’s Opening. 1. = P-K4. 


P-K4 à 
Kt—KB3, dies pp hom —Q4, p Le 
H Kt—QB3’ ar ji —Qs' ji 
S i = Kt—KB3 KtxP 
2x 1 E eo At i: b wor 3 9. nu 
Schulze-Müller Gambit ртов; С КЕД 


4.294, 


Scotch-Evans Attack in the Scotch Gambit. 1, z = А 
9. Кі КВЗ, 3, ESOL 4. B—QB4, 5. "i dm 
Kt—QB3’ i PxP digit 7011 LE ООЗ? 


єР—ОКч 


s Kd о Kt—KB3, P—O4 
ut Ка’ Тор * А 
Scotch Game, See dur Gambit, 
P—K4 
P—OB4' 
; P—K4, 9 P—KB4, квз, 
Soerensen’s Gambit. 1. РСК 2. “БУРГ AMT SRK? 
PEO Stier it~ Bg. 
t P—Kts’ pos 
Spanish Game. Ses Ruy Letts. 
1,2 Б “КА. 


Stanley's Attack in the Evans Сал: i, -Ky 
9. Kt—KB3 , 53 В to B4, 4 P-QKu. Ke рй Siu 
Kt—QB3’ *BtoB4' «BX KtP ; Bie R4’ 
6, 2-94. 


Scotch Gambit. 


Sicilian Defence. 1. 
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1 P=K4, 9 Kt—KB3, 3, P—D5 


P—K4' " Kt—QB3 
Steinitz’s Attack in the French Defence. 1, +. 9, BOR 


Staunton’s Opening. 


P—K3 
Steinitz’s Attack in the Sicilian Defence. 1,1 E 
,P-KKt5, 3 D-KKtz 
'Kt-QB3' 
Steinitz’s Defence in the Giuoco Piano. lj ED 
Kt—KB3, 4 B—B4, 4 Castles , #3 —Q3, 


'"Kt-QB3' B=B4’ ~ Kt—B3’  P--Q3’ 
gP-KKt$,5 ВК 
PCÉRS3" P-KKH 
= K4., 9 Kt—QB3 popa EEQ 
Steinitz Gambit. 1. ie 2. Kt-QD3! $19) PXP ; 4. A 


Stonewall Opening. 1. rm m 2 = 


Stone-Ware Defence in the Evans Gambit. 1. P poe $ 
9. Kt—KB3, 3. B—B4, 1 PIS 5. pps 
Kt—QB3’ "B—B4' " BxKtP ee Q5 


Swedish Gambit. See Danish Gambit. 
Thorold’s Attack in the Allgaier Gambit. See AZgazer- Thorold? 

Gambit. 
Pubs y ; ots = ВЕКЕ 2 ВЕВА 
Two Bishops’ Opening. 1. р> 2. BoB, 
Ра, o Kt-KB3,9 D—Ba 
P-K4'" Kt-QB3'" Kt—B3” 
P— se 9 Кі КВЗ, eg Kt—B3. 

po "Kt-QB3 
зм] P 
Three Pawns’ Gambit: ae P-E 2 2. PES 9; M, 
EDIDI VET "ККИ. ; 6. Castles 

"BER Ch) PXP $ 

Van't Kruys Opening. 1. DS 3, 


Two Knights’ Defence. 1. p- 


Three Knights’ Game. 1 
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» K4 
V a Defence. 
ienna Defence. 1.. ZOB? 0 
Vienna Defence in the Salvio Gambit. 1. ens ст 
v 
g, P КВД, ЕСРИ ВЕКИ КЕБ 
PXP °° P=KKtg4’~ P—Kts’ O-Rs(ch)' 
кр 
Kt- 0B3 


Vienna Game. 1. Pope ; 2 Kt—-QB3 


Vitzthum’s ns а, Count үсем Attack. 

LRA i KERRU 
2K44 t Kt—OB3” 
3. B-B4, РОИ, P— SEGUE B Castles , P- 04, 


Waller’s Attack in the Evans Gambit. 


B—B4'^ ВХР’ В Re Б 037 БРВ 
g Q- 5:3 


Wing Gambit. Lp PK 2. Bo 3. iS ORY 
Zukertort’s Attack in the Philidor. 1. 
P—Q4 , д Kt—B3 

pea T 1 


E = A саши 
~P=Q3_ 


Zukertort’s Opening. 1. Кі КВЗ 


CHESS LITERATURE, 


Tue following list includes the best known modern works 
on Chess, and, while making no pretence to completeness, 
will serve as a guide to inexperienced students. It should 
be borne in mind with regard to foreign theoretical works, 
that a knowledge of their language is by no means essential. 
‘Their notation once acquired, they may be consulted to 
the fullest advantage witk little or no difficulty. 
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The numbers marked * refer to the most complete 
works in their respective sections. 

Numbers marked t are inexpensive. 

tr. “A B C des Echecs" (А B C of Chess), by Jean Preti. 
(Paris: Numa Preti, 187—) Systematic introduction to the game. 
Explanation of moves, technical terms, etc, Laws. 

2. * Ajedréz Critico” (Critical Chess) by A. C. Vasquez. 
(Havana: E. W. Wilson and M. Ricoy, 1889.) Szudies of 
interesting positions and end games. 

3. “American Supplement to the Synopsis,” edited by J. W. 
Miller. (London: Simpkin, Marshall & Co., 1885.) Analytical 
variations taken from games actually played’. The work is 
supplementary to the 3rd edition of Cook's Synopsis. 

4. “Analisis del Juego de Ajedréz” (Analysis of Chess), 
Vol. I., in two parts, by A. C. Vasquez. (Havana: A. Palamino, 
1889.) Historical essay. Careful explanatory treatise. Com- 
parative codes of laws, native and foreign, Notes upon and 
examples of openings and main variations. 

5. * Anderssen's Schachpartien” (Anderssen’s Games), edited 
and annotated by G. R. Neumann. (Berlin: Julius Springer, 
1866.) Collection of brilliant games played in 1864 and 1865. 

+6. “ Bradford Tournament, 1888.” (Leeds: Office of “ British 
Chess Magazine," 1888.) Account of International Congress at 
Bradford, 1888, Selection of games (fully annotated) played in 
the Masters tournament. 

7. “ Ceské Ulohy Sachové” (Bohemian Chess Problems), 
with an introductory essay by J. Pospisil. (Prague: Bohemia 
Chess Club, 1888.) Fine collection of problems. Essay on the 
theory of problem construction, 

8. * Chess: its Poetry and its Prose,” by A. Е, Mackenzie. 
(Kingston, Jamaica: De Cordova & Co., 1887.) Essays om 
problem composition and the art of solving. Elementary in- 
struction in composing and solving. Selection of problems, 
with notes. 

9. * Chess Masterpieces,” compiled by H, E. Bird. (London: 
Dean & Son, 1875.) Collection of the finest examples of contem- 
porary play. 
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*1o, * Chess Openings, Ancient and Modern,” edited by Е, 
Freeborough. (London: Trübner & Co, 1889) Thorough 
analysis of openings, and record of all recetved lines of play. 

11. “Chess -Players Companion, by Howard Staunton, 
' (London : С: Dell & Sons, 1849; new edition, 1889.) Collection 
of games by the author, including those of his match with 
St. Amant. Treatise on odds, 

12. “Chess - Players Handbook,” by Howard Staunton. 
(London: С. Bell & Sons, 1847 ; new edition, 1889.) Careful 
elementary instruction. Code of laws. Analysts of chief open- 
ings. Treatise on end games. 

13. “ Chess-Player’s Manual,” by С. Н. D. Gossip, with an 
Appendix by S. Lipschütz. (London : Geo. Routledge & Sons, 
1888) Elementary section, Notation. Code of laws. Analysis 
of openings, Illustrative games. 

+14. “Chess-Player’s Pocket Book,” by James Mortimer. 
(London: Wyman & Sons, 1888.) Swccinct analysis of chief 
openings. 

15. “ Chess-Player's Text Book,” by G.-H. D. Gossip. (Lon- 
don: Trübner & Co., 1889) Elementary treatise. Analysis 
of chief openings. 

16. “Chess Praxis,” by Howard Staunton. (London: С. Bell 
& Sons, 1860; new edition, 1889.) Analysis of chief openings 
supplementary to the Handbook. Elaborate annotated code of 
laws. Collection of games, including a fine selection of Morphy’s 
games. 

*17. * Chess Problem: Text Book with Illustrations," by H. 
J. C. Andrews and others. (London: Cassells & Co., 1887.) 
Collection of problems. Essays on problems, their construction, 
history, method, and classification. 

+18. * Chess Problems : their Composition and Solution," by 
James Rayner. (London: Swan Sonnenschein & Co.) Prac- 
tical essays on composition and solution. Collection of modern 
problems. 

I9. “Chess Studies and End Games,” by B. Horwitz and 
J. Kling. New edition, revised by W. Wayte. (London: G. 
Bell & Sons, 1889.) Elementary and advanced Chess endings. 
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20. *English Chess Problems," by J. and W. T. Pierce. 
(London: Longmans, Green & Co., 1876.) Essay on problem 
construction. Collection of modern English problems, 

21. * Erste Jartausend der Schachlitteratur ? (First Thousand 
Years of Chess Literature) by Dr. A. van der Linde. (Berlin: 
Julius Springer, 1881.) Bibliographical treatise, 

22. * Führer durch die Schachtheorie " (Guide through Chess 
theory) by Oskar Cordel (Berlin: Julius Springer, 1888.) 
Elaborate analysis of all openings in vogue. Essays оп main 
openings. 

23. “Geschichte und Litteratur des Schachspiels” (History 
and Literature of Chess), by Dr. A. van der Linde. (Berlin: 
Julius Springer, 1874.) Historical and bibliographical treatise. 

*24. * Handbuch des Schachspiels " (Handbook of Chess), by 
P. R. von Bilguer, and others. (Leipzig: Veit & Co., 1889.) 
Historical and bibliographical treatises. Exhaustive analysis 
of all recognised openings and variations, Illustrative games. 
Elaborate treatise on end games. 

25. “History of Chess," by D. Forbes, LL.D. (London: W. 
Н. Allen & Co., 1860.) Early history of the game. 

26. *Jeu des Echecs" (The Game of Chess), by G. R. Neu- 
mann and J. Arnous de Riviére. (Paris: De la Rue, 1867.) 
Account of all International Congresses up to that of Paris, 
1867. Collection of games (annotated) played in various Paris 
tourneys. Selection of problems. Classification of openings. 
Annotated code of laws. 

127. “Kleine Schachkónig? (The Little Chess King), by 
Hans Minckwitz. (Leipzig: С. A. Gloeckner, 1888.) Well- 
written elementary treatise, Amusing collection of short games, 

. Collection of end games. Examples of fine day. Selection of 
problems. 

28. “Laws and Practice of Chess,” by Howard Staunton; 
edited by Robert B. Wormald. (London: Chatto & Windus, 
1885.) Historical notes. Elementary instruction, Short analysis 
of openings. Lilustrative games. Code af laws. 

+29. “Lehrbuch des Schachspiels” (Chess Manual), by Jean 
Dufresne. (Leipzig: Phillipp Reclam, Junr., 1887.) Elementary 
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instruction. Explanatory treatise on the openings. Collection 
of end games. Collection of illustrative games. 

30. "Leitfaden für Anfänger im Schachspiel" (Guide for the 
Beginner in Chess), by G. R. Neumann ; 3rd edition corrected 
and enlarged by Dr. A. van der Linde. (Berlin: Julius Springer, 
1879.) Elementary treatise. Code of laws. Technical terms. 
Allustrative games. 

*ar. “London International Chess Tournament, 1883,” edited 
by J. I. Minchin. (London: Jas. Wade, 1883.) Account of the 
tournament. Revised international code of laws. Scores (an- 
notated by the chief players) of all games played in the major 
zournament. Selection of games played in the Vizayanagaram 
tournament, 

1*32. Match, Gunsberg-Tchigorine, joué ala Havana. (The 
Gunsberg-Tchigorin Match, played at the Havana.) (Paris: 
Numa Preti, 1890.) Account of the match with full scores of 
the games; illustrated by diagrams and with the notes of the 
players and of contemporary masters. 

33. “Modern Chess Instructor,” by W. Steinitz, Part *I. 
(London: G. P. Putnam’s Sons, 1889.) Description of game. 
Code of laws. Essay on theory. Analysis of variations in KKt 
opening. Illustrative games and games in the match Steinitz 
v. Tchigorin, all annotated, 

*34. “ Morphy's Games of Chess,” edited by J. Löwenthal. 
(London: George Bell & Sons, 1860; new edition, 1886.) 
Collection of Morphy’s best games, including some at odds; 
notes chiefly critical. Memoir of Morphy. 

35. “Peeps at the Chess Openings,” by Thos. Long, В.А. 
(Huddersfield; J. E. Wheatley & Co, 1886.) Elementary 
study of openings. Summary and index of main variations. 
Numerous diagrams. 

+36. ** Problem Art," by T. B. and F. F. Rowland. (Dublin: 
Rowland, Clontarf, 1887.) Elementary treatise on problems. 
Instructions for solving. The art of composing. Notation. 

37. “Quellenstudien zur Geschichte des Schachspiels” (Ori- 
ginal Studies in Chess History), by Dr. A. van der Linde. 
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(Berlin: Julius Springer, 1881.)  ZZzszorzcal and bibliographical 
treatise. 

38. “Quinto Torneo Scacchistico Nazionale” (Fifth National 
Chess Tournament), by C. Salvioli and others. (Venice: 
Ferrari, Kirchmayr e Scozzi, 1887.) Progress and prospects of 
the game in Italy. Account of the Rome, 1886, National 
Tournament. Fine selection of games (annotated) from the 
principal European tournaments in 1886. 

+39. *Schachaufgaben? (Chess endings), by J: Dufresne. 
(Leipzig: Phillipp Reclam, Junr., 1887.) Collection of problems. 

4o. *Schach-Lexikon (Chess Lexicon), by J. H. Bauer. 
(Vienna: Holzwarth & Ortony, 1889.) Classified index to open- 
ings and chief variations, all actual games. 

41. *Schachspiel des XVI. Jahrhunderts” (Chess in the 
Sixteenth Century), by Dr. A. van der Linde. (Berlin: Julius 
Springer, 1874.) Early history and bibliography. 

*42. “Stratégie Raisonnée des Fins des Parties” (Rational 
Strategy of End Games), by the Abbé Durand and Jean Preti, 
2 vols. (Paris: Numa Preti, 187-.) Vol. Т, King and pawns; 
Vol. TI., King, pieces, and pawns, 

43. “Stratégie Raisonnée des Ouvertures du Jeu d’Echecs” 
(Rational Strategy of Chess Openings), 2nd edition in 2 vols., 
revised, corrected, and enlarged by the Abbé Durand and Jean 
Preti. (Paris: Numa Preti, 187—) Analysis of openings and 
main variations. Classification of openings, 

44. “Stratégie Raisonnée des Parties à Avantage? (Rational 
Strategy of Games at Odds), by the Abbé Durand and Jean 
Preti. (Paris: Numa Preti, 187-.)  Zreatzse on odds. 

45. “Synopsis of the Chess Openings,” by Wm. Cook; 4th 
edition. (London: Simpkin, Marshall & Co., 1889.) Zadbu- 
lated analysts of openings and main variations. 

*46. “ Teoria e Pratica del Giuoco degli Scacchi” (Chess 
Theory and Practice), by C. Salvioli. (Venice: Ferrari Kirch- 
mayr & Scozzi, 188-.) Descriptive introduction. Essay on 
theory. Technical terms. Laws. Elaborate analysis of open- 
ings, with illustrative games. Exhaustive treatise on end 
games. Index to openings. 
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47. “Theorie und Praxis der Endspiele” (Theory and 
Practice of End Games), by J. Berger. (Leipsic: Veit & Co., 
1889.) Systematic treatise on end games, with analytical notes. 

48. “ Theoretisch-Praktisches Handbuch des Schachspiels ” 
(Theoretical and Practical Handbook of Chess), by J. Dufresne. 
(Berlin: Julius: Springer, 1863.) Analysis of openings, etc. 
Jlustrative games. End games. 


SUMMARY. 

Bibliography. No. 21. P 
Elementary. 9. "12,39. 
End Games. Elementary. No. 12. 

» Games. Advanced. 99. ‘19, 42, 46, 47. 
Games. Nos. 5, 9, 31, 32; 34. 
History. UA 
Laws. bs 4116226. 
Odds. 3webty 24+ 


Problems, ^ r, 7, 195120) 
Problem Construction. Nos. 8, 17. 
id Solving. 13:99:56; 
Theory. Elementary. © -p 14) 35. 
Advanced. » 10, 22, 24,43, 45, 46. 
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